Texture Generator Manual








1.0) What Is It?


The Texture Generator (TG) is the tool which converts basic 64x64 textures into seemless tiles which will be used by the scenario editor to generate the landscape textures.





1.1) Tutorial


Step 1: Start TextGen. Load a textureset (in Editdirs\TexGnDat\GrndTex)


Step 2: Set the dial to 6 (the number of groundtextures in the first row of the image)


Step 2.1: Hit Select and a window appears. Here you define the possible "combinations", ie. which tile can be in the neighborhood of another. Click on each which you want to combine. A mask will appear, hit consecutively for 3 different masks.


Step 2.2: Generate the tiles


Step 3: Save the Set and the generator will calculate all intermediats and mipmaps. Done.





1.2) Textures In Detail


The textures used need to be a single image 1024x1024 in size divided in 64x64 tiles. The first "row" of tiles are used for the landscape textures. The first one needs to be blank (thus limiting the textures to 15). Below this row 2 identical ones will be used for variations, ie. that the whole tile will randomize between its variations to make the landscape more natural.


Below those 3 groundtiles all other textures will follow like roads, rivers and such. To load a texture image use the "Load Bitmap" button. Make sure all textures are stored into the GrndTex directory for better organization.


For helpmarks or guidelines the top right pixel in the file defines a color which will be ignored by TG. So if you set this pixel to a specific yellow and use this yellow for boxes, lines or marks they ill disappear in the final files.





1.3) Selectionsets in Detail


When a textureset is loaded you need to define masks for each adjacent textures that theprogram knows how you want it to create the intermediate texture. A farmfield for example needs a sharper mask than you would assign to grass and field textures.


The selection window allows to select one mask of possible three to be used for each combination of textures. You must define a mask for each texture which possible is adjacent to oneanother. Also make sure that textures close to each other on the surface are defined as well.


Example: you have made one grass texture, one sand (for hills) and one rock (for mountains). You need to define a mask for all three between each other because its quite possible to have grass adjacent to a mountain.


The three masks used are called mask0.bmp, mask1.bmp and mask3.bmp and are ready for modification. Use the provided ones as examples only (mask0 is best for all major groundtiles).





Note on memory: Of course its easy to select a mask for all textures in the selection window. The problem here is memory: each mask you define generates additional 64x64 textures. The value given in the c"ombination" field is a guide how many of thos textures will be generated. 1500 cokbinations would mean 6 MB of groundtextures. We have implemented a packing algorithm which reduves identical parts of each texture but please prevent uneccessary combination. example: A farmfield makes sense to be combined with all level gorindtextures, but a framfield will never be in a mountainrange, so this combination can be set to black.


Use the "Generate" button to generate the masked textures.





1.4) Sets In Detail


When saving the set you will notice that mip maps are generated as well. Depending on version either alchemy will be used or an implemented algorithm. For the final mip maps Photoshop will be used. Note that you can change the sets at any time and replace them on top of a landscape without changing the scenario content. The only changes lost in this way are textures you modified by yourself on the landscape like farmfields.





