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NPUMEP HaANOXEHUA TEKCTYPbI



[TogkntoyeHue moayns glaux.h:
#include “glaux.h”

3arpy3ska ononmortekun glaux.lib:
#pragma comment (lib, "glaux.lib")

ObbaBneHne maccuea ang XxpaHeHus
NHOEKCOB TEKCTYP:

GLuint texture[2];



AUX RGBImageRec *texture1; // 3apnaet
yKasaTenb Ha CTPYKTYPY AN XpaHEHUS
KapTUHKM.

Ctpyktypa AUX RGBImageRec onpeneneHa B
bnbnuoteke glAux, n genaet BO3MOXHOW
3arpy3Kky KapTUHKU B NaMsTh.

3arpyska TEKCTYpPbl OCYLLECTBNAETCA
cnepytowen yHKLNEN:

texture1 = auxDIBImagelLoad("dom2.bmp");



[ns reHepaunm cBoOOOHbIX UMEH CYLLIECTBYET
komaHaa glGenTextures, popmaTt KOTOpPOW
BbIMNSAUT TaK:

glGenTextures(1, &texture[0]);

YcTaHOBKa TeKyLlen TEKCTYPbl MPOnU3BOANTCA
KOMaHOOoMW:

glBindTexture(GL10.GL_TEXTURE_2D, texture[0] );



YcTaHOBUM NapamMeTpbl UnsTpaunm TEKCTYpPbI -
NUHEeNHaa punsTpauus.

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE
_MAG_FILTER,GL_LINEAR);

glTexParameteri(GL_TEXTURE_2D,GL TEXTURE
_MIN_FILTER,GL_LINEAR):



3arpyska TEeKCTYpbI:

glTeximage2D(GL_TEXTURE 2D, 0, 3, texture1->sizeX,
texture1->sizeY, 0, GL_RGB, GL UNSIGNED BYTE,
texture1->data);

1 - Tekctypa 6ynet apyxmepHon (GL_TEXTURE_2D).
2 - Honb 3apgaeT ypoBeHb AgeTanusaymmn, 3To 0ObIYHO HOSMb.

3 - YNCNO KOMMOHEHT LBETOBbIX JaHHbIX, TaK Kak n3obpaxeHue

CAENnaHo 13 TPEX LUBETOBbIX KOMMNOHEHT (KPaCHbLIN, 3eSEHbIN,
CUHMNR).

4 - texture1- >sizeX - 3TO LUMPUHA TEKCTYPHI.
S - texture1->sizeY - BbicOTa TEKCTYpHI.
6 - Honb - 310 60patop. OH 0OLIYHO OCTAETCS HYIEM.

7 - GL_RGB coobuwaet OpenGL, 4To gaHHble n3o0bpaxxeHus

npenctTaBri€Hbl B Nnopdake crneaoBaHUA KPaCHbIX, 3EJTIEHHbLIX N
I'OJ'Iy6bIX KOMIMOHEHT LBETA.

8 - GL_UNSIGNED BYTE o3Ha4aerT, YTo AaHHble N3 KOTOPbIX

COCTOUT n3obpaxeHne NMetoT pasmep banta n Bce yncna oes
3Haka.

9 - texture1->data coobwaet OpenGL, roe bpate camun gaHHble. B

ATANM CEV/UAA \/VA2A3TAMNL UA Aadunia B 2arfiacia taviiirai



DYHKUMSA 3arpy3kn TEKCTYpPbI

GLvoid LoadHouse Textures()

{
AUX RGBImageRec *texture1;
texture1 = auxDIBImageLoad("dom2.bmp");
glGenTextures(1, &texture[0]);
glBindTexture(GL_TEXTURE_2D, texture[0]);

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MAG_FI
LTER,GL_LINEAR);

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FIL
TER,GL_LINEAR);

glTexlmage2D(GL _TEXTURE_2D, 0, 3, texture1->sizeX,
texture1->sizeY, 0, GL_RGB, GL_ U SIGNED BYTE,
texture1->data);



TeKCcTypHble KoopauHaThl

void glTexCoord[1 2 3 4][s i f d] (type coord)
void glTexCoord[1 2 3 4][s i f d]v (type *coord)



BbiBOO NONUroHa ¢ TEKCTYpou

glBindTexture(GL_TEXTURE_2D, texture[0]);

glBegin(GL_QUADS);
glTexCoord2f(0.0f, 0.0f);

glVertex3f(x1, y1, z1);
glTexCoord2f(1.0f, 0.0f);
glVertex3f(x2, y2, z2);
glTexCoord2f(1.0f, 1.0f);
glVertex3f(x3, y3, z3);
glTexCoord2f(0.0f, 1.0f);
glVertex3f(x4, y4, z4);
glEnd(),



