Iovio ITavemotquio, Tunpoe IMAnpo@opikiig
I'pagikd pe Yrohoyiotég

Epyaoctipro 4 — Yéc

210 gpyaoTiplo avTo Ba SovuE TO TAOS EQPUPUOLOVUE KoL TWS TOUPOUETPOTOLOVUE VPEG
(textures) og avtikeipeva otnv OpenGL.

Yoég atnv OpenGL

[Ma va avEnoet v peaAlopd Kotd Ty aneikovion aviikelpévov, n OpenGL
vooTnPilel o SNUOEIAT TEYVIKT OV OVOUALETOL ATEIKOVION e LEEC (texture
mapping). Mio. ven pmopei va givat pio 0ToadNTOTE EIKOVOL TG 0010, TO UEYIOTO
néyebog e€aptatar omd TG dSuVATHTNTA TOV LAKOD (KAPTO YPOPIKMV) TOL LITOGTNPiLet
v OpenGL.

H von pmopel va epappoctel og £val avTikeievo ETITAEOV TOV POTIGUOV KOt TOV
ypouaticpov (Smooth 1 Flat).
E@appoyn veig o€ éva avtikeipevo

H OpenGL pmopel va epapprdcet pio ven € 0Tol00MTOTE AVTIKEILEVO GTNV GKNVNY
QPKEL VOL TN TOVE TMG VOL AVTIGTOLXNOEL ONPEiD 6TO avTiKEipevo pe texels g veng.
Av10 yiveton péom evag Cevryoug aplBudv mov Aéyovtorl cuvteTayuéveg vong (texture
coordinates) (s,t). To Cevyog s,t maipvel Tipég omd to ddotnua [0,1].

To eUyog (s,t) dev €ival aAlo anod 1o yvwoTo Zeuyog (u,v) nou 0a Bpeite oThv
BiBAloypagia.

"Eva evyog cvvtetayuévov (S,t) aviiotoryei o kaOe kopven (vertex) tov
OVTIKELLEVOL TPV TNV EPOPLOYN TNG VPTG,

0,1

(1.0)

2V yevikn mepintmon 1 ven 0ev Ba Tauptdlel amdAvTO GTHVY YE®UETPIO PG, OAAY
éva pukpo tunpo g Oa epappdletor 6’ aut.
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Mo mapddetypa pavtacteite 6Tt To avTikeipevo pag etvat tpryovikd. Tote n
EQOPUOYT TNG VPNG 6TO Tpiywvo Ba elvarl KAmwg £Tot:

(0,1 (0.5,1) (1,1)

~~~~~~~~~~~~~ (0.5,1)

-

©0) (L0)

I'o va kaBopicovpe to {ebyog cuvtetaypévov (S,t) kabe Kopveng ypnoipomolodue
TNV EVTOM):
void glTexCoord2f (Glfloat s, GLfloat t);

Tnv evtoAn avt| TV KaAOVLE TNV GTIYUT TOL SNADVOVUE TIG KOPLOES EVOG
avTikelpévov. o mapdderypo 6tav kataokevdlovpe Eva TETpAy®Vo:
glBegin (GL_QUADS) ;

glTexCoord2f (0.0£, 1.0f);
glvVertex3f (-10, 10, -10);

glTexCoord2f (1.0£f, 1.0f);
glVertex3f (10, 10, -10);

glTexCoord2f (1.0£, 0.0f);
glVertex3f (10, 10, 10);

glTexCoord2f (0.0£f, 0.0f);
glVertex3f (-10, 10, 10);
glEnd();

ANpovpyavTog pio ven

YV vevikn mepintmon ot veég sivan ekovee (jpg, bmp, png, tga) mov poptdvovpe
amd 10 61oK0 G€ KATOLN TEPLOYN OTNV UVIUN. ATO TNV GTIYUY| TOL £OVIE TNV TEPLOYN
avtn oL Kpatd to bytes g eikdvag kabmg kat To péyehog e HTopovuE vo.
dnuovpyncovpe po ven otny OpenGL kalmdvtag TV EVIOAN:

void glTexImage2D (GLenum target, GLint lIevel, GLint internalformat,

GLsizei width, GLsizei height, GLint border,
GLenum format, GLenum type, void *data);

Evdiagépov og avt tnv evioln éxovv ot Ttapauetpot width, height mov eivain
avalvon g ewovag, 1 internalformat mov dnidvel T BELovpe va avTiTpoc®TELEL
KaOe texel g ve1g kat puotka 1 data Tov maipvet o bytes g swdvog.

