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Texture Mapping (multiple texture mapping)

1. Basic Texture Mapping
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- Vertex Shader Source Code

attribute highp vecd myVertex;
attribute highp vecd myColor;
attribute highp vec my
uniform mediump matd
uniform mediump mats
uniform mediump matd Mmatrix;
varying mediump vecd color:
varying mediump vec2 texCoord;
void main(void)

gl_Position = Pmatrix*Vmatrix*Mmatrixevecd(myVertex. 1.01:
caler = myColor:
texCoard = myUv:



attribute2 HZ vertex2 dE b ZF vertexO|A19] colorZ textureQ uv vectord@E7f QLCt
E3F vertexE2Q 0|52 Sl objectE trasnformation & 4 QU&0l, oI matrix®] &F9
SHEIE AFE O ZIC}. textureQ uv vector= varying@ £ fragment0| Z3s{2IC}.

- Fragment Shader Source Code

varying mediump vec2 texCoord;
uniform sampler2D sampler2d;
void main(void)
i
gl Fraglolor = texture2D{sampler2d, texCoord);
gl FragColor.a = 1.8 ;
i

vertex fragmentZ5E varing® Solf MEEF2 texture? uv vectorE E5f| uniform 22
MAH textureE mapping & + U HO-.

2. Cube Multiple Texture Mapping
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- texture O|O|Z] 2|of HIQIY

var animal images = [
{ location: gl.TEXTURE_CUBE_MAP PDSITIVE X, src:
{ location: gl.TEXTURE CUBE_MAP_NEGATIV
{ location: gl.TEXTURE CUBE_MAP POSITIV
{ location: gl.TEXTURE_CUBE_MAP _NEGATIVE_Y, src: cuty dog src },
{ location: gl.TEXTURE_CUBE_MAP POSITIV ty_rabbit srec }.
{ location: gl.TEXTURE_CUBE_MAP NEGATIVE Z, src: cuty rabbit src I,
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src: cuty_dog_src

animal_images.forEach{function (animal_image) {
const location = animal image.location;
const src = animal_image.src;

gl.texImage2D{location, 0, gl.RGBA, 1, 1, @, gl.RGBA, gl.UNSIGNED _BYTE. new UintBArray{[@, @, 255, 255]))

const image = new Imagel);

image.5rc = 5rc)

image ,addEventlistener{'load', function () {
gl.bindTexture (gl . TEXTURE_CUBE MAP, animal texture)!
gl.texImage20ilocation, B, gl.RGEA, gl ,RGBA, gl.UNSIGNED BYTE, image):
gl.generateMipmap{gl. TEXTURE_CUBE MAP):
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- VerTex Shader Source code

attribute highp vec3 myVertex;
sttribute highp vecd myColor;
attribute highp vec2 myUV:
uniform mediump matd Pmatrix; \
uniform mediump matd Vmatrix; \
uniform medivmp matd Mmatrix; Y
varying highp vec3 texCoord;
void main(void)

texCoord = normalize{myVertex.xyz);
gl Position = Pmatrix*Vmatrix*Mmatrix*vecdimyVertex, 1.0);
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- fragment shader source code

precision mediump Tloat

varying highp vec3 texCoord;

uniform samplerCube Cube;
void main(void)

gl _Fragloler = textureCube{Cube, normalizeltexCoord)):
gl FragColor.a = 1.0 ;

fragment shader9|AM = vertex shader2 HE| HF2 texture coordinateE O0|&3st0
texture mappingS StCt. O|lff, sample2DE ZA2|5tX|% 1, sampleCubeZ H2ol5 =0
cube®| mappingst’| H =5 of=H.