BbiBOO NONUroHa ¢ TEKCTYpou

glEnable (GL_TEXTURE_2D);
glColor3f(1l.0f,1.0f,1.0f);
glBindTexture(GL_TEXTURE_2D, texture[l]);
glBegin(GL QUADS);
glTexCoord2f(0, 0); glVertex3f(o, 0, 0);
glTexCoord2f(0, 1); glVertex3f(o, 1, 0);
glTexCoord2f(1, 1); glVertex3f(1l, 1, 0);
glTexCoord2f(1, 0); glVertex3f(l, 0, 0);
glEnd();
glDisable(GL_TEXTURE_2D);



[Tpmep HanoXXeHna TeKCTYpbl




BbiBOO NONUroHa ¢ TEKCTYpou

glEnable (GL _TEXTURE 2D);
glColor3f(l.0f,1.0f,1.0f);
glBindTexture(GL_TEXTURE_2D, texture[l]);
glBegin(GL QUADS);
glTexCoord2f (0, 0); glVertex3f(o, 0, 0);
glTexCoord2f(1l, ©0); glVertex3f(o, 1, 0);
glTexCoord2f(1, 1); glVertex3f(1l, 1, 0);
glTexCoord2f(0, 1); glVertex3f(1, 0, 0);
glEnd();
glDisable(GL TEXTURE 2D);



[Tpmep HanoXXeHna TeKCTYpbl




[Tpmep HanoXXeHna TeKCTYpbl

|.

Pa3mepbl n3obpaxeHust AomKHbl ObITb KpaTHbI CTEMNEHM
2. B paHHOM npumepe 512x512 nukcenos.



TeKCTypHble KoopaAuHaThl
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BblumncneHume HY>XHbIX KOOPANHAT

KoopauHaTthkl Todek B Photoshop
A(6, 96) B(6, 41) C(157, 41) D(157, 906)
E(1,40) F(48, 1) G(117, 1) H(164, 40)



[lepecyeT TEKCTYPHbIX KOOpAMHAT

float Ax = 6/512.0, Ay = (512 - 96)/512.0,
Bx = 6/512.9, By = (512 - 41) /512.0,

Cx = 157/512.0, Cy = (512 - 41) /512.0,

Dx = 157/512.9, Dy = (512 - 96) /512.0,

Ex = 1/512.0, Ey = (512 - 40) /512.0,
Fx = 48/512.08, Fy = (512 - 1) /512.0,
Gx = 117/512.0, Gy = (512 - 1) /512.0,
Hx = 164/512.0, Hy = (512 - 40) /512.0;



PucoBaHune aoma

void DrawHome() {
glEnable (GL_TEXTURE_2D);
glColor3f(1.0f,1.0f,1.0f);
glBindTexture(GL_TEXTURE_2D, texture[0]);

DrawWall1(
DrawWall2(
DrawWall3(
Draw\Wall4(
DrawFloor();

N’ N’ N N’

glDisable(GL_TEXTURE_2D);



PucoBaHune nonuroHa cteHbl AomMa

void DrawWall1()

{

float Ax = 6/512.0, Ay = (512 - 96)/512.0,
Bx =6/512.0, By = (512 - 41) /512.0,

Cx =157/512.0, Cy = (512 -41) /512.0,
Dx = 157/512.0, Dy = (512 - 96) /512.0,
Ex =1/512.0, Ey = (512 - 40) /512.0,

Fx =48/512.0, Fy = (512-1) /512.0,

Gx =117/512.0, Gy = (512 -1) /512.0,
Hx = 164/512.0, Hy = (512 - 40) /512.0;
float x=-1, y=0, z=1;



PucoBaHune nonuroHa cteHbl AomMa

glBegin(GL_QUADS);
glTexCoord2f(Ax, Ay); glVertex3f(x, y, z);
glTexCoord2f(Bx, By); glVertex3f(x, y + 1, z);
glTexCoord2f(Cx, Cy); glVertex3f(x + 2,y + 1, z);
glTexCoord2f(Dx, Dy); glVertex3f(x + 2, y, z);

glEnd();

glBegin(GL_QUADS);
glTexCoord2f(Ex, Ey); glVertex3f(x, y + 1, z);
glTexCoord2f(Fx, Fy); glVertex3f(x + 0.5,y + 1.5, z-1);
glTexCoord2f(Gx, Gy); glVertex3f(x + 1.5,y + 1.5, z-1);
glTexCoord2f(Hx, Hy); glVertex3f(x + 2,y + 1, z);

glEnd();

ol
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[IpumMmep HanoXeHUs TEKCTYpPhI




beHKLI,I/II/I PUCOBaAHNA TEKCTYPUPOBAHHOIO

TPEeyYyroJyibHMKa

void DrawTriangleT(float x1, float y1l, float zl1l, float x2,
float y2, float z2, float x3, float y3, float z3,

float txl, float tyl, float tx2, float ty2, float tx3,
float ty3, int tindex)

