Chapter 6 texturing the light bulb part 2.  

Let’s now continue where we left off.

Now let’s switch to one of the side views, enter point edit and marquee select this row of polygons, change the color setting to 47 in the RGB channels and change the reflectance shader to Phong, change the numbers to 0.2 for luminance, 1 for diffuse 0.63 for shine, specular to 0.6 and 0 for reflection, Now with any polygons selected, when we choose the paint face tool the current selection will be painted with the current material. Next change the setting in the color channel to 100 in the RGB channels and change the settings for the reflectance to luminance 0.2, diffuse 1, shine 0.3 and specular to 0.35. Then marquee select the bottom polygons here and select the paint face tool again.

Ok that’s it for the main textures; let’s add this to our library for the time being and remove it from the scene.

So in a minute we are going to apply a label to the base of our light bulb but first we will have a look at the use of 32 bit targa files and how we can create and use them in Truespace, for things like labels and loading these onto a plane for trees and plants and so on.

So let’s create 2 planes and apply a checker pattern shader, so green and yellow, remember to right click on the color shader and choose the checker shader from the pop up. Then paint 1 of our planes.

Now lets head over to Photoshop, and load the label image I have created already, this image is a 24 bit image, we will add another channel to this which will turn this into a 32-bit image when we save it as a targa file with alpha channels enabled.

So select the whole image using CTRL A or under the selection tools select all, then copy CTRL C, then switch to the channels palette and add a new channel layer and then paste the image into the channel layer CTRL V, and select all again, CRTL A and now under the image tools menu under adjust choose the invert tool or use the shortcut CTRL I, switch back to the layer palette and save you file as a targa file TGA extension with alpha channels enabled and choose the 32 bit option.

So later on I will show you in Truespace the difference with these files but for now lets load up another file, this one is a picture of a plant that I took.

Let’s now create a mask for this so you will be able to paint a plane in Truespace using transparency and create the illusion of a real plant.

The objective here is to create a mask of the plant as accurately as we can, we can use a variety of selection tools here but for this we will use the magic wand tool with a tolerance of 32, click on the background, we have selected a fair amount of the background but let’s expand this more using the grow command a few times, Now we almost have all the background selected, but there are some areas that we need to remove or add to our selection. The easiest way is to use the paintbrush tool and enter quick mask here. Using the paintbrush with black as our foreground color we can add to our selection or white will erase from the selection. So let’s tweak the mask by painting selecting the X key will allow you to switch foreground and background colors and let’s just paint over the mask here and there until only the leaves are completely covered in red. You may need to change your brush size to get into the corners.

Ok for this tutorial this is fine, we could actually work on this until we have a perfect mask but you get the idea. Let’s exit quick mask. Now we have 2 options at this point we can paint the background solid black and in Truespace when we use the transparency map option anything black will be transparent but sometimes this isn’t practical, or we can leave the background and just save this file as a targa file again Let’s invert the selection here and save this mack, select alpha channels and save this as a 32 bit image, this means by the way 24-bit color for the RGB color image and 8 bit for the alpha mask.

Let’s stop here and continue in the next segment.

