Texture Mapping

OpenGL Texturing
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o0 OpenGLOJA| BIAK P& (texture mapping)= #et 3 EHA

o EAK B
glEnable(GL_TEXTURE_2D)

- HAK WYYy @Y, I8 5) "ol
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)
giTexParameteri(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)

» BIAKX ZIH (texture coordinates) X|
// Square Vertices Texture Coordinates
squareTextureCoords.push_back(glm:vec2(0.0f, 0.0f));
squareTextureCoords.push_back(glm:vec2(1.0f, 0.0f));
squareTextureCoords.push_back(glm:vec2(1.0f, 1.0f));
squareTextureCoords.push_back(glm::vec2(0.0f, 1.0f));

OpenGL Texturing

OpenGL Texture Names

0 Modern OpenGL ElAK P (texture mapping)
fragment shadingO| A sampler2 T2 &
= Sampler= HAK M2 st

/[TextureFragmentShader.fs
in vec2 texCoordPass; // texure coordinate from rasterizer
out vec4 Color; // output color
uniform sampler2D gTextureSampler; //texture object from application
void main() {
Color = texture2D( gTextureSampler, texCoordPass );
}
/[TransformVertexShader.vs
in vec3 vPosition;// vertex position (in model space)
in vec2 vTexCoord;// texture coordinate (in model space)
out vec2 texCoordPass; // Output data will be interpolated for each fragment.
uniform mat4 gMVP; // Values that stay constant for the whole mesh.
void main() {
gl_Position = gMVP * vec4(vPosition,1); // Output position of the vertex
texCoordPass = vTexCoord;

}

o HAX 9| 0|5 (name) X|H5}7| (texturelD)
GLuint texturelD;
glGenTextures(1, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexlmage2D(...);
glTexParameterf(........ );
glBindTexture(GL_TEXTURE_2D, 0);

o HAK O|Fe=E HAMN E8{ 27|
glActiveTexture(GL_TEXTUREO);
glBindTexture(GL_TEXTURE_2D, texturelD);




glTexlmage2D

glTexlmage1D

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: BIAK ROl CHASH S =8 X /USH7| fI3 8.
1702 s =8 Aot 12 273,
2 ¥ (mipmapping)Oll AHR
Zt "HANE Q¢ Chol 37|85 7HA| A QU= O|OIX|E AHESHA|
Qe 002 |
m internalFormat; YEIX O 2 formaty} Z2. RGBEIH 3, RGBAZIH
4§ A‘IX‘l
= width, height: |AX 0]O|X| 9| LfH|Qt 0= 29| AS2 2 &|0fOF
ot (E 2,4, 8,16, 32, 64, 128, 256, 512, etc)
= border 82X ZA M HH|E X|F. E& 00| O|0[X| H|O[& 7}
borderE 7HA|1 A2 ™ 12 X|E.
= type: 2K O|O[X| H|O|E o] WAl 4F.

o glTeximage1D(GLenum target, GLint level, GLint
internalFormat, GLsizei width, GLint border, GLenum
format, GLenum type, const GLvoid *pixels);

o glTeximage2D() &&= 2XH H|AKN O|0|X|E FHo|st1
glTeximage1D()& & 1A EAKX O[O|X[E Ho|tCt

glTeximage1D() & % 2t  glTeximage2D() & =+ 9

APE " Rt ef oo AL %EOPD:I

glTeximage2D() =2 5=0f| 2 O| O X| E A K O] height(=0l)

QIXt7} F=IHEICY.

glTexSublmage2D

OpenGL Texture Coordinates

o AKX 37|17} 29| S3(e.q., 64x64, 128x256, .)7} Ot
4% "5AH O|El|7<|°| %'%E—DJ ool =2 m Ar%:r

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

o HAN WIO| AASEHT AMo| HAN XEE
2|l OfF BtC}.