H mapdpetpog internalformat prmopei va mapet tig €€n1g Tyég:
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internalformat Epunveia

GL_RGB K&Be texel Ba avilmpoowneUel éva xpduo RGB

GL_RGBA Ké&be texel 6o avIlmpoowneUel &va xpodua RGB kol
dLapdvetao A

GL LUMINANCE K&Be texel 6o avilmpoowmelel QIELVOTINTIO

GL LUMINANCE ALPHA K&Be texel Ba aviLlnpoowmeUel QXTELVOINTA KAL

dLaphve Lo A

GL_ALPHA Ké&be texel 6o avilmpoowmneUel udévo diLapdvela A

O1 napapeTpol width kai height piag eikovag nou OEAOUHE va HETATPEWOUHE
O€ UPN NPENEI va gival SUVAHEIG TOU 2 yia eKJO0EIG TNG OpenGL HIKPOTEPEG TIG
2.0

H von dnpovpyndnke, oddd mov; Ilog Ba v ypnoomomcovpue, Oa aAddEovpe Tig
TOPAUETPOVG TNG Kot TS BoL TNV EPAPUOCOVLLE GE EVOL OVTIKEILEVO;

H OpenGL yia va propécovpie vo, amodnKedGOVUE Kot VoL SIOEPIGTOVUE L0 VO] LLOG
divel v dvvatdTTa Vo KATACKEVAGOVUE Eva avTiKEipevo voig (texture object).
‘Evo avtikeipevo vefg givol o meployr] otny Uviun mov ektog and ta bytes g
EIKOVOGC TNG LVONG KPATA Kol TOAAEG GAAeg mAnpoopiec Omwg péyebog, pnéBodog
e Tpapicpatog Katd v peyéBuvon kot opikpuven, av xet mipmap Ko.

[Ma va ompuovpyncovpe Eva avTIKEILEVO VONG OPKEL VOL KAAEGOVLE TNV EVTOAN:

glGenTextures (GLuint numtextures, GLuint* texturelID );

H evtoAn Ba dnuovpynoet 1o avtikeipevo Kot Ba oG emoTpEWYEL Lo avapopd 6TV
ven (évog povadtkoc aképatog aptiuog). Me Baon avty tov apBud ovaeopdic
pumopovpe va dwayeptotovpue TANpog poe ven. H mopduetpog numtextures pog
EMTPEMEL VAL ONLIOVPYNCOVUE TOPATAVE TOL EVOG OVTIKEILEVO VPNG TOVTOYPOVOL.
Y00t TN mepimToon n eviod] Oa emiotpéyel €vo mivako ME TOVG oplOpovg
avapopags.

[Topdaderypa yio voo QOPTAOGOVLE TNV EIKOVA TNG VONG EVEPYOTOLOVLE TO OVTIKEILEVO
veNG Kot korovue v glTeximage2D() 6nwc avapépae TOPOTAV®:
glGenTextures (1, &texturelID );

glBindTexture (GL _TEXTURE 2D, texturelD);
glTexImage2D (GL TEXTURE 2D, ... )

H evepyomoinon tov avtikeévov veng yivetan pe tnv evron glBindTexture() mov
Taipvel ©OC TOPAUETPO TOV OpPBUd OvVOPOPAS TOV OVTIKEWEVOL O €ENYNOOULE
nopandve. H ntapdpetpoc GL_TEXTURE_2D mov Ba deite Kot o€ mopakdt® EVIOAES
dwayeipong veMOV Agl OTL 01 VEEG PaG ival O101A0TATEG EIKOVES. YTTAPYEL SOuvaTOTNTA
omv OpenGL va ypnowonowmcovpe €miong kot HOVOOIACTOTEG 1] TPLOACTOTES
EIKOVEC MG VOEC.

