Chapter 8 U/V mapping editor

Welcome to chapter 8 where will now map our texture to our package, So now that we have created our texture let’s apply a cubic U/V projection to our package, so each face will display the texture we are going to map to it. Open the material editor and load the texture, as well as give it a slight bump map and a bit of shine and specular in the reflectance shader to help catch the light in our final render and paint over existing material using the paint roller tool.

Open the U/V mapping tool and click on the small arrow here, this will load the current texture from the material editor. Let’s enlarge this, click and drag from this corner to fill most of the scene, but leave a bit of space so we can see our model, zoom in if you have to. Now select the DEF tool and drag out to change the color of the wire frames, as they are a bit hard to see at the moment, perhaps red. Let’s right click on the blue triangle and drag to zoom out and give us some working room. Select the first face here by activating the Vertex, Edge and Face tool and click on the first face now let’s detach it from our mesh using the break face tool and here it over here and continue to do so until all of the faces have been moved. Now we can select each face here and with our model still visible we can see what part of the model this belongs to. We can scale and move these by using the widgets and similar to those found when modeling, So let’s select the front face and move it here and scale like this then select the side view and do the same and followed by the top. As for the rest scale these down and place them in the green area here. As you might have noticed the texture has been updating in real-time. Ok we are done using the mapping editor. Let’s add this to our library for the time being.

So with that let’s add in all our objects and glue them all together and replace the model we added earlier and rename it.

And there we have it our package is complete, we have only textured 3 sides of the box, if you where going to be creating an animation or render different views you may need to paint all the sides but for this project that won’t be necessary. 

I will see you in the next chapter. 

