Normalmapping a model

Created by Zefor
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Step 1:

Open your texture in Photoshop
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Step 2:

Right click the image header and choose “Duplicate”
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Step 3:

Click on an image then choose “select” “all” from the menu.
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Step 4:

Now click on “Edit” “copy”.
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Step 5:

In the bottom right, select the “channels” tab and click the arrow located to the right of the “Paths” tab and select “New Channel”
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Step 6:

The name of the channel will already be “Alpha 1”. Don’t change it, simply click “OK” button here.
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Step 7:

Your image should now turn white while the “alpha 1” channel is selected.
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Step 8:

Now click on “Edit” again and this time choose “paste”.
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Step 9:

You now have a grayscale image, which is your alpha channel for your model. How this works is the brighter your whites, the more “shine” your model will have when reacting to light.
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EXTRA STEP:

 If you want a really shiny model select “image” and “Adjustments” then “Brightness/Contrast”. Move the “contrast” slider to the right to make your whites whiter (for extra shine).

Step 10:
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Step 11:

Again in your channels box (located bottom right of the screen) click on RGB to change your image back.
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Step 12:

Click “File” “save as” and make sure format is set to “.TGA” and have the “Alpha Channels” checkbox checked.
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STEP 13:

Make sure there is a dot in the 32 bits/pixel circle and click ok.
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STEP 14:

Select “Filter” “NVIDIA Tools” “NormalMapFilter”

Find it here: http://developer.nvidia.com/object/photoshop_dds_plugins.html
Its at the bottom of the web page.
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STEP 15:

I have an ATI graphics card, in the picture above in “Dynamic Preview” the normal map bumps point in. If you check “invert X and Invert Y” in “Height Generation” the bumps will stick out HOWEVER with my card, in GameStudio the bumps are reversed.  You may have to play with this. Make sure you have “Average RGB” selected in “Height Source” and nothing under “Alternate Conversions”

[image: image16.jpg]1€ Adobe Photoshop,

dow Help

'Start. | | esceamtshenPra | 16 Adobe photoshop &) asiem




STEP 16:

Now that normal map is created, you may save it as a “.TGA” in 24 bit/pixel, or you may continue to create a parallax heightmap if your shader supports it. Duplicate your normalmap like in step 2.
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STEP 17

Select “Filter” “NVIDIA Tools” “NormalMapFilter” again.
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STEP 18 

You need to select “invert X and Invert Y” and also select “Convert to Height” under the “Alternate Conversions” Repeat steps 3 – 9 and save as 24 bit/pixel .TGA

(sorry, had to use different image)

DONE WITH PHOTOSHOP NOW OPEN WED!
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STEP 19:

Open your model (already uvmaped) in the Skin Editor. Import the 1st .tga file you saved (the 32 bit/pixel with the grayscale alpha).
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STEP 20:

You should see a textured model.
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STEP 21:

Select “edit” “Add New Skin”
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STEP 22:

“After Last Skin” press “OK”
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STEP 23:

Press the button with the box and the arrow pointing down. You want the bottom to say “#2 from 2”
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While in the “#2 from 2” import your normal map (the 24 bit/pixel .tga)

Press the box with the arrow up key to change back to “#1 from 2”

Save you model!

                                                        Congrats!
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Here is an image of a cave with a few models mapped using this technique and running in sphere.
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