OnoTedNNOTE XPEIAOCTEI va KAVOUHE Hia aAAayr OTIG NApaHETPOUG HIA UPRG

NPENEI NPONYOUHEV®G VA EVEPYONOINCOUHE TO AVTIKEINEVO UPAG HE TV XpRon
TNnG evToAnG glBindTexture();
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HoapapeTpomoinon prag veNg

Kabe von pmopet va mtapaperporomei wg mpog 1o g Bo copmepipepbel Katd v
neyébuvon/cuikpuven, Kot Tov Tpomo pe tov omoio Oa paproctel o€ Eva
avtikeipevo. ['a va BEcovpe pio TapapETPO TNG VPNG TPETEL TPMTO VOL
EVEPYOTOMNGOVUE TO AVTIKEIPEVO VONG pe TNV evioin gIBindTexture() kot énetta
KOAMVTOG KOO0 OO TIC EVTOAEG:

void glTexParameterf (GLenum target, GLenum pname, GLfloat param);
void glTexParameteri (GLenum target, GLenum pname, GLint param);

voilid glTexParameterfv (GLenum target, GLenum pname, GLfloat *params);
void glTexParameteriv (GLenum target, GLenum pname, GLint *params);

H Swpopd peta&d toug éykettal oto Tt TOm0 Tapopétpov déyovton (float i integer)
Kot av d€yovtan Eva aptOuod 1 éva didvoopo apdudv (vector).

H mapdapetpog target eivar mwévrto GL_TEXTURE_2D omnv cuykekpiuévn €popproyn
(VPEG 2 d1aoTAGEW®V).

Me v ypfion avtg ™G EVIOANG pUmopovue va Bécovpe ylo mapaderypo Tov THmo
QUATpopiopaTog TG VENG OTav avTY| peyebivvetat:

glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MAG FILTER, GL NEAREST) ;

H GL_NEAREST 60a epapudoet v pébodo «tov Kovivotepov yeitova (nearest
neighbour)» kot v detypoatoAnyia g veNg mov odnyei oe aliasing oy ewdva
ToL avtikelévou (givar opatd to pixel).

Avt’ avtig pumopovpe va ypnotpomomcovpe v tun GL_LINEAR mov odnyel oe
Srypoppukn mopesuBorn (bilinear interpolation) peta&d tov texel g veng kot
OLOAGTEPA OTTOTEAEGLLOTA GTIV EKOVO TOV OVTIKELLEVOU.

m- N KopnTivoTepo kK N
1 1 texel [ |
| 1 | 1
- E =
H pé0odog Tov kovTivétepov yeitova Avypappki tapeppfoin texel

Avtictoiymg pmopovpe va Bécovpe Kot 10 €100¢ PIATPOPICUATOS TG VONG KOTA TNV
ouikpoveon g pe v mopapetpo GL_ TEXTURE_MIN_FILTER. Kot avth déyeton
g Tég GL_NEAREST xar GL_LINEAR.

Mmropovpue eniong vo Kabopicovpe to mmg B cupmepipepbHel n vEY dtav ot
CLVTETAYIEVES VONG TEPTOLV £E® amd To ddotnpa [0,1]. Mmopolpe va opicovpe v
CLUTEPLPOPE Y10 KAOE GLVTETAYLEVT VPN AVEEAPTNTO LE TIC TOPOUETPOVE
GL_TEXTURE_WRAP_S ka1 GL_TEXTURE_WRAP_T. Ot oo cuvn0eig Tyég
TOV YPNOLUOTOOVUE HE OVTEG TIG TopapETpoug eivar ot GL_REPEAT ko
GL_CLAMP.
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H GL_REPEAT opilet 611 6tav pua cuvtetoypévn S,t yivel peyodvtepn tov 1, to6te mg
Tun Tov S,t Ba ypnopomonbel 1o dekadIkd pEPog tov aptduov. I'a tapdderypo av
(s,t)=(2.3, 4.5) t61€ oav cvvtetaypuévn veng Oa ypnooromobei to (0.3, 0.5).
Mmnopeite vo QovTOOTEITE OTL AV GUVTETAYUEVEG GUVEXICOLV VO VEAVOVTOL YPOLLLLLKA
avto Oa 0dnynoet og o emavainym g ewkovag (REPEAT) g vors.

H GL_CLAMP opilet 611 6tav o cvvtetayuévn S,t yiver peyoAvtepn tov 1 n tiun
™ Oa pévetl oto 1. TN mopaderypo av (S,1)=(2.3 , 4.5) 101€ GOV GUVIETAYUEVT VONG
Ba ypnowomomobei to (1, 1).

