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Without bump/highlight mapping

With highlight mapping

With bump mapping With bump/highlight mappingll -



Parallax Occlusion Mapping with Silhouettes (Crysis)
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2. TUZ?V}_”,—RUD’L Eﬁ

. JBRBMCTORXF v RIEZENT D

i TOXFVvEZEE)\—FTv I 1T—5D in (attribute) ZEUTE T
3. IN\=Fwvw O 1T —5DIUIE

.. in (attribute) ZEDT IRAF v B EZWE (DU CTRZEZRHAT D

i R OREZ{E%R out (varying) ZEUTIEINL TRDRAT—(TX B
4. TSOA T —5FDILIE

. in(varying) B TCTRITROIEBHEZ B E(CTIRAF v Z2ERMET D
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FOXF v AT 1T NO%EEH

NAEDFOIRF v AT ST NEVER TS
- GLuint tex[N];
- glGenTextures(N, tex),;

N BBDTIRAF v AT IO NEREET D
- gIBindTexture(GL_TEXTURE_2D, tex[i]);
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- BeAI 22 CERZ I8N T D

- GLubyte image[HEIGHT][WIDTH][CHANNEL];
- HEIGHT, WIDTH (JIE&DIE & S DIEIZREX
- FJHAD OpenGL Tl 2 OE#E 20 (CFTDINENGD >TSS DOFIR(F/20)
. CHANNEL (FEROF 7 > RILEL
—>— (GL_RGB) 1253, 7ILID7Fv 2 R)TE (GL_RGBA) 1254

@E@J yﬂl (image) DR EBERICBZROEZIZINT B

- image[y][x][0] = <irBDLN)L (0~255)>;
- image[y][x][1] = <#&FeEDL- X)L (0~255)>;
- image[y][x][2] = <&EBDLAN)L (0~255)>;
- image[y][x][3] = <NEBRE (0~255)>;

GL_RGBA & &, 0: 3E8H, 255: ANFEHH
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T ORXAF v AEVZERLU T, TEZ(TETT —HZ1&NT D

- glTexImage2D(GL_TEXTURE_2D, O, internalFormat, WIDTH, HEIGHT, O,
format, type, image);
c 2RFTT O RATF v IR5EE1518E GL_TEXTURE_2D
- EB25|RIE=V IRV TDILANIL (k) TEREO
- BBOSIEUISHEDNRVDTEIC 0 (DD TIETIRAF v DBFHREOKRK=DIBEE D7)

internalFormat (GPURTDOF —FDFZR) | format (B{&ET—5 D) type (E&>—%5

GL_RED GL_RED GL_UNSIGNED_BYTE
(1Fv>xI)b. JL—RT—)L) (1Fv>2IL) (GLubyte, f¥573 L 8bit #£%)
GL_RG GL_RG GL_UNSIGNED_SHORT
(2Fv>2IL) (2F v >=I)L) (GLushort, 57U 16bit %)
GL_RGB GL_RGB, GL_BGR GL_UNSIGNED_INT

GBFv > AZ5-) (3Fv>2IL) (GLuint, 572 L 32bit E%X)

GL_RGBA GL_RGBA, GL_BGRA GL_FLOAT
(AFv >R, DST—+NERE) (4F v > =)L) (GLfloat, 32bit /Z&I/\R)




internalFormat, format, type

- internalFormat & format M—E LU TUL\BE (/R0
BV CERMHIAEND
- format H* GL_BGR, GL_ BGRA
- BEBROFvRILDO R & B R ANBDODTLWBRESE
. OpenCV, ARToolKit ZTH v I F ¥ ULERETIRF v & LTES & =EF
- type 7' GL_UNSIGNED_BYTE (D& &
- 0~255 OEREFEN 0~1 OEFUE(CEBMEINTHEMHAEND
. type B GL_FLOAT D& =

- internalFormat 7' GL_RGB/GL_RGBA

- Bg% image OBREZRDIEL [0, 1] (COSZ>TENTHRMHAEND
. internalFormat 7' GL_RGB32F/GL_ RGBA32F

- Bg% image DBREBZRDEFEEDEFES T —FT&lBaIN3

- GL_RGB16F/GL._RGBA16F (16bits Z&#/N\#mEdHD)

