pa®ika YnoAoyi
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Ou dladaveleg Baoilovtal og videos SLaAEEEWV TOU:
Cem Yuksel 2T1épyiog Nahapdg, Etikoupog KaBnyntnig

Assoc. Prof,
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Textures




Textures

‘Evag oAU «OTEVOG» OPLOMOG yia Ta Textures sival OTL eiva ELKOVEG ou £ appOlOUE TIAVW OE AVILKELREVAL.

Texture




Textures

To epwTNUA TTOU YEVVLETAL Elval Aoumov « Me toLdv TPoTo epappolw TNV ELKOVA TTAVW OTO OVTIKELUEVO;»

Planar Mapping Cubical Mapping Cylindrical Mapping

Spherical Mapping



Textures

Tuyivetol Opw¢ e MOAUTTAOKA LOVTEAQ TTIOU €V gival AMAQ YEWHETPLKA OTEPEQ;

Y€ TETOLEC MEPUTTWOELG akoAouBoupe pla Stadikaoia tou Aéyetal «texture mapping».



Textures

To {ntolpevo oto texture mapping eival va PpoUME pla cuvApTnon, TIOU va TIAPEL TO texture kol va To
QVTLOTOLXAOEL 0TO avTtikeipevo. Na kavel dnAadr tnv petatponn amnod 1o texture space oto Object Space. Itnv
TPAEN OUWCE AUTO TIOU KAVOUUE ival To akplBwc avtiBeto! Zntape évav tpdmno va aviiotolyjooupe to Object
Space oto Texture Space!.

Texture Space Object Space

Texture Space Object Space

Texture Space Object Space

KaBwg onwg eldape ta QVTIKEIHEVA MOG KATAARyOuv va
yivovtal triangular meshes, ouvolaotikd avalntolUpe €vav
TPOTO VO OLVTLOTOLX)OOUME KABOe Tpiywvo mou amaptilel 1o
OLVTLKELHEVO OE Lo TtEPLOX N TOV texture.




Textures

'H Stadikacia AEN gival évog pabnuatikog TpoOmog avilotoixlong, dev meplypadetal y anod pio cuvaptnon.

Texture Space Objecq Space Oa mpemnel yla kabe éva amd ta 3 vertices Tou
Tplywvou va PBpw TO avtiotolyo onueio oTo
texture.

JUVENWG €Xw M avtiotoixton amd to Object
Space (x,y,z) o éva 2D texture space (u,v).

N’ auto kot n 0An dwadikacio ocuxva avadipetol
Kall e Tov 6po «UV mapping».

Elval onuavtko va €(oupe Katd vou OtL auth n dtadikacia 8€ yivetal HEow KATIOLOG LOONUATIKAG cuvAPTNONG.
OuOCLaOTIKA aVTLOTOLXW KABE Tplywvo o€ Yo TIEPLOXN Tou texture.

AuTO Tovu yivetal Aounov gival Ot Katd tn Stdpkela Tovu oXeSlacpol tou 3D aVTIKELLEVOU, LE HNXOVLOHOUG
Tov mapéxouv ta KatdAAnAa Aoyiwopikd 3D modeling, yivetaw anod to oxediaoti kot to UV Mapping. TO
Aoylopko BonBaet e€apetika tn Stadikacia, aAAd amatteitol Kol XELPWVAKTIKA Epyacio anod tov oxediaoth.
To UV Mapping Aownov pag Epxetol ETOLHo poli e To povtéAo.



Textures

ZuvnOwg ta npoypappata 3d modeling kavouv 1o Asyopevo «UV unwraping”. Zeduthwvouv 1o 3D povtélo o€
éva SLodlaotato xwpo SLEUKOAUVOVTAG £TOL VO AVTLOTOLX|OOUE OTO TIOAUYWVO TIEPLOXEG MLAG ELKOVAC A va T
«Badoupe» pe epyaleia mou SLABETEL TO AOYLOLLLKO.



Textures
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YTdpxouv Kal AOYLOULKA TTOU PG ETUTPEMOUV va «Badoupe» kateuBeiav mavw oto 3D model kataokevalovtog
mapAaAAnAa kat to idLo to texture aAAd kot to UV Mapping.



Textures
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YTdpxouv Kal AOYLOULKA TTOU PG ETUTPEMOUV va «Badoupe» kateuBeiav mavw oto 3D model kataokevalovtog
mapAaAAnAa kat to idLo to texture aAAd kot to UV Mapping.



Textures

GPU Pipeline

&
Vertex

- Shader
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Yto GPU Pipeline, ta textures mnyaivouv kateuBeiav oto
Fragment Shader mou ypwpartilel ta fragments mou €xel
¢dtiatel o Rasterizer.