Mipmapping

H teyvikn mipmapping dnuiovpyel ToAEC S10QOPETIKEC EKOOGELC TNG OPYLIKNG VONG
o€ pKpaTeEpeg avoivoels. Katd tnv epappoyn g veng oto aviikeipevo, n OpenGL
EMALYEL LLOL OVAALGT TNG LPNC TOL TAPLALEL KOADTEPO 6TO PEYEDOG TOV AVTIKEIUEVOD
oTNV VON KoL TNV PAPUOLEL, avti Tov va epapudlel mhvta v it peydin von.

‘Evo mipmap pog veng éxet avtn v Lopen:

Ka0e eninedo mepiéyet pa £kd00m TG LENG TOV TPONYOVUEVOL EMTESOV 4 POPEG
wikpotepn (4 texel og éva eninedo cuvdvalovrar yia va dnpovpynoovy 1 texel oto
eNOUEVO €Mined0). AvTO dnUovpyel Lo cuvolkn avénor tov peyébouvg g vE1g
katd 33% mepinov.

H teyvikn mipmapping Advet 1o tpdPANLO TG SOOTNG CUIKPLVONG LIS VPTG OTOV
TPEMEL VO EPAPUOCTEL G€ HAKPVE avTIKEILEVO KABMG KO EMTAYVVEL TNV EQPOPLOYY
NG VONG G’ OVTA TA AVTIKEILEVA AOY® TOV £XEL VO SEIYUATOANTTICEL VPEG UIKPNG
avdAvonc.

H OpenGL pmopei va dnpovpynoet Eva Mipmap (o veng aTOLOTO LLE TNV EVIOAN

int gluBuild2DMipmaps (GLenum target, GLint internalFormat,
GLint width, GLint height,
GLenum format, GLenum type, const void
*data) ;

O1 mapdpeTpot ¢ VIOAng avtng eivon id1eg pe g evroing glTexImage2D() mov
eldape mo mpv. [IpotimoBétetl Tt £xovpEe POPTMOGEL TNV EIKOVA TNG VPTG GE 1L
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TEPLOYN UVAUNG KO OTL TTPLV EYOVILE ONULOVPYNGEL KOl EVEPYOTOUOEL £VO. OVTIKEILEVO
VNG,

H OpenGL otV yevikn mepintwon cvvdvalet dvo texel and yertovikéc vepég oto
mipmap yia vo toapdyet Eva ypodpo. Mropovpe va kabopicovue erakpiBog To Oa
yiveton avtdg 0 cuvOlGHOG. AvTd €aptdrtal amd To 100G PIATPAPICUATOG TTOV
opiCovue yro. to mipmap pe v yvootr evtoAr glTexParameteri(), péow tmv
napapétpov GL_TEXTURE_MAG_FILTER ko GL_TEXTURE_MIN_FILTER.
I évo mipmap £yovpue tig e€Nc emhoyég PATpapicpatoc:

Ty Epunveia

GL_NEAREST Ba ecopapuooctel n pébodog nearest neighbour
oTnv apPX LKA (nmAfpnc avadiuong) uen udvo

GL LINEAR Oa spapuooctel n pébodocg bilinear
interpolation otnv apx k) (mAfpeng
avéaAiuong) uvoern udvo

GL_NEAREST MIPMAP NEAREST EnéAiefe tnv KoviLvoTepn uUen oOTo mipmap Kol
gpdpupooe Tnv HéBodo nearest neighbour

GL NEAREST MIPMAP LINEAR Epdpuooe ypoup Lk nopeufod petaél duo
eNLTIESOYV OTO mipmap KL £melta €edpuoce 1IN
1é60d60 nearest neighbour oto amotéAsoud

GL_LINEAR MIPMAP NEAREST EnéXefe Tnv xovILlvdtepn UPH OTO mipmap Kol
epdpuooce TNV HEOBODO YPOUULKAGC TAPePPBOANC
GL LINEAR MIPMAP LINEAR Epdpuooe ypouplky nopeufod petaél duo

eNLIESOV OTO mipmap KL £melta €edpuoce 1IN
1é6000 YPUUULKAG NMUPeUROANC OTO QIOTéAeoud

H pébodog GL_NEAREST_MIPMAP_NEAREST e&ivou 1 ypryopdtepm nébodog
QUILTPOPIGHOTOG EVOG MIPpMapP oAAG Tapayel HETPLO OTOTEAEGLLOTAL, 1|
GL_LINEAR_MIPMAP_LINEAR givor mo apyn pébodoc, aArld mapdyet T
KOAVTEPA OTOTEAEGLLATOL.

