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Texture mapping of 3D game graphics
- characteristics of hand painted texture
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Abstract
graphical representation of the 3D game. Only one hand painted texture is mapped on the surface of the 3D

The texture mapping used for the low-polygon models is one of the important workflows in the

model and represents the color of the material and visual sense of touching by itself in that process. In the 3D
game graphics, it is very important to visualize the textile sensation such as protruding and denting.

It can be interpreted by the Gestalt Law to recognize a plane as a 3D sense of volume. Moreover, the concept
of Affordance is necessary to recognize and perceive the textile sensation. It means visual recognizing of that
relationship in the learning process. In this paper, The questionnaire survey targeting 3D game graphic
designers is carried out. By analyzing the survey results, we suggest the important characteristic in the process

of making hand painted texture.
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[Fig. 11 A kind of hand painted texture—Casual
(Cartoon), Reality, Half Reality
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It is important hand painted texture for game graphics

It is not so important.

It is not critical. Other things are more important
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[Fig. 8] Importance of hand painted texture in
game graphic
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