


You have a polygon mesh and an image.

Imagine
the  image is printed on a stretchy
rubber sheet and glued onto the polygons.





Each
vertex has a 3D position: (x, y, z)

We’ll
also give it 2D texture coordinates: (u, v) 

The texture coordinates specify where in the 2D image that
vertex's texture should come from (between 0 and 1).



Remember,
each vertex
has a 3D position (x, y, z) and
usually also a 3D normal <x,y,z>.

Now,
we’ll add one more bit of data for each vertex: (u, v). 

We will store it the same way, just adding one more array, with one entry per
vertex.

The (u,v) coordinates
define
the shape of the 2D "cookie cutter" used on the image!
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