O ouvtetaypéveg UV yia kaBe vertex ouvodelouv §apxng
Tt vertices oav properties (Hall PE T TIC OCUVTETAYUEVEC
B£oeL¢ Toug Kal aAAa Properties mou agopouv ta vertices).
Mepvave amod otadlo oe otadlo kot ¢tavouv oto Fragment
shader yLa va TI¢ XpnOLUOTIOLAOEL.

O Rasterizer yia KaBe Tplywvo ToU HOVTEAOU , KATAOKEU ALEL
ta fragments mou 1o «yepilouv». H GPU Aoutov Ba mpémnel
yla T0 Kévipo KaBe fragment va umoAoyiosel TG
OUVTETOYUEVEG TOU texture (UV) mou avtiotolyouv !

(YmevBuuon : eival yvwoTtEg ol ouvtetaypeveg UV povo yua
Ta 3 vertices Tou Tplywvou — OxL yla kaBe fragment oto
E0WTEPLKO TOU!)



Textures

u,

_ )
u=au,+fu +yu,

O Rasterizer ywa kaBe Tplywvo Tou povtéAou , kataokevalel ta fragments
TIou to «yepilouv». H GPU Aouov Ba mpémel ya To kEvipo kdBe fragment
va UTtoAoyLoEL TIG cUVTETAYUEVES TOU texture (UV) mou avtiotolyouy !

(YmevBuuwon : eival yvwotég oL ocuvtetayueveg UV povo yua ta 3 vertices
TOU Tplywvou — OxL yla kaBe fragment oto ecwtepko toul)

Av g€etaocoupe Aowmov Eva amo Ta MAPAMAvVwWw KEVTPA Twv fragments, tote
akoAouvBwvtag akplPw¢ TNV Bla Aoylkl HE TG POAPUKEVIPLKEC
OUVTETOYUEVEG TIOU €idape ota triangular meshes, yvwpilovtag tig UV
OUVTETAYUEVEG TwV 3 vertices Tou TPLYwWVoU (uy, U; Kol U,), HITOPOUHE val
untoAoyiooupe Ti¢ UV OUVIETAYHEVEG TOU U HE YPOUMLKO interpolation
TWV TpLWV vertices!

AuTO 10 KaveL avtopata n GPU R to Aoylopiko (rty OpenGL).



Textures

u=au,+fu +yu,

u,

‘EtoL Aounov pnopoUpe va unoAoyicoupe tn Béon tov u oto

texture Ko voL TAPOUHE ATO €KEL TO XpWHA LLE TO omoio Oa
XpwHatiotei OAo TO ouykekpuuévo fragment  kau
teEAewwoape!

OxL akpBwg, otnv mpaypotkotnta N AYPn Tou XpWHOTOG
ano to texture Sev eival t0o0 amAn, Kol 6w MMAIVOUUE
otn Stadkaoia tou texture sampling!



Texture Sampling (Filtering)

Texture sampling Aéyetal n Swadkacio pe tnv omoia AauBAavoupe amd €va texture it TR XPWHOTOG ylol

KAOL0 OnHELO TOU.

Texture Sampling

KaBe pixel tou texture Ba mpémel va TO
avtilapBavopaocte Ot oAV XPWHOTIOMEVO
«KOUTAKL» OAAQ OOV L0 TLUR XPWHATOG OTO KEVIPO
Tou, Ttou ovopaloupe Texel.




Texture Sampling (Filtering)

Nearest

O amlouotepog Aowmdv TPOmMoOC yla  va
TAPOUHE HLO TLUAR XPWHATOC Ot éva onueio
Tou texture €ilval va TIAPOUUE TO XPWHA TOU
IO KOVTLVOU OTo onueio texel.

Nearest

Me aUTO ToV TPOTO, €lval oa va £XOUE XwpPLoeL To texture
oe €va grid kal péoa oe kaBe «keAl» tou grid €xoupe éva
Xpwpa. Elval To amAoUoTEPO MOV UMOPOUUE VAL KAVOUE
oAAd AEN €xeL TO KAAUTEPO ATOTEAECUAL.



Texture Sampling (Filtering)

Bilinear Filtering

c,- fz3 e,
p -]
S K[C g R
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‘Evag eVOANOKTIKOG TPOMOG €ival va Adfoupe umoyn ta 4 YELTOVIKA OTO ONUELO
texels kot va kdvoupe o ypapptkr mapepuPoAn (linear interpolation) otov opilovtio
KoL Tov kKatakopudo afova — pia BILINEAR Aounov mapepBoAn (Interpolation)

YroAoyiloupde Aowmov TNV TR TOU Xpwuato¢ ¢ cav bilenear interpolation twv
XPWHATWV TWV TECOAPWV YELTOVIKWYV textles c,, ¢, ¢, kat c;.

