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WHERE SHOULD THE DETAIL GO@ BUILD IT HOW YQOU LIKE. BUILD IT FAST!:
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WARNING!: NO 90" ANGLES: BEVEL THE HARD EDGES:

wide o

1) Detail 90’ from surfa

MULTIPLE OBJECT USAGE: GROUPING IN XSl

Al
\ J\‘ \_Tr
Hi-Res Train Model. All hard outer edges beveled. (mm —T1
e vt H_ DB
el Chrkshift+T 2K s it
g Camera_Root
ners) m ot
elect lel Edge: Looy D cube.
T cylinder
@ Folygon Mesh
todels onl I Kinematics
3 = I Visibil
me 1 I Z/mb/e:mgmwg
Ctrl+G. b (1227

B Geometry Approximation
19 Scene Materis) [Defoult ] (Scene Root)

1) Normal map texture receives  2) Normal map texture acquires u . . .
no detail in pixels. detail from angled edges. el Bring up the Exp
= U Il Ond you will see an ob
£ ‘Group’ af the bottom of
You may rename this howeve

you like.

The group function is essential

ROUND THE CURVES: hi resolution object from multipl

st Bl can also use it fo select all of t
Anything that needs to be rounded can be very round on the high poly e, also allows you fo hide/unhide

g group if you have selected it.
model. This helps the normal maps create a smoother look to a lower poly ‘ P

geometry.




Reduce or Scratch build?:

Observing Screenspace:

Matching High and Low Poly Models:

Basic Technique: - TN
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Where to use ite:

youc _
numbers to re
plete curved pane

‘Fig.3' shows some of the alphc
the entire curved side panel. Al
the end fo round them off.

‘Fig.4’ shows the end result in the game engihe. A
rounded than they actually are.

Alpha Test not Alpha Blend:

There is not reason to use Alpha Blended mode unless your graphic
needs to be transparent.

Alpha Blended textures will often sort badly and draw far slower than
Alpha tested materials.

So in summary: USE ALPHA TEST.

Fig.3 - Close up. Note flat polys in front of 8 sided cylinde




Basic UV Technique:

Unigue UV model building:

eep AIPNA OgcE c

.‘:: .oo“:... O Mapping O ave an dlpha te e ne O d

ﬂLl;ll_ EEHDDL
LT N sveooL Page: 8



Applying Ultimapper to the Low Poly Object:

File Edit Wiew [_Jlspay Hawok Window Help

Model —v)[®)—on v

Primitive
—

Material
=

—— - % -
Property 4 Texbure Projection 3

Create

Curve 4
=

Texture Map »

Color At Yertices Map
Render Map
Symmetry Map

User Data Map
Weight Map

Surf. Mesh
Poly. Mesh

Skeleton GATOR

it A Map Paint Taols

Text 4) Annokation

Modify Display
Polygon Cluster Visibility
Geometry Approximation
e Synoptic
Transform Setup

Component

Surf. Mesh
PTNormaltapper [u]
Poly. Mesh Ulkimapper
- TextProp

pe CustomColor

Model Tangent

CQwerride
Store in Override

Delete Crverride

Fig.1 - Ultimapper in Property menu.

LO PO
Property menu
(‘Fig.01")

olution Source:

Now you can open up the explore
Ultimapper instance. This will bring up

Look at the first section called ‘High Resolution Sou

it has a button called ‘Pick’. Click on this and select you

model. You can do this by clicking on the object in the sce

ing on the model name in the explorer. If your hires source is a grou
objects, then select the group from the explorer.

3) Select your Distance to Surface:

This is the distance that detail will be taken from the surface of your low
poly model. The greater the distance, the further that detail will be
baked from the hi poly version. This value should be kept the same for
your normal and ambient occlusion map creation.

For example, ‘Fig.4’ shows a blue polygon which is going to acquire
detail from the high resolution models above it. ‘Fig.5’ shows the normal
map texture created with a short distance to surface. Nofice that it
hasnt captured the disc above. In many cases this will be a good thing.

‘Fig.5’ shows the normal texture created with a larger distance to surface
value. It has captured the disc as well as the closer detail.

The default value is 0.1 and is a good figure to start with.

