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glTexCoord2f(s,t) 

glVertexf(x,y,z,w) 
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glTexCoord2d(0,0); 

glVertex3d (0, -2, -2); 

glTexCoord2d(1,1); 

glVertex3d (0, 2, 2); 
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glTexCoord2d(1, 1); 

glVertex3d (x, y, z); 
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(1,1) 

glTexCoord2d(4, 4); 

glVertex3d (x, y, z); 
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(0,4) (0,0) 





Texel color 

(0.9,0.8,0.7) 

(x, y, z) 

Object position 

(-2.3, 7.1, 17.7) 

(s, t) 

Parameter space 

(0.32, 0.29) 

Texel space 

(81, 74) 

(s’, t’) 

Transformed 

parameter space 

(0.52, 0.49) 

Final color 

(0.45,0.4,0.35) 

Object color 

(0.5,0.5,0.5) 
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