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Phong Gouraud

shade-

in/out variables

phLight /array) and ph
Global - uniform variables

Material properties : - generic vertex
attributes .

Texture.IN#we coordinates

Aliasing + texture maps
Bilinear interpolation .

Mapmapping
Supersampling : stochastic

'

supersampling
Jittered supersampling
filtered stochastic '

supersampling



¥9.4 discusses how to use texture maps in
' OpenGL

M¥ii%me .
Texture names (OpenGL assigned)

Rgb Image : : Load Bmp
File

gl Gen Textures

gl
BindTexture

gl Tex
Parameteri (wrapping, repeating ,

Mip mapping )

gl Tex Image2D

g) GenerateMipm.gs/--)-=gUniform1ilapplyTextureMapLocatm,tnueJ
g

1 BindTexture ( - - - )
Then render

GI Geeom Cylinder : : RenderSide , RenderTop, ReaderBottom
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