¢

Scene Root, | VYiew ,

All Except Params

G
B-K Scene_Root
& Camera_Raoot
B g lioht
&% Highot
&5 Lowol
o] @ Folygon Mesh
E-b Kinematics
- Visibility
- C | Ultimapper
H-gf Material [Defaultlio]
1-0  Ambient Lighting
-0 Digpiay
I Geometry Anpraximstion
.43 Texture_Support

K L @’, Q’_ X
0 @S] A waa sae ?
w Ultimapper

General | Advanced Preview Shader Tree

Generate ...
 High resolution source
Source

~Maps
Path

Prefix

Mormal in Tangent Space

Mormal in Model Space i normalhl

Ambient Occlusion | a

Material Tags matcalar
- Dptions

Resolution

Quality

Distanceto (0.1 |
surface

Depth range

Compute)

Fig.5 - Short Distance.




Select Output Filename:

Select ‘Normal in Tangent Space’:

~Maps
Path . startAmSourc

Prefiz

Marmal in Tangent Space : SeleCT OUTpUT QUO“TY
Mormal in Model Space

Abedo
I

g
Ambient Cocusion ; : ar

‘what
an re-render it
preferred setting.

Material Tags

~Dptions

Resolution
Quality
. Fig.3 - Output Options 01.
Select Output Resolution:

e fexture to be (‘Fig.4’). There are

u to use. If they do noft suit your needs, pick
en resize it in an art package. Forinstance, all the
are but your texture page might not be so you will

~Options

Quality

Dutput Options 02.

Normal Map Texture for Flak Gun.
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Generate Normal Map:

General | Advanced Preview Shader Tree
Gengrate e
Ultimapper will now
ress bar. This will fake a |

Ambient Occlusion. The fin
your high resolution model.

Cancel

Flak Gun with Normal map and plain white diffuse added.

Select Preview Shader Tree Tab:

o%0l. X
jautoy 41 ¥ Y [#)=]=] € Load Save; 7,

+ Ultimapper
General Advanced | Preyiew Shader Tree |

Switch to Direct X:

~ Generate Preview
Display ___ @#]] [¥) Hardware

Create Preview More presets
i B =

INow click on ‘Create Preview’ to see your object disp
X mode. This actually creates a real-time shader and applie
model with the generated normal map in the correct slof.

If you wish to go back to another view mode just select it in your

port as usual. If you wish o see it with normals working just select D
X for your viewport view mode.

_reakte Preview




Select ‘Ambient Occlusion’:

~Maps

Select Output Resolution:

e size as your Normal map
an choose a different size if
at you want to use the diffuse

Je map but let the normal map
ork.

~Options
Resolution

Quality

Fig.4 - Output Options 02.

OoLD SCHOOL

Select Output Filename:

e Qu_oli’ry you wish the Ambient Occlu-

map fo be rendered as (‘Fig.3’).

NOTE: uUse the lowest setting to test the results
of the ambient occlusion render. Ambient oc-
clusion rendering is much slower and intensive
on the processor than creating normal maps
but the lowest setting will speed it up consider-
ably. The result will be more grainy and aliased,
but you will get a good impression of how well it
has worked in a much shorter space of time. On
man made objects the grain it creates is often
usefull fo have anyway but for skin you may
want to render it later on a higher setting to get
a smoother result .

~Options
Resalution

Quality

Fig.3 - Oufput Options 01.
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Generate Ambient Occlusion Map:

General | Advanced Preview Shader Tree

Generate ... |
skl (Y

is will be a fairly
‘will slow your machine down.
proportianal to the complexity
r high resolution model. See ‘Select Out-
put Quality’ fo see how to make it faster.

Computing RenderMaps

Eantei

Ambient Occlusion map for Flak Gun with UV's. Rendered on Lowest Setting.




Apph
(*fig.A’). Now |
using it. (‘fig.B

Add the Ambient occlusion

nolean_pics b Image B-#

fotex
Phong

[7 llumination
BL_GRID_00_tgal b# | [Diffuse_testure @ i
o - diffuse
specular

<a
BL_GRID_D1_igale# | [Detall_texture bdr mental ray

e Teture

PDXRDynamicShader b4

BL_GRID_D1_tgaZ b-# | [Specular_map B#

#Tenture

BL_GRID_DZ_tgal b-#

Material B

ol con_pis3 B#

BL_GRID_0D_iga1 b#

BL_GRID_D1_lgaz b

BL_GRID_02_lga1 b

Image  P#

latex

Diffuse_texture b#

laTexture

M
Fheng B

(7 llumination

specular

Spacular_map be.
loTesturs

E]
mentl ray.