. OpenEXR EHEHENHET HDRI %#1RS & =1° GPGPU TEF
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T/ A F 7 & HINDOEAR = DEL D K0

T IOXAF DTV ETE— ROER
- glTexParameteri(GL_TEXTURE_2D, /92 F
GL_TEXTURE_WRAP_S, mode); LAY

- glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_WRAP_T, mode);
- mode: SVEITE—R, TUOXFvRBIENT O IAF v ZEMOD GL_TEXTURE._WRAP_S &
DU\ GL_ TEXTURE._ WRAP_T AMIOEEE % (F+H 1= R DILIE
- GL_CLAMP_TO_BORDER - IEREBEIEET S
- GL_CLAMP_TO_EDGE - TR F v DENEADEZOEEZEET D
- GL_MIRRORED_ REPEAT - BUTIRFvEREE LN SRS
- GL_REPEAT - AIUTORF v & DR T
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(BIICHETE S D)

FEHEZRS5HET
JvE>D

lE__' GL_CLAMP_TO_BORDER

FORF

RUT>

GL_CLAMP_TO_EDGE GL_MIRRORED_REPEAT
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(nearest neighbor) (bilinear)
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1Sl PETSIZ R W= R4 fE
(nearest neighbor) (bilinear) (bicubic)



T OAF DRz (V\AUZZ77) FfE]

(e, yp) = (Ix], [y D)
(w,v) = (x,y) — (g, yp)

c(x,yp) = c(x, ¥yp)(1 —w) + c(xp, yplu

c(x,ye) = e,y ) (1 —u) + c(xp, yu

c(x,y) = clx,yp)(1 —v) + c(x, y)v
= c(x,yp) (1 —w)(1 —v)
+c(xp, yp)u(l —v)
+c(x, y) (1 —wv
+c(xp, yp)uv
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glTexImage2D(GL_TEXTURE_ 2D, @, internalFormat, WIDTH , HEIGHT s

glTexImage2D(GL_TEXTURE_2D, 1, internalFormat, WIDTH / 2, HEIGHT / 2,

glTexImage2D(GL_TEXTURE_2D, 2, internalFormat, WIDTH / 4, HEIGHT / 4,

O 0TI TURe, ANABE2NST inager: inageo DRSNS 1/ 4 CHENLIZED |

T, 80DEL - 0B LOEABKIRGENCRBIET)

FIE(ELANIL 0 DFOXAF v 2T (ICER (imagel) Z&FdrAdH imagel, image2 (C nullptr ZHEL T

[gIGenerateMipmap(GL_TEXTURE_ZD);@
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=W IR T CKDIERETTEDENTE

- glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, filter);

- filter: O XAF v ML RKESNBEFICAWDS I 1 )LFIDIETE
- GL_NEAREST - 5iFf&%, GL_LINER — BUGAR]

- glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, filter);

o = . _ - EBEEF
- filter: FORF v HBINESNBE(CHANS I+ )LIDIEE i
- GL NEAREST - Eaﬁﬁ%ﬁf'eﬁ, GL LINER - BFEHfH

-(GL_NEAREST_MIPMAP_NEAREST - SifSE0ER (CRAE A% B
-|GL_LINEAR_MIPMAP_NEAREST - BH#RFZ#HEI OSSR (C Bl s tifE] Z i A
-|GL_NEAREST_MIPMAP_LINEAR - EifB5fiADfaR (CHRAZ R Z E
-|GL_LINEAR_MIPMAP_LINEAR - JUERAZ#HE DFE R (CHRAZ i & &
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T AF v DfEFE
AFAIT BT IORAFvI1ZY hEIETEIT D

. glActiveTexture(GL_TEXTUREQ )yl 22 ==0RT0)

- fERBIEEIRT IR F v 12w bOEUIIRDFIET units (CHIETE D

GLint units;
glGetIntegerv(GL_ACTIVE_TEXTURE, &units);

- K&

GLint units;
glGetIntegerv(GL_MAX_COMBINED TEXTURE_IMAGE_UNITS, &units);