Opulovtia (1o interpolation):
YrnoAoyiloupe dUo interpolated TIHEC, TIG :
Co; WG interpolation twv ¢, kat ¢;

C,3 WG interpolation twv ¢, Kat c;

Katakopuda (20 interpolation):
Yrnioloyiloupe TNV TEAWKA TN ¢ oav interpolation twv ¢y, Kat c,; TOU uToAoyiloape
TipLV.

c=({l-t)l1—-35)c;+(1—1)c;
# il =8)c + e,



Texture Sampling (Filtering)

Nearest vs. Bilinear Filtering

To 6delog amnod 1o Bilinear sampling (filtering) sivat
Lot TiLo oplaAn petafaocn amo texel oe texel tou
texture oe oxéon He 1O Ocadwg Slakpltd TOu
nearest.

Akopa kat oto bilinear opwg pmopolue va
SLaKPIVOUE O€ KATIOLEC TTIEPLOXEG TN HETABaON.

AuTtO cupPalvel yiati av To onuelo TOU KAVOUUE
dewypatoAnpiaa  mael Ty oplotepotepa  Ba
uTtoAoyloTel pe pLa Stadopetikn teTpada texels kal
Ba tpoKUYPEL pLa KATIWG AmOTopn HeTaBaon.




Texture Sampling (Filtering)

Bilinear vs. Bicubic Filtering

MNna okopa ouaAotepn HETABAOCN MUMOPOUME va
kKavoupe Bicubic Filtering (sampling) AapBavovtog
urtoPn éva mAgypa 4X4 Twv yeltovikwy texels. Me
OUTO TOV TPOTIO €XOUME ML OPOAOTEPN HeTAPaON
XpwHaToG KaBwg To onueio SeypatoAnyiog
Kveltal péoa otnv ImePLoXN Tou texture.

Bilinear Bicubic



Texture Sampling (Filtering)

Bicubic Filtering vs. ...

MeyaAUtepog aplOudg amod interpolated texels &e
Ba pEpeL onuaviko 0deAog.

Av Béloupe KaAUTEPO TEAIKO amotéAecpa n Avon
elval pio: MEFTAAYTEPHZ avaAuong texture!

I8aviki anewkovion £xw dtav to péyebog tou texel

Bicubic A . . , . .
’e & 8 glvan 6o N pkpOTEPQ/ amo to péEyeBog tou Pixel
otnv o0a4vn.
Bilinear Filtering Bilinear Filtering




Texture Sampling (Filtering)

Eva  uPnAig avaluong texture OMwWG XAVEL TN
OKOTILUOTNTA TOU OCO  amopoKpUvVopalL omd 1o
OVTIKELUEVO KOl LKPOLVEL TO HEYEDOC TOu oTnV 000VN.

Ae xpewalopaote t0co0 uPnAng avalvong texture oe
tétola anootaon!




Texture Sampling (Filtering)

Otav edbapuolw eva texture oe pla emidavela Kot Kavw rendering and QLo CUYKEKPLUEVN KAUEPQ, KAOe pixel
otnVv 066vn Ba xpwpatiotel pe detypatoAnyPia Tou texture oto kEvtpo kaBe Pixel.
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Koatd to rendering, yia éva ouykekpiévo Pixel, Oa yivel n dstypatoAnyia oto
texture (pne omoiov aAyoplOpo srdAé€oupe) Kat Ba emAeyEL TO XpwHaA TOU
avtiotolyei ko Oa Badei 6o to Pixel.

Me Mt TOAU HIKPN UETATOMON OMWG TNG KAMEPAG, R Kivnon Ttou
QVTIKELHEVOU, N SelypatoAnyia prmopei va Swoel éva evieAwg StadopeTiko
XPWHAL.



Texture Sampling (Filtering)

Desired Filtering

Otav BéAw va kavw OSelypotoAndia oe pla TEPLOXN EVOC
texture yla va Bpw He TL Xpwpa Ba Badhw Eva pixel, BEAw va
TIPOKUPEL VOl AVTITIPOCWITEUTLKO XPWLA OO TN CUYKEKPLUEVN
TLEPLOYXI) TOU texture.

Av Opw¢ to texture eivar mMoAU uPnAng avaluvong otnv
neploxn avty mou Oa xpwpaticel €va pixel pmopsi va
OVTLOTOLXEL VEQG TOAU peyalog aplOudg amd texels. Av
MAALOTA TO OWVTLKELMEVO €lval poKkpld Oa pmopouce Kol
OAOKANPO TO texture va OVTLOTOLXEL OTO XPWHOTIOMO EVOG
pixel!

AUTO eloayel évav oAU uPnAd unoAoyLoTtiko popTo Xwpig va
UTTAPXEL KavEVA OPEAOG OTNV IOLOTNTA.