Wateial B

Lowd1_amboce_tga -# Diffuse_texture =4

@ Tenturs

7 lllummination hiaterial [

& ambiert

@ diffuse & Surface

& specular & Shadow

Fig.C - Ambie

Add the same Ambient occlusion map o the specular channel.
This is a temporary measure but will help you see what you have creo

Diffuse_texture

@ Texturs

Low01_ambocc tga o

Specular_map ~#

@ Texturs

Now place yo

S

Hormal_map f~#

Lowdq_narmal_tga =

@ Teature

Material

diffuse @ Surface

=pecular @ Shadow
@ Photon
# FealTime

mertal @Ay

FLxDynamicShader =4

Fig.D - Ambient Occlusion map also added to Specular.

al texture in the Normal Map slot. (‘fig.E’)

Fig.E - Normal map texture placed in slot.

o%0ol. x

auto 4 [&]=]>] € vLoad

PDXDynamicShader Diffuse_texture Specular_map
Normal_map | PDXPset_CommonShader
» PDXPset_CommonShader

Texture Inputs
Tex0 - Diffuse texture

Texl - Detall texture
Tex2 - Specular map

Tex3 - Mormal map

Specular

Save, 7

specular power (16

Diffuse color

O specular
inkensit:

(025

Switch to Direct X Viewing Mode:

Diffuse intensity (1

Specular colar D RE
G
B

Specular

inkensity
Lighting.

Debughiew
double-sided

m]
(m]
O Translucency
@
(@]
@]

Post Pracess

Fig.F - PDXPSet_CommonShader.




Wheel Building Technique: Drawing the Alpha:

op as this will become the
a channel on (‘Fig.6’).

wheel it is helpful to create a layer set in Photo-
a'. Inside that set create a new layer that is filled with solid
op of that layer create a new blank layer. (‘Fig.5’)

he new blank layer inside the Alpha set is where we will draw the alpha
channel in white. Turn down the opacity of the entire set and you will be able
to see the Ambient Occlusion texture below. (‘Fig.7’) Now you can draw the
opaque section directly over the main texture. You could use as many layers
inside the Alpha set as you feel neccesary.

Now make the alpha set opacity 100% again and flatten the image. (‘Fig.8’)
Copy the entire page with Ctrl+C and then undo the flatten step so that your
layers are back.

Finally paste the clipboard into the Aloha Channel to create the alpha. Hide
the Alpha set and save the image as a TGA.

Fig.4 -Result in Game Engine.

Fig.5 -Alpha Layer Set.

e =5 Fig.6 -Ambocc Map. Fig.7 -Alpha Set Fade.  Fig.8 -Alpha Layer.

= 7 [ |fipha J 3
G ‘
= Layer 4 :
-] ;
| . = ‘ @ @
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' Photoshop Technique:
If you have createc

starting with a Backgrounc
set which can now be hiddel

You should now duplicate the background layer ab
layer ‘Ambient Occlusion’ and set it's Blending mode fo *

Now fill the original background layer with solid black. (‘Fig.C’)

Add a new layer in between the background (black) layer and the ambient occlusion
layer. This will now become your base colour so name it appropriately. Fill it with your main
colour of choice. (‘Fig.C’) You will see that the shading from the ambient occlusion layer is

working on top of your new base coat. (‘Fig.C1’)

Add another layer above the base colour layer and use this to add secondary base coats
to other areas of the texture page. Ifs shown as Secondary Colour in the image. (‘Fig.D +

Fig.D1’)

Now you can add detail layers with different blending modes in the same way you would

normally create a texture page. (‘Fig.E’)

Layers %, Channels %, Paths

TR — |  ©pacity
Lock: [ 7+ @ Fill

Hormal ~] Opacity:
Fill

Mormal =1 opacity
Lock: [] 7+ @ Fil: [100% [+ ]
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intere

on one sid

as it is a double

are viewing on the da

you will be able to see a

the rear side of the polygon rece
light.

The opposite happens from the other direc-
tion as you see the dark rear side of the
opposite polygon. This creates the illusion of
thickness to a flat set of polys.
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