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Natural Texture Simulation Based on 3D Texture Field

CHENG Fei
(Department of Electronic Engineering, Anhui Vocational College of Electronics &
Information Technology, Bengbu, Anhui 233000, China)

Abstract: The shortcomings of texture mapping and process texture algorithms in rendering natural texture on 3D

surface are analyzed. The method of creating a texture field based on real texture pictures (sample), further

embedding OBJ objects in the texture field, and obtaining surface texture by etching the texture field is developed.

This method is more real-time and applicable and better fit for game picture creations.

Keywords: natural texture; texture field; sample pictures; OBJ model

0 5|5

Tip e 2z il v, =HEY RN B SR SO
A0 1 S R A 8T B, IR PR AT AR AL
5o LLHATH HIR R AR i), — AR 2
IS E o NI d ot )7 N 1TV E L N il i ]
Je— PSRRI S B AR B 1 2
IR 5 S PRI AR 6 52, 0 T AN KLU TR A g D P 52 3
BONWXE . i, AR SO A MU (A i 2 T 1 4R
SO A TS

1 gUEN 3

i F AR T 2T 22 07 90, 6 T a0 e g —
BIE Lo RSO SCEE Sy - (D) BN 2P, e P ]
DL B ek s HL i E 1 (a) B R 59 S R R
Ao Q) BEVNLEHEL . 43 M2, 55— 2 R R ar
WE 1(b) FrR o IZSCHRFE I — 72 1Y J5 391 1 it
MU, AT LR I 7 22 6 s ) R ) 1 34
55 N AR ISR, A 1 (c) Bt R K HLA S0 L
K ARG, Sr R PR A () B AT , i L R 40 0k

FE HER:2018—11-21
BEEWMB: 28 A F /T /RE AR B T3 (2017zhke037) .

FOROURFAE . AHE 20 A RSO & T, A
SOOI B ARSI TS

- .? -.

EERRRER e ——r

() HUMECE (b) FISLT ==
(o) 2

B1 gaEEazE
2 RIS E

2 SR 22 0 A SEBR , A SO DB 2= Hh ) E
oy R =2 (DN R, LRI 55 —25
TR R TR, a0 AE RS SE T 25 K
FE 2% #H T 2R I TE AR, 40 Nurbs LA K Bezier #H 1] -
IR B 1A e As bR AT DA B A A5 2
A DAFEZ: RIHE 2R (AR SR VE++454 OpenGL)
H foriB4) B sh A= il (2) AFNTEAAR . 2Bk n]
H i RS 2, B AR R ARG B3R .
¥ 2R LA OBJ  3ds  dwg &5 . 543 #% 20 A9 15 78U f)

EEB N A2 (1970— ), B i o HpA, 8l #4% At BF R 75 @ : CAD/ 3 SEhuty .



%14 2 R AT =4 A REIEAI < 71 -

FIAAG B (4N 3ds ARG KT 64 k, dwg BEALAR
MR 32 767 TS, — AR K 5L ALl OB A%
KXo HEm S s BiEAmeEeAE ks, LR
JUEEL, AR SCNFSE OB A 2CAS BT 14¢

3 BALEELFINEMNTIE

(1)L IR 7%

I A 0By A B T T ST S M s B
Yo ZHa A R, = 4ES3E DI
1 color (x,y,z) =F(x,y,z) % th, 3 Hh B — Aa bR 5 % 1
— B, RFBIEREREST . s
TN B = 4E IR, ARG R ], SRR TE
IRAMERAY 45 8 HAT R T SCHARE ) = 4ETE A4
1 FE ST A T S g R R Tk R Y B
EOSETT VL BEAE . SRRSO AR R
(Al N TR A E . & 2 H Y Bunny i FE S0 B
Fayt , [ 3 AR IR, 8] 3 A B SRR B AL T IR 2.

| D = ,/_.
= \ ;'-:’ )