AR UIET ORF v AT T O hEiEE I D
- gIBindTexture(GL_TEXTURE_2D, tex);
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Summed-Area Table (SAT)
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Unconstrained Anisotropic Filtering
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- GL_TEXTURE_RECTANGLE

- GL_TEXTURE_2D OO D I(ITFEHT D
« TOXAFVZERIOAREE(E [0, 1] TERRLEGDODH A TS
o TOXF v BENEZRME & —ET DD THEGUIER E (C/EF
- SwE>2FE— R(C GL_REPEAT, GL_MIRRORED_ REPEAT hMEX XU\
- GL_CLAMP_TO_EDGE, GL_CLAMP_TO_BORDER fZlF
c TOXFvOMERIAEELU TV I XY ITHEZR
- GL_TEXTURE_MIN_FILTER (& GL_NEAREST, GL_LINEAR fZl7
- S(EHFEDEDSRKR(EIRLN
- GL_TEXTURE_2D A" 2™ DS DIEZREZLCXT ST DRICRID D (CfEDNTZ
- https://www.opengl.org/wiki/Rectangle_Texture ® Purpose ZH8
- CNEFESTEERVIEDOY > T )LD ET (EJLR - E1T(C(E OpenCV mE)
- https://qgithub.com/tokoik/filtertest



https://www.opengl.org/wiki/Rectangle_Texture
https://github.com/tokoik/filtertest

glTexStorage2D()

SV IR T DEEHLANILDT I RATF 7 AT Z R (CHER
- glTexStorage2D(target, levels, internalFormat, width, height)
- target: GL_TEXTURE_2D, GL_TEXTURE_RECTANGLE 7#3:¢&
- levels: BRI DIV IRV IDIANIL, 0 REZVIIYVITIRUL
- internalFormat: GPU RTOF—F DI, 1Fv >V (E/20O) 25 GL_RED, 2F v

FRIVIES GL_RG, B5—7/&5 GL_RGB Ffzl& GL_BGR, FILI7Fv 2 XRILUTEIES
GL_RGBA F7z(d GL_BGRA.

- width, height: =9 XF v+ DY X
« T AF 7 DERX(EITOIRUN
for (i = 0; i < levels; i++) {

glTexImage2D(target, i, internalformat, width, height, @, format, type, NULL);
width = max(1, (width / 2));

height = max(1, (height / 2));

¥
- OpenGL 4.2 BIfF (macOS Tl EZXIRLY)
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in (attribute) BEUCT IRXAF Vv ERREEZIEE I D
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1 O NS, aiBP
JERIB T ORRAZ A

- ZAEDIERDEIEE (P, Py, Py,
P.—C> gl _Position [CHAITDED) [CEME
o B (Coy, Ci, Cp, BIRE) ZXIIEDITD

- —ARZONEIDR P [CHITDREMEE C
ZRIARRIC K D3R D

N

P—>CO PP P : FEFE(E
Co,Ci,C: : BI%ElE



R OV A —,,pj
—ARZOREID) S A —S BT

A -AEPDR P=(x,y) Z u=P —Py,
V= PZ — PO %ﬁﬂitjggg;g (u; U) t‘\
v=P:Po X9

xX+yy+ 0 =uu+vv+P,

l_\
-
—/

N\
(=
—
-/

X Yu)
(xy, Vi)

Py = (x0,Y0)
P; = (x1,¥1)
P, = (x2,52)

<< X




J\S A= PBIR(C KD HfE]
EAERTEY

X = Uxy, +vx, + X
y =uy, + vy, + Yo

cu, v [CDULWTHEEL

ru _ (x = x0)yy — (v — Yo)xy
< - XuYv — XvYu

b= (Y — Yo)xy — (X — X)W
L XuYv — Xvu

C=u(C; —Cy) +v(C, —Cy) + C,
=(1—-u—v)Cy+ uC, +vC,
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FOXF 7 BEIZD in (attribute) Z%

/] TOTSLATZ 10 bOVERK

GLuint program = glCreateProgram();

. (V=RATOU S LDFHEH+FAF, A2I)NAIL, BDMSTF, U2 0F)

