http://www.thegnomonworkshop.com/store/product/525/Creature-Head-Texture-Look-Dev
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Angel, fig 7.5

General texture mapping

Q,

B

Angel, fig 7.6
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Allasing
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Angel, fig 7.7

point sampled inear filtering

GPU Gems, fig 25-1



Sampling from the texture

point sampled linear filtering
(nearest)
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Mipmapping

Rardware

256x256 128x128 64x64 32x32

LODO LOD1 LOD2 LOD3

http://www.tomshardware.com/reviews/ati,819-2.html



http://www.tomshardware.com/reviews/ati,819-2.html

Mipmapping

point linear
sampling filtering
(b)
mipmapped mipmapped
pom.t linear
sampling filtering

Angel, fig 7.18
(d) g g



Mipmapping

No Mipmaping No Mipmaping Mipmaping Mipmaping Mipmaping
Point Sampling Linear Bilinear Trilinear 16x Aniso Tril.

http://www.tomshardware.com/reviews/ati,819-4.htm|



http://www.tomshardware.com

t
A

yjﬂ

5

Mapping textures to shapes
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Angel, fig 7.9



Sphere mappings

MERCATOR
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{
— 1 YOURE NOT REALLY INTO MAPS.
s /
v g WINKEL-TRIPEL

http://en.wikipedia.org/wiki/File:Sphere wireframe 10deqg_6r.s

NATIONAL GEOGRAPHIC ADOPTED THE WINKEL-TRIPEL IN
1998, BUT YOUVE BEEN A W-T FAN SINCE ZOM5 BERRE

"NATGED SHOWED UR YOURE WORRED IS GETTING
PLAYED OUT, AND ARE THINKING OF SWITCHING T THE
KAVRAYSKIY. YOU ONCE LEFT A PARTY IN DISGUST WHEN
A GUEST SHOWED UP WEARING SHOES WITH TOES. YOUR
FAVORITE MUSICAL GENRE. 1S “PosT-".

YOU THINK THS ONE 16 FINE.. YOU LIKE How XAaND Y
MAP T LATTUDE AND LONGITUDE. THE OTHER

PROTECTION S OVERCOMPLIGATE THINGS. YOU WANT ME
TO STOP ASKING PBOUT MARS S0YOU CAN ENToY DINNER.

HOBD -DYER
N 2

YOU WANT To AVOID CULTURAL IMPERIAISM, BT
YOUVE HEPRD BAD THINGS ABOUT GALL- PETERS.
YOURE (DNFUCT-AVERSE AND BUY ORGANIC. YOU
USE A RECENTIY-INVENTED SET 0F GENDER-NEUTRAL
PRONOUNS AND THINK THAT WHAT THE WORLD
NEEDS 15 A REVGLUTION IN CONSCIOUSNES.

http://xkcd.com/977/


http://en.wikipedia.org/wiki/File:Sphere_wireframe_10deg_6r.svg
http://xkcd.com/977/

Mapping to an intermediate object
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Diffuse texture maps

http://www.nordicfx.net



http://www.nordicfx.net/
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http://kingtutdigital.blogspot.com/2014/10/using-photographic-textures-in-maya-for.ntml



http://kingtutdigital.blogspot.com/2014/10/using-photographic-textures-in-maya-for.html

http://www.livingautomaton.com/3d-work/bale-bust-sculpt/




Billooarding

https://www.cs.auckland.ac.nz/research/groups/GG/weeklyimages/2004.php



Texture mapped fonts
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Bump mapping

http://commons.wikimedia.org/wiki/File:Bump-map-demo-full. png#/media/File:Bump-map-demo-full.png

http://tom.drastic.net/stuff/mudbox--3ds-max/



Displacement mapping

Base Bump Displacement
Model Mapping Mapping

http://www.nvidia.com/object/tessellation.html



Luminance or light maps



http://commons.wikimedia.org/wiki/File:Lightmap_Cube_Sample.png#/media/File:Lightmap_Cube_Sample.png

Luminance or light maps

Xonotic 0.6 with
sRGB lightmap

http://xonotic.org/posts/2012/xonotic-0-6-is-now-available/



Environment mapping
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http://www.cs.cmu.edu/~462/lectures/EnvMap.pdf
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http://ogldev.atspace.co.uk/www/tutorial25/tutorial25.html



Shadow maps

Distances stored in a texture
("shadow map")

Projected shadow

http://www.opengl-tutorial.org/intermediate-tutorials/tutorial-16-shadow-mapping/



Shadow maps

http://www.opengl-tutorial.org/intermediate-tutorials/tutorial-16-shadow-mapping/