M wotpomiké uitpapispa vodv (Anisotropic Filtering)

Ot ouvnBeic peéBodot yro To PIATPAPIoHO e VPTG Elval dwg elmape N nEBod0G TOv
Kovtvotepov yeitova (nearest neighbour) kot tng dtypapping mopepporng (bilinear
interpolation). Kat ot 600 pébodot Aappdvovy vmoyn v tetpdda tov texel uésa oto
omnoio éva pixel avtiotoyel kot pe cLVILOCKO (7 1) AVTH TAPEYOVY TO YPOLUL TOV
pixel.

O1 dvo péBodot amodidovv kKadd otav PAETOLUE TNV emMEAvELD 6YedOV KaBeTa. Oty
BAémovpe To avTiKeipevo pe piKpn Yovia Opwg ot pEBodot pratpapicpatog avtol
Kévouv v ven va detyvel BoAn. Avtd cvppaivet yrori KaBdg 1 yovio TG EmEavelog
yivetar pukpn éva pixel «koldvntey tepiocotepa texel otny ven, OpmG akduo
ypnoponotovue 4 texel yua vo mapdyovpe 1o ypoua evog pixel (Alya delypoto yio
HeYaAN emedvelo veNg). Avtdg 0 THTOG PIATPUPICUOTOC AEYETOL IGOTPOTIKOG V10T
yiveton Tdvta pe Tov 1010 TpoOTo aveEdpTnTo TS Ywviag pe v omoia PAETovpE o
EMLPAVELDL.

H pn wotpomiky pébodog eihtpapiopatog (anisotropic filtering), aAlaler tov opOpod
tov texel mov ypnoyomotei yio va mapdyet to ypoua evoc pixel pe Baon v yovia
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0éaonc. 'Etot yuo pukpég yovieg ypnowonotel mepiocdtepa texel kot odnyel oe
Mybtepo BOAmpa TG EKOVAG.

X

Isotropic sampling Anisotropic sampling

H pébodoc avtn givor axpipn vworloyiotikd, aAAd Topdyel To KOAOTEPO ATOTEAEGLLOL
a6 Kabe £100¢ PILTPOPICUATOG VPTG TTOL EIDAE PEXPL TOPAL.

"o va evepyomomcovpe anisotropic filtering otnv OpenGL apkei va 0écovue v
napapetpo GL_TEXTURE_MAX_ANISOTROPY_EXT oto avtikeipevo veng.

glTexParameterf (GL TEXTURE 2D, GL TEXTURE MAX ANISOTROPY EXT,
flargest) ;

H i g mapapérpov avtg eivor 1o puéyioto mtocd eiitpapicpotog mov Ho
ypnoomomel ko e&aptdton amd v Kapta ypoewov. Ty 1.0 anevepyonotel to
anisotropic filtering.

UVOVAGPOS YPDORATOS VPTG KUL YPAOUATOS UVTIKELULEVOD

Eivai duvotdv va epapuocovpe pio ven o€ £vo, OVTIKEIIEVO Y10 TO 0TTOT0 £YOVLLE
TponyovpéEVMG opicet VA kot poticel. H OpenGL pog mapéyet pepikég emroyég yia
TOV TG UTOPOVUE VO GLVOVAGOVLE TO YPADLO TTOV EXEL TPOKVYEL OO TOV QOTIGUO
KOLL TO YPOUO TTOV LaG SIVEL | VOT).

O mapapeTpotl Tov opilovy ToV GUVIVACUO YPOUAT®V dTIvOVTol LECH TWV EVIOADV:

void glTexEnvi (GLenum target, GLenum pname, GLint param) ;
void glTexEnvf (GLenum target, GLenum pname, GLfloat param);
void glTexEnviv (GLenum target, GLenum pname, GLint *param);
void glTexEnvfv (GLenum target, GLenum pname, GLfloat *param);

H dwogopd peta&d toug €ykettal oto TL Tomo mapouétpov d&yovton (float 1) integer)
Ko av d€yovtan Eva aptOpo 1 éva ddvocpa apdudv (vector).