O GLUT teapot2 ElAXN ZHEE ZESHD QUCH

0 GLU quadrics= HlAM ZHEE S22 Folg 5= AU

=
= gluQuadricTexture(quadric, GL_TRUE) & At8d}0] BlA XYL
EIyep




0 OpenGLO|IAM ElAM ZtE= HAKN O|0|X|2| 2t Hhek (S,
2| 0FE 12 GF2 =z dyE.
o OpenGLOA| 2+ HHEEHZ AKX ZtHEE X|H|OF &
o ZEO| HAX ZtHEZF Mo EHO| EZHE(0] LIEHH.
t (2.5,5.0,0.0)
0,1

(0.0,0.0,0.0)

(0,0) — 5
(1,0

Texture space

Object space

(3.0,-2.0,0.0)

o HANE CH¥0) D2 98 Takl ¢S,
0 7|5toHE BHO|LE BAK FHE AFO| uf2tA, 0[0|X|7}
02 YRE] Lt +5 IS

xanple

Texture Coordinates

0,1
Vertex Positions
(-1.0, -1.0, 0.0
(1.0, -1.0, 0.0)
(rMousePosX, rMousePosY, 0.0)
(IMousePosX, IMousePosY, 0.0)

0 OpenGLOA| BIAXN ZtEZL [0, 11F Y S HO{E 220
texture wrapping@ 12 2 4ozt
GL_CLAMP, GL_CLAMP_TO_EDGE, GL_REPEAT,
GL_MIRRORED_REPEAT
o AFZYEOf| 47§2] EIAKIHEE (0,0), (0,3.5), (3.50),

(3.53.5) 2 gelet qf

N4

Clamp Repeat &Clamp

0 Mipmap= O|™ mipmap HH|2F £9| HEH 37|,
S AKXt ZOLE &, 20t B2 =HHo| st Mo
HEE|OFStE 2 GL_ NEAREST'—f GL_LINEAR EE{7
ALZADLE OHEX| %S = A, WatA K| 7t %’EIOE' [oh
AKX L flickeringSHAl LIEHE £ US.

2 O|H flickering2HME E0ZE = AUS. AL} YEEe =z
s|ojstA 2.

ox
Lo_r
o

GL_LINEAR GL_LINEAR_MIPMAP_LINEAR




OpenGL Texture Filtering OpenGL Texture Filtering

o HAXN HIS st EZ o glTexParameter{ifiv(GLenum target, GLenum pname,

= X278 ZH (nearest neighbor filter) TYPE *param);
GL NEAREST » GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP_T

0144 ZE (bilinear interpolation filter GL CLAMP, GL_CLAVIP TO_EDGE, GL REPEAT,
GL_LINEAR » GL TEXTURE_MAG_FILTER

» of MY EE (trilinear interpolation filter) — mipmap filter GL_NEAREST, GL_LINEAR
GL_LINEAR_MIPMAP_LINEAR = GL_TEXTURE_MIN_FILTER

» 2% ZH (hybrid filter) GL_NEAREST, GL_LINEAR (Mipmap2 AtEotX| Se Z2)
GL_NEAREST_MIPMAP_LINEAR GL_NEAREST_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_LINEAR,
GL LINEAR_MIPMAP_NEAREST GL_LINEAR_MIPMAP_NEAREST, GL_NEAREST_MIPMAP_NEAREST

