Chapter 9 Putting the scene together part 2
Hi and welcome to chapter 9 this is part 2 and we are going to start by adding a texture to our ground object, Ok so let’s select our ground object and open the material editor again and select texture map as the color shader, I have included a texture for this called metal_shelf.jpg in the resources folder, we will also add a displacement bump map, load the same file here. Now we will add a transparency map with this one, right click on the title bar and load the circle_mask.tga, then for the reflectance add the Caligari phong shader and change the settings, for luminosity 0, diffuse .75 for shine .48 for specular .25 reflection .13 and leave the last 2 as they are and paint the object.

Now because the texture is 2.5 times wider then it’s height we have to scale our plane to match so the circles in the texture don’t become distorted, so let’s make the size say 60 x 24 or so. Let’s all so rotate it 90 degrees so the lines in the texture run the other way.

Now let’s scale the plane uniformly, with the scale tool enabled click and drag in the 3d space and scale it up, that should do it and then move it here so the corner is behind the packaging. You may wonder why I applied the circle mask to the texture; well this will create the effect of fading as it gets close the edge so it will blend nicely into the background

Okay in the next chapter we will do some work refining our textures and lighting as well as talk a little bit about HDRI.

See you then