H Avon givau to pre-filtering



Mipmaps

O o ouvnOLopEVOG TPOTOG yia va Kavw to pre-filtering eiva ta MIPMAPS

Mipmaps

AuTtO Mou KAvw Eeival and to apxiko texture
vPnAng avaAuong (level 0) va moapdéw pa
oepd omnd aviiypadpd TOU , OAO KoL
XaunAotepng avaluong (levels 1-7).

KaBe emnimedo €xeL tn uonl availuon amd to
TPONYOUHMEVO TOU , TOOO oplldviia 000 Ko
Katakopuda.

Autog elvat kat o AGYoG TOU OL  HNXOVEG
ypadkwyv mpotipovoayv () eméBaiav) Ta textures
va €xouv dlaoTAcelg Tou elvat Suvaun tou 2 ,
WOoTE va lval eLKOAN N MApAywWyr TwWvV mipmaps.
KaBe 4 Pixels Ba avtiotolouv oe 1 pixels Tou
enouevou level mipmap.

Level 4 Level 5 Level 6 Level 7



Mipmaps

Mipmaps

MNw¢ XpnoLuonoww Ta mipmaps;

Otav yla va xpwpotiow éva Pixel mpémel va kavw SelypatoAnia o pla meploxr tou texture (€lkova 1), XpnOLUOTIOW L0 TETPAYWVN
TIPOCEYYLON TNG TEPLOXNG (ElkOVa 2).

Avti petd va kavw SelypatoAnyia oto uPnAng avaluong texture, emAEyw To mipmap tou omoiou to texel £xel mapamAnolo péyebog pe
v nteploxn SetypatoAnyiag (etkova 3). Etol n SewypatoAnyia 6a umtoAoylotel amo moAU AlyOTEPEC TLUEG.



Mipmaps

Mipmaps

Level 4 Level 5
L i e J
g 3 Y
Bilinear Filter Bilinear Filter
| J

Linear Interpolation

Trilinear Filter

‘Eva emumAéov mpoPAnua eival otL ta dtabopa mipmap levels pmnopet va eivat peyaAutepa (level 5) n pikpotepa (level 4) and tnv
TepLoxn mou Ba nBela .

To kaAUTEPO TIOU UImopw va Kavw eival va kavw bilinear interpolation ota Vo levels kat otn cuvéxela €va linear Interpolation oto
XpwHa ntov Oa dwoouv autd ta V0. Auto to ovopdlw Trilinear Filtering.



Mipmaps

Bilinear Filtering Mipmap (Trilinear) Filtering
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270 bilinear filtering Ta pdypota Seixvouv cwotd Kovd, Me ta mipmaps (trilinear filtering) to anotéAeoua eival
oaMd 600 QAMOHAKPUVOUACTE KAl TO texture QVTLOTOLEL TOAU KaAUTEPO KABWG 00O AMOUAKPUVOLOOTE TO texture
oe 6o kal Ayotepa pixels tng 08dvng, epdavifovra arAd BoAwveL avti va ELoayovVTaL TAPAUOPPWOEL.

TEXVOUPYHUATA.



Mipmaps

Mipmap (Trilinear) Filtering

O Adyog mou 600 AMOUAKPUVOUAOTE TOo texture BoAwvel,
elval OTL ota amopakpUoUEva pixels, yla To XpwHO TOUG
€XOUHE Kavel delypatoAndia o pla meploxn tou texture
TIou  Tpooeyyiletal  pe  €va  TETPAYWVO Kol
Xpnotornotoape To kataAAnAo level mipmap.

Av KATWG KOTOPEPVAUE va SlOTNPrOOUPE OHWG TO
oXNUA TNG TEPLOXAG TIOU SELYUOTOANTTOULE avTi va TO
npooeyyilloupe pe éva TETPAYWVO TO QMOTEAsopa Oa
Atav mio akplBEC. Autd to ovopaloupe Anisotropic
Filtering.



Anisotropic Filtering with MipMaps

Avti va mpooeyyiloupe tnv meploxn SeypatoAnPiag pe Eva TETPAYWVO TIOU THV MEPLKAELEL, Kavoupe ToAAamAd trilinear filterings os
HULIKPOTEPQ EMLUEPOUG TETPAYWVA TIOU Ttpooeyyilouv KaAutepa tnv teployxn. To Anisotropic Filtering wotooo eival akpiBo untoAoyLoTika.

Bilinear Mipmap Anisotropic

Ou ouyxpoveg GPUs umnootnpilouv o€
eninedo hardware OAe¢ aUTEG TG
SLadlkaoieg Katl TG €KTEAOUV £EQALPETIKA

vprivopa.




Anisotropic Filtering with MipMaps

Textures Mesh Colors

 Raster Images (1D, 2D, 3D, ...))
* Procedural Textures
 Alternative Structures

’ Ptex (Per-Face Textures)

Mesh Colors
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