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Exercise 5: Basic Texture Application

Objectives:

· Loading textures

· Applying textures

· Replacing textures

Loading Textures

Create a new file.

Create a cube object approx 2mx2m

Open Texture area from the control panel right click and select open; 

Here is an example of a loaded texture palette (located under the “Textures” tab)
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Applying textures

Open up your grid control window and choose a polygon you would like to texture.

Go to your texture window and click on a texture, Drag and drop the texture onto the polygon. A dialogue box will appear allowing you to choose application method. (Apply planar, Apply cubic etc)
Apply/cubic. You will see the texture on the polygon; notice how it repeats depending on how large you have set the grid spacing 

See the following example of a cube inserted with a texture by drag-drop (Apply cubic).
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Now Apply/planar the next texture to another polygon; this will place the texture on a flat polygon with the repeats the same size as the grid spacing. The orientation of the grid will effect how it will apply. You can manipulate the texture from the translation dialogue box that will appear with this function
Apply/to one polygon will fill the whole polygon with the texture regardless of the grid size:
An option will appear in the top tool bar for you to select the way you wish the texture to tile. 

Now select the entire cube and Apply/cubic; this will apply the texture to all the polygons evenly using the grid spacing for the repeats. It is not necessary to worry about the grid orientation with this function.

You will need to have the whole cube selected
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Create a cylinder insert below/cylinder.
We will now texture it. Select the middle faces and Apply/Cylindrical;
 Remember to select all the middle polygons, its easier to turn on show back sides in the control window and then select.
The texture will wrap itself around the shape and you will have options for the repeats at the top of the graphics toolbar. Have a go at altering these and watch the texture update.

Replacing textures

You can place a texture and then replace it with another one. 

Right click Replace replaces the texture in the texture window, keeping the original position. Remember that the texture in place on a polygon is referencing from that one in the palette, so these polygons will have their textures updated. If you delete or move the texture in the palette, the corresponding textures in the graphics view will be updated. You would use this option if, for example, you wanted a different shade with a particular texture, throughout the model.

Try to replace your brick texture with the rock_01.rgb texture and watch it change

*It’s also important to remember that the texture you have loaded into TUCAN is referencing an external file. If you move this file outside TUCAN to another location or if the texture filename is changed, your database will no longer be able to reference that texture. 

If you lose your textures because you have moved them (which can often happen), right click Locate missing and find their new location; this should redirect TUCAN and hopefully they should all reappear in the texture palette.

Remember to delete all unused textures when you have finished a model to save confusion and create a tidy database right click delete unused
Right click on selected polygon and go to edit/find texture it will now be highlighted in the palette
If you tick on the mask with material or texture in the top tool bar, do a fence select on your model all the polygons with the current material or texture will only be selected.

This is a useful function for a large database.
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