Chapter 6 texturing the light bulb part 3.  

Ok now in this segment let’s head back to Truespace, select this plane with the checker pattern on it and let’s open material editor and select a bright color for now, this will make it easy to see in solid display mode.

Now launch the mapping rectangle tool, In the material editor let’s load the first label image, select new in the mapping rectangle tool, and scale and move this using these tools here, and paint using the mapping paint tools, now reset the material editor, and choose a color let’s say blue, and select the transparency map option, and load the 32 bit targa file, we can add some shine here as well as some reflection and other attributes, so let’s load the Caligari phong reflectance and change some values to simulate the label is a different material then what it is painted on,  Let’s add a new mapping rectangle and move and scale like this, and render to see the difference, we could also have changed the reflectance with the first map. So with one it looks as though the label is glued on where the other looks as though it has been painted on. 

Now let’s try the plant texture, select the second plane and open the material editor and load the texture in the color shader and in the transparency map option, make sure you load the one with the alpha mask and then paint and render, you will see that the background has been removed, this type of object can be placed around a scene to create a realistic interior say with various plants and vegetation, just turn this so it face the camera, where ever it is.

Ok let’s remove our planes here and load up the final textured light bulb, reset the material editor and choose a bright color this time say yellow or orange, and select the sds_base object in the link editor, unglue it from our light bulb for the time being and apply a cylindrical U/V projection. Open the mapping rectangle tool and select new, because we are using a bright color we should be able to see the preview fairly easily and be able to place the rectangle where we want to, you can also scale the rectangle here. Once we are happy with the position and size paint using the mapping tools paint object tool, now let’s change the texture and map the image to the base, select transparency map option found here and load the image we created and change the color to black, you may want to add some shine and specular highlights if you want. Now again use the paint material in the mapping rectangle options here. That’s it. Now glue the base back to the light bulb and add 2 layers of subdivision surfaces.

Our light bulb is complete. Let’s add this to our library.

In the next chapter we will move on to texture mapping the packaging we made earlier. See you there.