GL_TEXTURE_BORDER_COLOR

GL_NEAREST_MIPMAP_NEAREST
[0.0, 1.01ZF =2l gt

m GL_TEXTURE_PRIORITY
0E=
Texture Environment Parameters Texture Environment Parameters
ITexEnv{fl}[ ] E Al. -6_—|_0;| E-IIAI:' O| AH (C At) J‘_||- '6I'_1XH ‘ int. format GL.REPLACE GL.MODULATE
q2|ot= =2 e ol H'I mo| m/dM (Cf, Af) o ':57‘” =3otsat X| GL.ALPHA C=Cp A= A C=Cp, A= AfA
M St .
=on’ GL_LUMINANCE C = Lo, A= Ay C=Cyle, A= Ay
= GL_TEXTURE_ENV_MODES| 2 GLLUMINANCEALPHA || € = Li, A — A C = Cple, A~ AgA,
GL_MODULATE: ElAX 0| M g%ﬂr SHYM =X = MEES
Zsto 2N EHIAK DHJ.LI010| SICiE SQS HAJIs GLINTENSITY C—Ih,A=1 C = Cply, A~ Agly
GL_DECAL: ElAX O] AO| ZHx|o| MZ 25| 27 GL_RGB C=Ci, A= Ay C=CyCi, A= Ay
GL_BLEND: 2t&41h etdat GL_RGBA C=Ci, A= A C=CyCi, A= AsA,
GL_REPLACE: A X AHOF ALt
O GL_BLEN D9—| -czrg&ig GL_TEXTURE_ENV_COLORQE int. format GL_DECAL GL.BLEND
X| IO-I -C'él' GL_ALPHA undefined C=0C;, A= AsA,
GLfloat blendcolor[] = {0.0, 1.0, 0.0, 0.5}; GL_LUMINANCE undefined €= Cp(l= L)+ CeLe, A= Ay
glTki)éETj\ggl(gr%'_TEXTURE_ENV' GL_TEXTURE_ENV_COLOR, GL_LUMINANCE ALPHA || undefined C=Cr(l = L) + Celu, A= AsA,
! GLINTENSITY undefined C=Cp(1 = L) + Coley A= Ag(1 = 1) + Al
cL RCB C=C A= Af C=Cr(l— )+ CCry A= Af
GL_RGBA C=Cr(l-A)+CiAL, A=A; | C=C(1 = C) + C.Cr, A= AsAs




OpenGL Texture Movies

OpenGL Texture Coordinate Generation

o BAKX 0|0|X| sequenceE 0|83t flipbook Of L|H O]
INIES
= initTextureQ& 0l TX| AKX O|O|X|E 4O ¢
m idle() &0 A currentTexturelDE update™
= drawTexture(T0M= S Lot FEEHL AKX EHHO
glBindTexture(GL_TEXTURE_2D, currentTextureID),g AR5
Z UG 3t AKX E binding® - OfLIHO|M ENHE &

imagel image2 image3 image4 image5 image6

O OpenGLO|AM & EIAKX XEE AtsXoz My = AS

o S, THEOR HAN XItH XY dS 2datslor &
glEnable(GL_TEXTURE_GEN_S), glEnable(GL_TEXTURE_GEN_T)

= GL_TEXTURE_GEN_MODE EE:
GL_OBJECT_LINEAR, GL_EYE_LINEAR, GL_SPHERE_MAP

= GO (plane)S X|GHOF & - BHo=REO A0 HIES &

SAN 35S MY

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

OpenGL Box Mapping

O OpenGLOAM = < ®E (sphere mapping) X| &
. 7Y I EHAY f_._ view HE{ 7t 7+ 2HO| & HE O
BEALE reflection HIE{ 2 71|”.:.
« BHAMME|E 2X8 AN ES BEsE 20| 2D
SIEQO, AZEQINZE 0| Tts.

= J2fLt 2% 0[0|X|S P Z0| O3S (36052 FHBAS
=2 O[D[X|0f0f &) OfF &2 e Axof o/t &2 £
F7ALL Q] S 02510 2ALE GS 28,

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL SPHERE_MAP) ; Object in .

environment

glTexGeni(GL_T, GL_TEXTURE_GEN_MQL
glEnable(GL_TEXTURE_GEN_S) ;
glEnable(GL_TEXTURE_GEN_T) ;

Intermediate
surface

[=]
- T YYHBE K8 AN SEE ABSH0} B
o SR EANE B2 S WD Yt AWH Ol 63 24 HAY

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 5
glEnable(GL_TEXTURE_GEN_R) ; ; \ /
glEnable(GL_TEXTURE_CUBE_MAP); -

Reflective object




Multitexturing

o HE| AKX (Multitexturing)