EBDA 7V IADEERE (RO RFNE -1)
"nv"); // JTERUERR
) /) T RTF S

// in (attribute)
nvLoc = glGetAttriblLocation(program,
tvLoc = glGetAttribLocation(program,

J\— 7_-‘J DA 1 —4(TEM

9B in 2 (attribute Z£0)




..
T AFv 1w D uniform Z%%

/] RRERERNDOZITH (£5)LE 1 —Z&H1751)
GLint mwLoc = glGetUniformLocation(program, "mw");

/] DIy EDOBIRRADZERTY (EF7)LE 21— - HFHRZ2H175)
GLint mcLoc = glGetUniformLocation(program, "mc");

/] ERRERITY

GLint mglLoc = glGetUniformLocation(program, "mg");

/] TOAFVvIZY hES
GLint texLoc = glGetUniformLocation(program, "tex");

ISR 21T —HI(C

1IBIN9 D uniform Z#X




JBSEB AT T NEER T 3

// TERBSIAT O K
GLuint vao;
glGenVertexArrays(1, &vao);
glBindVertexArray(vao);




L bl
[\ I 7 AT U M2ERRT D

// BRI\ I 7 AT O S
GLuint vbo[4];
glGenBuffers(4, vbo);

fIi&, ER, TOAFVERE, JERDA 2TV IRADA4DT




e
RS — 5

/] FART—4

static GLfloat pv[VERTICES][3]; // JE{IE
static GLfloat nv[VERTICES][3]; // JE=EHE
static GLfloat tv[VERTICES][2]; // 7 AT s

static GLuint face[FACES][3]; /] =BEDIERA>TvVIX

w (BRT—H DIEREE) TIRTEDT I AT 47 REAE




O ik
(& OERDIER/\Y I 7 AT O

// TERODREEZEE pv ADIER/\Ww I 7 AT 0 b
glBindBuffer(GL_ARRAY_BUFFER, vbo[@]);
glBufferData(GL_ARRAY_BUFFER, sizeof pv, pv, GL_STATIC DRAW);

/] TB)\W I 7 AT T O % in 23 pv BSBTE33LS(CTSD
glVertexAttribPointer(@, 3, GL_FLOAT, GL_FALSE, o, 0);
glEnableVertexAttribArray(0);

/] TBROZEFEART N nv D)\ I 7 AT
glBindBuffer(GL_ARRAY_BUFFER, vbo[1]);
glBufferData(GL_ARRAY_BUFFER, sizeof nv, nv, GL_STATIC DRAW);

/] B\ I7ATZT O bZE in B nv EZBTEBI3LDICTSD
glVertexAttribPointer(nvLoc, 3, GL_FLOAT, GL_FALSE, @, 9);
glEnableVertexAttribArray(nvLoc);




FORF v R LB A STV IR

/] TERDTIXAFvREME tv AD)\w I 7 AT
g1BindBuffer(GL_ARRAY BUFFER, vbo[2]);
nguffer‘Data(GL_ARRAY_BUFFER, sizeof tv, tv, GL_STATIC_DRAW);

// AR\ I 7 AT T O b%Z in B tv WSS TEI3LDICTS
glVertexAttribPointer(tvLoc, 2, _GL FLOAT, GL_FALSE, 0, 9);
glEnableVertexAttribArray(tvLoc);

ZIRTDT T AT v AR

/] TERDA>FTYVIRX face AD/\WIF7ATZT UK
glBindBuffer(GL_ELEMENT_ARRAY_ BUFFER, vbo[3]);
glBufferData(GL_ELEMENT ARRAY BUFFER, sizeof face, face, GL_STATIC DRAW);




FOAFvATZT O

/] TOXFvATZT 0 SDVERK
GLuint tex;

glGenTextures (1, &tex);
glBindTexture(GL_TEXTURE 2D, tex);