H mapapetpoc mov opilel Tov cuvdvacud ypopdtomv ovoudlietol
GL_TEXTURE_ENV_MODE.

KwoTtag AvayvwoTtou >ehida 7 9/12/2008



[Mopaderypo av OEAOVLE TO YPDLO TOV TPOKVTTEL ATO TOV POTIGUO VL
nolaniacialetar(modulated) pe to ypdua TG VPTG KL TO ATOTEAEGLLO, VL
angikoviletatl otnv 000vn TOTE:

glTexEnvi (GL_TEXTURE _ENV, GL TEXTURE ENV_MODE, GL_MODULATE) ;

AAec TIéG Yoo TNV mapdpetpo owtn eivor p GL_REPLACE mov 0a avTikataeTioEL TO
YPDOLO TTOV TPOEKVLYE OO TO POTIGUO LE TO YPDOUO TNG VENG (ONAAdT 0 POTICUOG deV
Ba £xet emidpaomn oto aviikeipevo) kot ot GL_ADD mov 0a mpocbéoet ta dvo avtd
YPOLOTOL.

MeTooynUaTIGHOL GUVTETAYREVOV VONG

Ot cuvTeTayIEVES O DENG UTOPOVV VO LETOGYNLLATIGTOVY GOV VOL TOV 1] VO
KOVOVIKO avTikeipevo, péow tav evtohmv glTranslate(), glRotate() ko glScale().

H OpenGL dwotnpel Evav Eexmplotd TvaKo LETOAGYNLATICU®Y Y10 TIC VOES TOL
OLGGMPEVEL OTL UETACYNUOTIGUO ONULIOVPYNGOVLE LE TIG Ave eVTOAES (0VALOYOG TOV

GL_MODELVIEW). O wivaxag avtog ovopaletor GL_TEXTURE kot
EVEPYOTOLEITOL [LE TNV EVTOAN:

glMatrixMode (GL TEXTURE) ;

[Mopaderypa av BEAovpe va petaxivicovpe pa ven kotd 0.5 og kdOe ddotaon S, T
apKel voL opicOVLE TOV LETOGYNULATIGUO:

glMatrixMode (GL_TEXTURE) ;

glLoadIdentity ()

glTranslatef (0.5,0.5,0);

npwv {oypapicovpe 1o avtikeipevo pe v ven. To ndg Oa pavel n ven petd Tov

LETAGYNUOTIGUO e€apTdTOL OO TNV TN TTOL £0VUE BEGEL OTIC TOPAUETPOVE
GL_TEXTURE_WRAP_S kot GL_TEXTURE_WRAP_T.
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E@appoynq veoov ety OpenGL

2V onuepwvy epyactnplakn doknon Bo epappocovpe S169popeg LEEG o
OVTIKEILEVO TNG OKNVNG KOt B0l TIC TOPOUETPOTO|GOVLLE.

doptdote T0 project lab4.dev oto mepipdirov avamtuéng epappoydv DevC++.

O kddag g epapuroyng Ppioketatl 1o apyeio main.cpp. O kmdkag TePEEL oo
v OA0 ToL GMUELR TOV TPOYPALIATOG TTOV HoG EVILaPEPpoLY. Koppdtia Tov Kmotka
Kol GALEG TTOPALETPOTONOELG OEV OGS OLPOPOVYV GE QTN TNV AGKNOT Kol LEVOLV
acyoMaoTa.