Multitexturing

o Single-Pass vs. Multi-Pass Multitexturing

» ofLt O] o] MANE AN o M HEHEY 2itE =0l 87 I ES e E*'*Iﬁo% StLte| HEHE oA QHof A
HANE O3 7 Ydl= A
» OHE O OFE "ANEY2 SHE = YHOILL CHY RS
ofgf ¥ #EYsh= A
o 2t0|E OfY (Light Mapping)
= =HMBO 87| Aot o E*'*Xﬂf =3 218 =gt
o OpenGL 1.2.1 revision (ARB_multitexture extension) 2aHez 32 HE =M 0 89 (eg. Quake 5 /I
Incoming Texture O Texture 1 Resulting
Fragment — . " —
Environme Environme Color =
Color
T T
Texture O Texture 1
Color Color
y Vv
(1,1) (1,1)
Single-Pass Multitexturing Single-Pass Multitexturing
id SetMultitexturS Data() { // SZHE = X . .
;TG'enBeuff:,s'(:x;vrbg[lé)?;e s u o Bind and enable two 2D multitextures to draw a quad

glBindBuffer(GL_ARRAY_BUFFER, vbol[0]); (1D ©.0)
glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec3), &quadVertices[0], GL_STATIC_DRAW);
glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 0O, 0);

glEnableVertexAttribArray(0);

glBindBuffer(GL_ARRAY_BUFFER, vbol[1]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec3), &quadNormals[0], GL_STATIC_DRAW);
glVertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(1);

glBindBuffer(GL_ARRAY_BUFFER, vbo[2]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec2), &quadTextureCoords[0], GL_STATIC_DRAW
glVertexAttribPointer(2, 2, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(2);

glBindBuffer(GL_ARRAY_BUFFER, vbol[3]);

glBufferData(GL_ARRAY_BUFFER, 4*sizeof(glm:vec2), &quadTextureCoords[0], GL_STATIC_DRAW
glVertexAttribPointer(3, 2, GL_FLOAT, GL_FALSE, 0, 0);

glEnableVertexAttribArray(3);

}

// stage 0O activate
glActiveTexture(GL_TEXTUREO);
glBindTexture(GL_TEXTURE_2D, texture0);
// stage 1 activate
glActiveTexture(GL_TEXTURE1T);
glBindTexture(GL_TEXTURE_2D, texture1);

drawSquare();
// texture disabled
glBindTexture(GL_TEXTURE_2D, 0);
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Billboarding
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Billboarding Billboarding

o 2EE {le|
o 7O SN2, oy
0|83t LEE ApZ

A|7< = Hf }EEE Modelwew HHZ

= Modelview ”2401|E ZHEXIS| Al Of CHBE =EHE (up
vecton) 2} FH E(right vector) 27t AUS

Glfloat M[16];

glGetFloatv(GL_MODELVIEW_MATRIX, M);

Up-vector Look-vector
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o Axial Symmetry
w HEHE AZHO| vertical axisE S22 3| (rotate) o{OF &
= Modelview matrix MO|A{ £ Ef ZtH2}2] -yaw angleS A4t

theta = atan2f(M[8], M[10]);

Look.x Look.z

m HEE AZAQ| Rotation matrix RS arbitrary axis (25X 2
up vector=(0, 1, 0))2t angle (ZtM 2} yaw anglel| BtCH)= A At

R =Icos#+Symmetric (1-cosé)+Skew sin ¢
a +cosf(1-a}) 8, (I-cosf)-a,sn @ aa,(l-cosd)+a,sind
=|a,a,(I-cosf)+a,sin ¢ a§+cos€(1—a§) a,(1-cos#)—-a,sin 6
a,(I1-cosf)-a,sn 6 aa,(l-cosd)+a,sind a’ +cosf(1-a’)




Point Sprites

Reference

O Point SpritesO| 2t SEQ0] 7|8to| RIEE 7| =
AL O 2N THE|Z A[AE] (Particle System)Of|A{ Ci==9]
&AL (Particle)2 ElAKX A2t 04| (Quad) CHA H
(Point)E AHESHY K| et

o OpenGL extension (GL_ARB_point_parameters &
GL_ARB_point_sprite)

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=7706398&seqNum=
7

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