.
<V E > 9 BBEURKDGRHAR

/] TOAF v AT DR EBEEROFHIAH
glTexImage2D(GL_TEXTURE_2D, @, GL RGB, width, height, @, format, GL _UNSIGNED BYTE, image);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL LINEAR); /] HERBF(CHRAZA#R
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN FILTER, GL_LINEAR); // Ha )\ (CHRAZ AR

glTexParameteri(GL_TEXTURE 2D, GL_TEXTURE WRAP_S, GL CLAMP TO EDGE); // Lw=TCO5>J
glTexParameteri(GL_TEXTURE 2D, GL_TEXTURE WRAP_T, GL CLAMP TO EDGE); // Lw=TCO5>J

width, height, fomat (&, ©NENEUR image DiE, &=, S
image (& unsigned char BDEACFI




e e bhrt@’h@
TORFvZEIYED U THET D

/] ST—~ 7005 L% ER
glUseProgram(program);

// uniform E#ZRTEIT D
glUniformMatrix4fv(mwLoc, 1, GL_FALSE, mw);

glUniformMatrix4fv(mcLoc, 1, GL_FALSE, mc);
glUniformMatrix4fv(mglLoc, 1, GL_FALSE, mg);

glUniformli(texLoc, 0);<__________~—~
/| BRTBFOAF Py hotgE | Z7ATTIZY 00—y RES
glActiveTexture(GL_TEXTUREQ); «— (7 v1l_v

/] XYEZTITDTIOAF v DIEE

glBindTexture(GL_TEXTURE_2D, tex);

// B (EDSTEREIIAT > T 0 hDIEE
glBindVertexArray(vao);

// RZODFEIE
glDrawElements(GL_TRIANGLES, FACES * 3, GL_UNSIGNED INT, face);




IN\—FVv IR 1T—5

#tversion 410

in vec4
in vec4
in vec2

uniform
uniform
uniform

PV,
nv;
tv;

matd mw;
mat4 mc;
matd mg;

// O—RIVEIRRDIAERALE
// TARDERNDT L
// TERDT I AF v FEIFAE

/] BRREEZRANDZEHRITS
/1 DUy ESDRERRANDZEHI TS
/] ERRND NLDOZEHRITE




.
IN\—FVv IR 1T—5

out vec4d dc; /] TTOA 1T —H(XBIEREBOIREY + LA
out vec4d sc; /] TTOA N T —H(OXBIEREBOIRER ST
out vec2 tc; /] TTOA R T—HXDTIRATF v REE

void main(void)

‘ BRI EFIRF 0D

B ZE VD THITS

dc = iamb + idiff; // BENX+ILECE IS0 A 21T —4H(0%D
sc = ispec; /] BEIRENZEITSTA 1 -5 (XD
tc = tv; /] TORAFVBEFZTDERFISIA NS T —HXD

gl Position = mc * pv;




IS5 A> N1 —4

#tversion 410

in vec4 dc; // RIES + LB 395
in vec4 sc; // SRERETE

in vec2 tc; /] T AT AR
uniform sampler2D tex; // TOAFvI1_whk
out vec4d fc; /] PB=5—)\w I

void main(void)

{
¥

TIOAF v DEZ
LB BHMRERE L TEDS

fc = texture(tex, tc) * dc + sc;

B SNIET DO AT EEAR

T O RATF V72 iZAAL S DiHFHAFHEER
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3RTTDI T A —S ZE]

JERISH AT T DINS A —5
PE1R%Z 3IR7T CHEE T D

c NS A= REZ 2IRTTDT I X
9:'\7}_'571—(;&}@3_5

s TOXAFBENREIRTICT D
(EHEGF)




E;Ar: /TODTOZ /‘Vft E_,E

#tversion 410

in vec4 dc; // RIES + LB 395
in vec4 sc; // SRERETE

in vec4 tc; /] T RAF 7 R
uniform sampler2D tex; // 7 OAF v 1w
out vec4d fc; /] PB=5—)\w I

void main(void) [EREBARD T AT+ PRAR

{
}

fc = textureProj(tex, tc) * dc + sc;

)R TF+ FEE 1225 L C tcD X, y BT w BXRCEI>TC

) R F 4 ZREARAL S BHEFAFEIEL ZIRTTDTOAF v EBIETIEAMET D
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RITT I AF 7 DindrAdr

