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Bump Mapping:
Surface Local Coordinate System




An Example of When the Surface Local Coordinate System Matters

An Example of When It Doesn’t




Bump-mapping to Create Ripples

Rock A Dropped Rock B Dropped Both Rocks Dropped

In 2D, a slope m = dy/dx. It can be expressed as the vector [1,m].
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The normal to the shape is the vector perpendicular to the vector slope:
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\‘j’ Note that [1,m] * [-m,1] = 0, as it must be.

So, if z= -Amp * cos( 2mx/Pd - 2w Time ), then the slope dz/dx is:

dz/dx = Amp * 2mw/Pd * sin( 2mx/Pd - 2mTime ), and the vector slope is:

Slope =[ 1., 0., Amp * 2m/Pd * sin( 2mx/Pd - 2 Time ) ]







Terrain Height Bump-Mapping

Parallax Mapping

Coming soon...




