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» Descrnibe color vanation in intenor of 30 polygon

¢ When scan converting a polygon, vary pixel colors
according to values fetched from a texture

Texture Mapping
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S Madeing Cooninaes + Add visual detail to surfaces of 3D objects
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Surface Textures Overview v
+ Add visual detail to surfaces of 3D objects » Texture mapping methods

= Parameterization

=« Mapping

e Filiering

» Texture mapping applications
e Modulation textures

llumination mapping

Bump mapping

Environment mapping

Image-based rendenng

Mon-photorealistic rendening
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| Parameterization

geometry

o

image

texture map

« ) How do we decide where on the geometry
each color from the image should go?
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| Option: unfold the surface
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| Overview

+ Texture mapping methods
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+ Texture mapping applications
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Mapping
Filtering

Modulation textures
[llumination mapping

Bump mapping
Environment mapping
Image-based renderning
Yolume textures
Mon-photorealistic rendering
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Option: Varieties of projections
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| Option: make an atlas
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surface
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Texture

Coordimate

Svstem

Texture Mapping
» Steps:

e Define texture
¢ Specify mapping from texture to surface
e Lookup texture values during scan conversion
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| Texture Mapping @ | Texture Mapping @

+ When scan convert, map from .. » Texture mapping i1s a 2D projective transformation
= image coordinate system (x y) to ¢ texture coordinate =ystem: (t,3) to
= modeling coordinate system (u.v) to e image coordinate system (. y)

¢ texture image (t.2)
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Overview @ Texture Filtering @
+ Texture mapping methods » Must sample texture to determine color
at each pixel in image
= Filtering
. e : I
+ Texture mapping applications ’
= Modulation textures ; —
e lllumination mapping il - -
« Bump mapping - - -
= Environment mapping b
=« Image-based rendering »

= NMon-photorealistic rendering