T ORXAF v AEVZERLU T, TEZ(TETT —HZ1&NT D

- glTexImage3D(GL_TEXTURE_3D, 0, internalFormat, WIDTH, HEIGHT,
DEPTH, O, format, type, image);
- internalFormat: 7O AF v (CTIL T 7 F v RILZFHFcE D185 GL RGBA, HFlzBRuLa
5 GL_RGB
- format: BIf&T—74 (image) O, BERDZIL T 7 F v > RILZ2HF> TLWNIE GL_RGBA
X/zl3 GL_BGRA, > CULVRWLWRES GL RGB E/fzlE GL_BGR
- type: BHRZEAEGINL CTL\BEHIZEL (image) DT —4F 8L, GLubyte 125
GL_UNSIGNED_ BYTE
« BRTTIRAFVIRS5E1518F GL_TEXTURE_3D, §25|18(F=vV IV ITDLAN)L TEAK
(& 0, B75IEUIFTORAF v DIFFHRORNETDIEET 2 ENSIIMEDNIRVDTEIC 0.




3IRTTTIOARAFvDY>TI> D

#tversion 410

in vec4 dc; // RIES + LB 395
in vec4 sc; // SRERETE

in vec3 tc; /] T AT PR
uniform sampler3D tex; // TOAXAFv 1w
out vec4d fc; /] PB=5—)\w I

void main(void) 3IRTTDT I AT 7 FEA=
{

fc = texture(tex, tc) * dc + sc;
}
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Multipass Texture Rendering

- Multipass Rendering

- EBRE(CHlFTL AU TTD

- BIASIER IZLDERZEEIC—ETHRREZED

cBRICECHITTRILZICLAUTL, GRITDCEETEDS

- BBIARIETNDORA IRREZR(IT U RXATF v CEXIA0]EE

- IRIBE DR ETIE - ILEUREYYE - TREIR SISO
c T ORXFvZDF LAY TEREEKRT D

- add

- ZOFRFNMET S

- blend
« PIVI7EZ{FED>TERT D




RIVFFORF v

- DT OAF v =B (CED
GLuint tex[2];
glGenTextures(2, tex);

- B> TS ® uniform Z#X (uniform OB ZES CEETEB)
GLint tex@Loc = glGetUniformLocation(program, "texe");
GLint texlLoc = glGetUniformLocation(program, "tex1");

s TOXAFVYIAZY R ECTORFVY AT IO MEIEET D

glUniformli(tex@Loc, 0); // tex0 DT IVAFvI1_w I o
glUniformli(texllLoc, 1); // texl DT IVAFvI1_w hHIE 1
glActiveTexture(GL_TEXTUREQ); /] TOAFv1_wvhH o
glBindTexture(GL_TEXTURE 2D, tex[@]); // —DOHDTUATFv
glActiveTexture(GL_TEXTURE1); /] TOAFvI1_wh1

glBindTexture(GL_TEXTURE_2D, tex[1]); // —DOEDOT AT v
o (BT ORAF v 2R Y E2 DT BIKFOEE)
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T ORXAFVv 1w RS EICH>TZD uniform ZE=HE T D

uniform sampler2D tex®; // 7 UAF VI _wk 0
uniform sampler2D texl; // 7 JAFvI1_wi 1

in vec2 tco; /] —DEDOTORAF VDT RAF 7 IR
in vec2 tcil; /] —DEDOTIORAF VDT RAF 7 IR

c ENTNOY 2 T SERET DRAF v RBIZZEDS

vecd cO = texture(texo, tco);
vecd4 cl = texture(texl, tcl);
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TFOXTF v EIYVE T ULTLIEE.
RDT O S ASEIFREALICIEREDIFIEIKZLER T 377 — X — 3> ZFK R
LE9.
- https://qgithub.com/tokoik/ggsample08
c CNUICTORAFvY Iy RMOICEIDEBToNETORF v 2&, E2Z2dTTY Y
E>OUTLIEE0.
c FTOXFvIZY b O (CEEECEBRZEIDHTTULET. > TSD uniform ZEODEER
(3 color T9.

-in 2 pv, nv, tv (CIEENENIE, EBWR, TIOAXAFVEENADTULET.
-tv.s & twt (TIE O~1DIEMN AD TLVET.

-ggsample08.frag #7wv 2 O— R ULTLZE).
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