Chapter 7 Creating the texture for our package 

.

So now in this chapter we will create the texture map for the package as well as paint some of the existing objects. Load up the package we modeled earlier, but I think we need to paint a few faces on the flaps before we begin texture mapping. Choose a color say yellow in the material editor and paint these 2 faces now add this to our library for the time being and remove it from the scene. 

Load our light bulb we textured earlier and sample the material we used for the tube portion, and now remove it, load the tube object, remove the subdivision layers and paint it with the current material. Enable toggle grid mode and then select array tool, then drag out to the right like we did before. To finalize click on the object tool then right click on the array tool to bring up the options and add 3 to the X and 2 in the Y boxes and enter 3.8 in both x and y spacing. Enter point edit to convert to a group and remove these 2 copies from the link editor as we are going to have 2 lights outside of the package. And add these to our library.

Let’s delete the array for the time being. For the additional materials reset the material editor and, using a pure white color and paint the flaps using the replace material paint roller, then change the color to a light gray and paint the inside of the box and the cardboard inserts, Then switch back to the box and change the color to a light brown color and replace the texture on the edges using the paint roller tool like so

Now our plan is to create 1 large texture here and map it to our package, we have to consider what the final output will be for, if for video then a smaller size would be ok say 640 pixels wide but if the final image will be used for print then a larger size would be needed so we will assume the final image will be printed in a magazine, if we use a small texture the end result may become blurry when printed so we will create a texture around 1700 x 1300 pixels.

Ok I will create the texture in Photoshop and have already launched it but could use any image editing software. For the sake of argument, the client has provided 3 graphics for the Top, Front and side of the package so we will open all of these now.

First thing we will do is select the background color box in the toolbar and sample the green color from one of the images.

Now let’s create a new image and call it something like package texture and make it 1700 x 1300 pixels and check background color.

Now use the move tool here and then select each graphic and click and drag to our new image like so, each graphic will be copied to a new layer, The top graphic is a little smaller so be careful not to mix them up, it may help if wee add some guide lines to aid us here, click and drag from the rulers to the work space to add them, also make sure snap has been enabled. Select the side graphic layer and move it to the right of the front graphic, this will help keep them organized. Now save your file as a bitmap file and let’s head back to Truespace. In the next chapter we will apply this texture to our model using the U/V mapping editor 

See you there.