{
glEnable (GL_TEXTURE _2D);
glColor3f(l.0f,1.0f,1.0f);
glBindTexture(GL_TEXTURE_2D, texture[tindex]);
glBegin(GL_TRIANGLES);
glTexCoord2f(tx1l, tyl); glVertex3d(xl, yi1, z1);
glTexCoord2f(tx2, ty2); glVertex3d(x2, vy2, z2);
glTexCoord2f(tx3, ty3); glVertex3d(x3, y3, z3);
glEnd();
glDisable(GL_TEXTURE_2D);

¥



DYHKLNN pUcoOBaHUNA TEKCTYPUPOBAHHOIO

HETbIPEXYTOJIbHNKA
void DrawQuadT(float x1, float yl1l, float z1l, float x2, float

y2, float z2, float x3, float y3, float z3, float x4,
float y4, float z4, float txl, float tyl, float tx2, float
ty2, float tx3, float ty3, float tx4, float ty4, int
tindex)

{
glEnable (GL_TEXTURE_2D);
glColor3f(1.0f,1.0f,1.0f);
glBindTexture(GL TEXTURE 2D, texture[tindex]);
glBegin(GL_QUADS);
glTexCoord2f(tx1, tyl); glVertex3d(x1, y1, z1);
glTexCoord2f(tx2, ty2); glVertex3d(x2, y2, z2);
glTexCoord2f(tx3, ty3); glVertex3d(x3, y3, z3);
glTexCoord2f(tx4, ty4d); glVertex3d(x4, vy4, z4);
glEnd();
glDisable(GL TEXTURE 2D);



DYHKLNN pUcoOBaHUNA TEKCTYPUPOBAHHOIO
YeTbIPEXYrofbHUKA

void DrawQuadT(vertex3 v1, vertex3 v2, vertex3 v3, vertex3 v4,
float tx1, float ty1, float tx2, float ty2,
float tx3, float ty3, float tx4, float ty4, GLuint texture, color3 color)
{

glEnable(GL_TEXTURE_2D);

glColor3f(color.r, color.g, color.b);

glBindTexture(GL_TEXTURE_2D, texture);

glBegin(GL_QUADS);

glTexCoord2f(tx1, ty1); glVertex3d(v1.x, v1.y, v1.z);
glTexCoord2f(tx2, ty2 );
)
)

;. glVertex3d(v2.x, v2.y, v2.z

glTexCoord2f(tx3, ty3
glTexCoord2f(tx4, ty4
glEnd();

glDisable(GL _TEXTURE_2D);

;  glVertex3d(v3.x, v3.y, v3.z

J

)
)
)
)

,  glVertex3d(v4.x, v4.y, v4.z









PucoBaHne MHOXecTBa JOMOB

void DrawSity()
{
glScaled(0.1,0.1,0.1);
for (int i=0; i<10; i++)
for (int j=0; j<10; j++)
{
glPushMatrix();
glTranslated(i*5, 0, j*5);
DrawHome();
glPopMatrix();
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3arpy3ka TekcTtyp 6e3 npo3payvyHOCTu

void LoadBMP(GLuint *texture, char *filename)
{ AUX RGBImageRec *txt;
txt = auxDIBImageLoad(filename);
glGenTextures(1, texture);
glBindTexture(GL_TEXTURE_2D, *texture);

glTexParameteri(GL_TEXTURE_2D,
GL TEXTURE_MAG_FILTER, GL_LINEAR);

glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, GL_LINEAR);

glTexlmage2D(GL _TEXTURE_ 2D, 0, 3, txt->sizeX,
txt->sizeY, O,

GL RGB, GL _UNSIGNED_BYTE, txt->data);
delete txt;



3arpy3ka TekcTtyp 6e3 npo3payvyHOCTu

Bbi30B pyHKUUN :

« LoadBMP(&texture[0], "dom2.bmp"); //drawsity
« LoadBMP(&texture[1], "Sky.bmp");
« LoadBMP(&texture[2], "Grass.bmp");




