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glTexCoord2d(0,0); 

glVertex3d (0, -2, -2); 

glTexCoord2d(1,1); 

glVertex3d (0, 2, 2); 



glTexCoord2d(1, 1); 

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

glTexCoord2d(4, 4); 

glVertex3d (x, y, z); 
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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) 





P1(x,y,z) 

V0(x’,y’) 

V1(x’,y’) 

P0(x,y,z) 

210

221100

///

///

www

wswsws
s

!"#

!"#

++

$+$+$
=

(s1,t1) 

(s0,t0) 

(s2,t2) 

(x1,y1,z1,w1) 

(x0,y0,z0,w0) 

(x2,y2,z2,w2) 

(!,",#)$
(s,t)? 











A

B

C

E

F

D





Marble 

Bump 







without with 







x 

Intensity 
W(x,y) 



discrete input values continuous light output 



Sampling Geometry 



Examples from Foley, van Dam, Feiner, and Hughes 

Pixel position across scanline 
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