(@FEE (b) R E
E 3 ETHEMNSIEHR

\ 7
& s
e 4
E2 SREIENRE

(2) GrIBRR & 77 iKP

SUHE S R R 2 B b AR R A
HEr & —Fp B A ml k. SCPRmegT R A
—IEAE R &, TR AR R S (BB A b
(s,0)) 5 =421 i (23 0] 5 AR bR (Xy,2) ) B R 6
Fo Ll = HETR AR I, LR AT A A € H X R
FEEMG R S50 o SCHLBLST 7 v oA U0 F 5 A
(1) B PR S B 0 TN ARAT R . X T B AE
1 e 2 T g T L A N ) i =
B8, I I A A iT AP 3 B S A A (s,t) =f(x,y,
z), J color (s,t) iz A RE 22 K . Wit R 4G 8
gt fE el LA shit B AR xRS, DA
AX4 A RYE 5.1 bezier {1 A 41, 7] LR A OpenGL
I FH P B evaluator [ 8l 1584 A s I SCHEAR B, i
— ARG L (2) S BRI B 1 o T A A =X
A FLIIEARAG %4, a0 3ds B RS . 3ds A B A (u,
V) SCRAR AR, AT DA BRSSO AR AR (st) o
{52 S ) A B R VOB ) T e DA o (3) 4
PR L X T OBI A% IR AR XE L 2588 . DAAR
SCA# A ) Bunny #2781 A 5], B HLAT 34 838 /N THi i
69 4524 M. T OBI B HAG B AL bR, H A

TR BA G — e R R T AR,
AT RE DA H A BEAS HIUR AR 5 RE Xt IO PR P SO A
R, AT A T PR A

4 ETFHEM=4L03858 B ASEEEN

TES3 AT E 3R W A SO PR I A B AR SR
— B LT A A = RS0 1 H AR SO
Pio HRBEVLIE 1 S0 AR ] i 2o i R
MY fEL P i A OBIBEHY . Dz s #7145
B HA RS = 4EBDE . 1 T AR A 2L
FRIE 1 Bunny #75 (OBI A% 20 ) S 4], 15d BHIZ 581k
TR
(1) FEEA 2

TR (CAnE 4 (a) IR ) A 7508 A H
BOLH SR s IR AR AR . RS AT

void BuildTexture(char *szPathName)/3k B [¥]
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{ HRESULT hr = OleLoadPicturePath(wszPath,
0, 0, 0, IID_IPicture, (void**)&pPicture);//4] ¥ & 7
A

IWidthPixels=MulDiv(IWidth,GetDeviceCaps
(hdcTemp, LOGPIXELSX), 2540); // H45 IPicture i
B (4R Pixels #520)

IHeightPixels =MulDiv(IHeight, GetDeviceCaps
(hdcTemp, LOGPIXELSY), 2540); / H{45 IPicture [
B (i Pixels #520)

for(long i = 0; i < IWidthPixels ; i-++)/ 1§ ¥ i
ViRl e

{for(long j = 0; j < IHeightPixels; j++)

{xiangsu[i][j][0]=int(pPixel[0] ); /7K &l F i R
17 A xiangsu[i][j][0]

xiangsu[i][j][1]=int(pPixel[1] ); /£ F 1 G i
17 xiangsu[i][j][1]

xiangsuli][j][2]=int(pPixel[2] );}//H5 11 - 1 B {H
1# A xiangsu[i][j][2]}
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{glColor3ub(xiangsuli] [j] [0], xiangsu[i] [j] [1], o el T ", ~d
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int cccc=100;

int xx=int(floor((P_OBJect->P_Verts[vertIndex].
x+0.2)*ccee))y/AAE AL DL R G il

int yy=int(floor( P_OBJect->P_Verts
[vertndex].y*cccc));

int zz=int(floor(  (P_OBlJect->P_Verts
[vertIndex].z+0.2)*cccc));
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glBegin(GL_TRIANGLES); /142 il =
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for (int j=0; j<P_OBlJect->Num_Faces; j++)// i
J3 BT A B 1,

{for (int index=0; index<3; index++)
T

{int vertIndex = P_OBlJect->P_Faces[j].vertIndex
[index];/HBUS M LA 2SI x=P_OBlect->
P_Verts[vertIndex].x;

y=P_OBJect->P_Verts[vertIndex].y;

z=P_OBJect->P_Verts[vertIndex].z;

int xO=int(floor((x+0.1)/0.2*tupianchang));

int yO=int(floor((y)/0.2*tupiankuan));

glColor3ub(xiangsu[x0][y0][0], xiangsu[x0][y0]
[1], xiangsu[x0][y0][2]); gl Vertex3f(P_OBJect->
P_Verts[vertindex].x, P_OBJect->P_Verts[vertIndex].
y, P_OBJect->P_Verts[vertIndex].z); // 2| Th 15,
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