3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO

void LoadTGA(GLuint *texture, char *filename)
// Loads A TGA File Into Memory
{
GLubyte TGAheader[12]={0,0,2,0,0,0,0,0,0,0,0,0};
// Uncompressed TGA Header
GLubyte TGAcompare[12];
// Used To Compare TGA Header
GLubyte header[6];
// First 6 Useful Bytes From The Header
GLuint  bytesPerPixel;
// Holds Number Of Bytes Per Pixel Used In The TGA File
GLuint  imageSize;
// Used To Store The Image Size When Setting Aside Ram



3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO
GLuint  temp; // Temporary Variable
GLuint type=GL_ RGBA;

// Set The Default GL Mode To RBGA (32 BPP)

GLubyte *imageData;
// Image Data (Up To 32 Bits)

GLuintbpp;
// Image Color Depth In Bits Per Pixel.
GLuintwidth; // Image Width

GLuintheight; // Image height



3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO
FILE *file = fopen(filename, "rb");

// Open The TGA File
fread(TGAcompare,1,sizeof(TGAcompare),file);
fread(header,1,sizeof(header),file);

width = header[1] * 256 + header][0];

/[ Determine The TGA Width

height = header[3] * 256 + header[2];

// Determine The TGA Height

bpp = header[4];

// Grab The TGA's Bits Per Pixel (24 or 32)

bytesPerPixel = bpp/8;

// Divide By 8 To Get The Bytes Per Pixel

iImageSize = width*height*bytesPerPixel; // Calculate



3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO
iImageData=(GLubyte *)malloc(imageSize);

// Reserve Memory To Hold The TGA Data
fread(imageData, 1, imageSize, file);

for(GLuint i=0; i<int(imageSize); i+=bytesPerPixel)

// Loop Through The Image Data

{ /I Swaps The 1st And 3rd Bytes ('R'ed and 'B'lue)
temp=imageDatali];

// Temporarily Store The Value At Image Data '’
ImageData[i] = imageData[i + 2];

/I Set The 1st Byte To The Value Of The 3rd Byte
iImageData[i + 2] = temp;

/I Set The 3rd Byte To The Value In 'temp' (1st Byte Value)



3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO

fclose (file);

// Close The File

glGenTextures(1, texture);

// Generate OpenGL texture IDs
glBindTexture(GL_TEXTURE_2D, *texture);
// Bind Our Texture

glTexParameterf(GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, GL_LINEAR);

glTexParameterf(GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, GL_LINEAR);



3arpys3ka TEKCTYP C NpO3paYvyHOCTbLIO

iIf (bpp==24)
/[l Was The TGA 24 Bits
{
type=GL RGB;
/I If So Set The 'type' To GL_RGB
}
glTeximage2D(GL _TEXTURE 2D, 0, type, width,
height, O, type, GL_UNSIGNED BYTE, imageData);

}
Bbi3zoB pyHkumn : LoadTGA(&texture[0], "man.tga”);



[Ipmep TeKCTypbl C NPO3Pa4vYHOCTLIO




[IpuMep TEKCTYpPbI C NPO3pPavyHOCTbLIO
 void InitMan()

* {
Load TGA(&texture[0], "man.tga");
* )
» void DrawFrame(int t)
* {

float w = 5; float h = 6; int col = (t%6); int row = (t/6);
float tx = 1/6.0*col, ty = 1/5.0*(5-row);
DrawQuadT(-w, h, tx, ty+1/5.0,

. w, h, tx+1/6.0, ty+1/5.0,
. w, -h, tx+1/6.0, ty,
. S-w, -h, tx, ty);



[IpuMep TEKCTYpPbI C NPO3pPavyHOCTbLIO

« void DrawMan()

* {

« intt= GetTickCount()/50%30;
« DrawFrame(t);

*



[IpuMep TEKCTYpPbI C NPO3pPavyHOCTbLIO

void DrawQuadT(float x1, float y1, float tx1, float ty1, float x2, float y2, float
tx2, float ty2, float x3, float y3, float tx3, float ty3, float x4, float y4, float tx4,
float ty4)

{ glEnable (GL _TEXTURE_ 2D);
glBindTexture(GL_TEXTURE_2D, texture[0]);
glEnable (GL_ALPHA TEST);
glAlphaFunc (GL_GREATER, 0.1);
glEnable (GL_BLEND);
glBegin(GL_QUADS);

glTexCoord2f(tx1, ty1); glVertex2f
glTexCoord2f(tx2, ty2
glTexCoord2f(tx3, ty3
glTexCoord2f(tx4, ty4
glEnd();
glDisable(GL_TEXTURE_2D); glDisable(GL_BLEND);

x1, y1);
X2,y2);
x3, y3);
x4, y4);

; glVertex2f
; glVertex2f

)
)
)
); glVertex2f
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