H epappoyn akorlovbel 10 yYvootd GKEAETO TOL YPNOIUOTOIOVE OTIG EPYOCTPLOKEG
aoknoelg. Ot aAlayég otnv onuepvi doknon €oTidloviol 6TV GuvApTNoN
apykomoiong init() ko otnv cuvaptnon mov {oypaeilel TNV oKV Hag
renderScene():

init()
2 o0t TV 4oKNoN POPTAOVOLUE ETITALOV TIG VOES TTOL Oa YPNGUYLOTOMGOVLIE:

textures [TEXTURE WALL] = LoadBitmap ("textures/brick.bmp");
textures [TEXTURE SPHERE] = LoadBitmap ("textures/stonel.bmp") ;

H LoadBitmap() eivar pia fondntiki cuvapTnon mov ¥pnoUoToloVUE Y1a. VO,
eopTdoovpE Eva apyeio bmp amd To dioko kat Tov opileton oto apyeio texture.cpp. H
ovvaptnon LoadBitmap() agov @optdcel Ty KOV, SNUIOVPYEL EVOL OVTIKEIILEVO
VPTG, dNpoLVpYEL To Mipmap yio v ven Kot opilel v péBodog PIATpapiopaTog:

//AnuLotpynce éva avilkelpevo UEACQ
glGenTextures (1, &texturelID );
//evepyomnoinoce 10 avilkelpevo UPAHCQ
glBindTexture (GL _TEXTURE 2D, texturelD);

//AnulLoUpynce 1o mipmap vyl QUTIh TNV Uej
gluBuild2DMipmaps (GL TEXTURE 2D, 4, infoheader.biWidth,
infoheader.biHeight, GL RGBA, GL UNSIGNED BYTE, 1 texture);

//0pLoe Tnv ouumepleopd Tng Ueng 6tav ol s,t ouvietaypéveg eival €&w
//amnd 1o ditdotnua [0, 1]

glTexParameterf (GL TEXTURE 2D, GL TEXTURE WRAP S, GL REPEAT);
glTexParameterf (GL_TEXTURE 2D, GL_TEXTURE WRAP T, GL REPEAT);
//0pLoe 1NV pebodo @LATpaplopaToC ING UEHC
glTexParameterf (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);
glTexParameterf (GL TEXTURE 2D, GL TEXTURE MIN FILTER,

GL NEAREST MIPMAP NEAREST) ;

//0pLoe mdg B XPNolLpomolLoUue 1O XPOUX TNG UeHc o oxéon Hge 1o

//undpxov Xphpo Tng emLedve Lag.
glTexEnvf (GL_TEXTURE_ENV, GL TEXTURE ENV MODE, GL MODULATE) ;
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renderScene()

Yty renderScene() evepyomolovpe TIC VPES LLE TV EVTOAN
glEnable(GL_TEXTURE_2D) kot {oypagilovue kaOe avtikeipevo (tnv opaipa kot
T0 OWUATIO) EVEPYOTOUDVTOG TIC OVTIGTOLYES VPES TOVG.

INa va {oypaeicon kdbe Toiyo Tov dwpatiov ¥pnoonold Tig €NG EVIOAEC:

//loypdpLos Tov TOlXO
glBindTexture (GL TEXTURE 2D, textures[TEXTURE WALLZ2]);
glBegin (GL_QUADS) ;
vNormal [0] = 0; vNormal[l] = 0; vNormal[2] = -1;
glNormal3fv (vNormal) ;
//B8é0e TLC oUVTeTAyPEVEQ UPNC VI QUTH TNV KOPUH
glTexCoord2f (0.0£, 1.0f);
glVertex3f (-width, height, length);

glNormal3fv (vNormal) ;
glTexCoord2f (1.0£f, 1.0f);
glVertex3f (width, height, length);

glNormal3fv (vNormal) ;
glTexCoord2f (1.0£f, 0.0f);
glVertex3f (width, -height, length);

glNormal3fv (vNormal) ;

glTexCoord2f (0.0£, 0.0f);

glVertex3f (-width, -height, length);
glEnd () ;

ApyiKd evepyOmOLd TNV LT TOL TOLYOV KOl GTNV GLVEYELWD TOV Loypapilm cav
GL_QUAD (tetpdmievpo), opilovtag yio kébe kopver v 0éon g glVertex3f(), tic
ovvtetayuéveg e veng glTexCoord2f() kabdg kot Eva kKavovikd dtdvooua mov Oa
ypnoomombei katd tov potiond giINormal3fv().

Xepopog mpoypappatog

Me ta Behaxia (cursor keys) uropodue vo mepIoTpéYoue Tavm-KaT® Kot aplotepd-
de&1d v xhpepa. Me to TAKTPO Z,C LETAKIVOVLE TNV KAPEPA OPLoTEPA-OEELNL KO LLE
TaL S,X TNV UETAKIVOVUE TIGM-UTPOC.

Eniong pe 1o minktpo ‘@’ pmopove vo ELPavicOvLE Kot VO KPOWOVLE TO GUGTILLOL
a&ovav Tov KOGHoL pag. Me to spacebar pmopovpe vo KAVOLUE TO S VoL
TEPLGTPEPETOL YUP® OO TO AVTIIKEILEVO [LOGC.

