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nwwann Oliveira, Bishop, McAllister, Relief Texture Mapping
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Displacement Mapping
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Normal Mapping
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Surface Parameterization
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nwwann Oliveira, Bishop, McAllister, Relief Texture Mapping
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nwwann Oliveira, Bishop, McAllister, Relief Texture Mapping



Relief Mapping

(a) (b)

Figure 4: Rendering comparison from the same viewpoint. (a)
Color image rendered as a conventional texture. (b) Relief texture
mapping rendering. (c) Rendering of the color and depth data in
Figure 3 as a mesh of micro-polygons.

Policarpo, Oliveira, Comba. Real-Time Relief Mapping on Arbitrary Polygonal Surfaces
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Relief Map

Figure 6: A relief texture represented by a depth (left) and a normal
map (right). The normals are mapped to the [0.1] range and stored
as an RGB 1mage.

Policarpo, Oliveira, Comba. Real-Time Relief Mapping on Arbitrary Polygonal Surfaces
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Relief Mapping

Policarpo, Oliveira, Comba. Real-Time Relief Mapping on Arbitrary Polygonal Surfaces
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