
Modules 6 - Texture Mapping and Matrix Stacks 

Extended Resources 

❖ This article addresses how texture maps are created and placed into a Frame Buffer and how 
they are then applied to a object's surface in the Fragment Shader:
https://webglfundamentals.org/webgl/lessons/webgl-3d-textures.html

❖ This article explains how Matrix stacks are used to preserve the state of the Model View Matrix 
in different scenarios:
https://webglfundamentals.org/webgl/lessons/webgl-2d-matrix-stack.html

https://www.youtube.com/watch?v=n75iPNrzN-o
https://www.c-sharpcorner.com/UploadFile/65fc13/types-of-database-management-systems/
https://www.c-sharpcorner.com/UploadFile/65fc13/types-of-database-management-systems/
https://www.esecurityplanet.com/network-security/6-database-security-best-practices.html
https://www.esecurityplanet.com/network-security/6-database-security-best-practices.html
https://www.toptal.com/database/database-design-bad-practices
https://www.toptal.com/database/database-design-bad-practices
https://www.geeksforgeeks.org/interfaces-in-dbms/
https://www.geeksforgeeks.org/interfaces-in-dbms/
https://condor.depaul.edu/gandrus/240IT/accesspages/relationships.htm
https://webglfundamentals.org/webgl/lessons/webgl-3d-textures.html
https://webglfundamentals.org/webgl/lessons/webgl-2d-matrix-stack.html
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