Ipdaynoata vo dokipdoete

A) Epoppoote v vor) TEXTURE_WALL ctov «toiyo»

B) I[Mopopoing epappdote v ver) TEXTURE_SPHERE 1o povtého g opaipag.
I') Kowtd&re v opaipa pe mv ven métpag. [apatnpeiote Ty avakAiceL; Tov QOTOG
(YyvaAadec) mave otn oeaipa. Me to spacebar nepiotpéyte 10 ¢ hote va £pbet

To® 0o TL GPAipa Kol GTAUOTNOTE TO TAAL [E To Spacebar. Tt cupPaiver pe Tig
YOOAAOES TOPOL;
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A) ZTpéyTe TV KAPEPO TPOG TOV TETPLVO TO1YO (GTA APIOTEPA OGS KOITAEL OPYIKA)
ue o ferdxio. MeTaKvioTe TV KAUEPO Urpog-Ticm (TAfTpa S-X). T1 mapoatnpeite;
E) Zmv ocvvapmon LoadBitmap() (apyeio texture.cpp), oAAGETE TIC TIHEG TV
TOPAUETP®OV PIATPOPIGIATOG

glTexParameterf (GL_TEXTURE 2D, GL TEXTURE MAG FILTER, GL NEAREST) ;
glTexParameterf (GL_TEXTURE 2D, GL TEXTURE MIN FILTER, GL NEAREST) ;

dwdoywd oe GL_LINEAR (kdvte t0o TpdTa Y10 TO GL_TEXTURE MAG FILTER).
INupiote Vv KApepa TPOG TOV TETPIVO TOTYO OTMC TPV KOl LETAKIVI|GTE TNV KAUEPOL
KOVTd 6ToV ToiY0 (Kot peTd Tpafnéte v mpog ta wicw). T Tapatnpeite TOpa
oyeTikd pe tnv enidpaon Tov bilinear interpolation katd tnv peyébvvon/cuikpuvon
H1aG VONG;

7)) AMGETE TV TN TNG TOPOUETPOL GL TEXTURE MIN FILTER O1000)IKG GE
GL_NEAREST_MIPMAP_NEAREST, GL_LINEAR_MIPMAP_NEAREST a1
GL_LINEAR_MIPMAP_ LINEAR dokpdlovtog to frina (B) yio kabe mepintmon.

T ovumepdopota Pyalete yio Tic TeQVIKEG GIATPOPIGHOTOG TOL Mipmap;
H) O¢ote 11¢ nefddovg MIATPapicUATOC TIC VPTG GE
glTexParameterf (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);

glTexParameterf (GL_TEXTURE 2D, GL_TEXTURE MIN FILTER,
GL_LINEAR MIPMAP LINEAR) ;

otV ovvaptnon LoadBitmap()

dépte v Kbpepa otV P AKp™ TOL TOIYOL [E To KOKKIVO TOVPAN KOt GTPEYTE TNV
MGTE VoL KOTA 00OV TapdAANAa e avtdv. Tt mapatnpeite oyeTkd pe TV oot IO
™G VPNS oto Pabog Tov Toiyov;

[Matote to Tnkpo T mov evepyomotei/anevepyomotei to anisotropic filtering. Tt
TOPUTNPEITE GYETIKA [E TV TO1OTNTA TNG LONS TOpa,; [TepmynOeite 6To dwpdTio Ko
Kotta&te d1dpopes VOES e N ywpic anisotropic filtering.

0) AOKIHAOTE VO EPAPUOCETE TOV UETACYNUATIONO UETAKIVIIONG KATA TOV AEOVA TMV
X omv ve1| tov motodpatos. O mivaxkos petacynuaticpod veng GL_TEXTURE sivat
Nnon evepyomomuévog (ne v glMatrixMode(GL_TEXTURE); ) . Mmopeite amhd va.
epopuooete i petoxivnon pe tov glTranslatef(). ‘Exete oty d1dbson cog v
petofAnty a mov aArdlel pe to xpovo.

ITpocoyn: va cdoete tov GL_TEXTURE ot otoifa pe glPushMatrix()/glPopMatrix()
TPV EPAPUOGETE TOV LETACYTLOTIGUO.
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