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Part Two: Fixing the UVW's to The Mesh

In this part, we will be fixing the UVW to the mesh. The UVW are the corresponding coordinates of the polygons of 
the mesh in the 2 Dimensional area of the texture. Although you can move the UVW points on the texture you will 
not affect the polygons in the geometry. This is the first stumbling block in understanding texturing -- how you 
convert 3D into 2D. Think of it like the skin on a 3-dimensional object which uses the same number of fixing points 
but the fixing points themselves can be moved around the surface. If you already find it difficult to grasp this 
concept, do first the little tutorial in the Tutorial Manual of Bodypaint called Texturing a Cube and then come 
back.

In the Material manager create a new material (01). Double click on the name new and change it to Texture. 
Make sure that only the Color (02)channel is activated and close the Material manager.

01

02

Drag the material from the Material manager and drop it on the mesh making sure you don't drop it on the 
Hypernurb(03).

In the Texture panel that comes up choose Spherical Projection and disable the default Tile option (04). If you 
don't the textured will be tiled on your mesh as opposed to constrained to the polygons you select. Leave the rest of 
the settings as they are.

In the Object manager if you have a UVW coordinates tag, the checkered tag on (03), delete it. This fixes your 
UVW which might be from a previous geometry. A point that is not very well documented in Bodypaint and which 
can lead to confusion.
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From the Layer manager go to Channels, choose Color and load the New Texture panel (05). Here you can 
choose a new texture or load one from the disk. Choose New Texture (06). Leave the rest of the settings as they
are and hit OK.

05
06

As soon as you hit OK you will see some changes in the Layer manager (07). On the left you will see a thumbnail 
for the Color texture, while on the right you will see a thumbnail for all the layers in that texture. If you had more 
textures loaded in other channels, like a Bump Texture for example you would be able to see it under the Color 
Texture. Double clicking on the Texture name loads it in the Texture view, while clicking on any layer makes it 
active.

07

In the Texture view go to Tools, Show UV mesh and you will see the unwrapped UV mesh in the Texture view (08)

08
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You will probably see that the unwrapped mesh is not very well laid out (08). You can fix that by using the Texture 
tool (09) and moving the sphere to a better position with the Move tool. The UV mesh will change interactively in 
the Texture view (10).

You can use the Move, Scale, Rotate tools from the main View to adjust the texture in the Texture View

09
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For this tutorial we will only use the face because otherwise I would have to write a whole book on the subject, 
which might not be such a bad idea... Anyway, once you are happy with the way your mesh is laid out, go to the 
Object manager click on texture and hit Generate UV coordinates (11).

This should give you a UV coordinates tag, which means that now your texture is fixed on the geometry. So you 
can move the points and polys around and the texture will follow like a skin.

Now you should be able to see a few changes in the Texture view. First the mesh should turn blue which means 
that you can now manipulate it, and the tools in the Texture view on the right should turn from gray (13) to 
colored. This also means that the tools have become active and you can use them. Until you have UV 
coordinates you can't use the tools or manipulate the UV mesh.

11
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In the Texture view using the Select UV tool, 5th from the Bottom (14) select all the polygons of the face (15). 
Make sure you are in polygon mode in the main view also so that you can see your selection in the 3D View (16).

15 16
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Now on the Texture view hit Edit, Invert All to select the head polys and then move them out of the texture area
(17). Then using the move UV and the scale non uniform tool try to fit the mesh in the texture area, making sure
that you scale it broader than it was, like (18)

17
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When you are happy go on the main Menu and from Painter choose Functions, Outline Polygons (19). Make 
sure that your foreground color is set to white in the Color Settings panel and your brush size is set to 1 pixel in 
the Brush Settings panel.

This is how your texture would wrap around your mesh (20). As you can see around the nose and eyes the texture 
is stretched out because the nose and eyes being perpendicular to the screen at some angles, occupy the same 
pixels. Don't worry though, this can be easily fixed. This is what we are going to do in the next part of the tutorial.
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If you have questions, be sure and ask them in the Cinema 4D forum at Creativecow.net

 

Find other articles at Creativecow.net if you found this page from a direct link.  

This forum mechanism is a custom developed database system and is ©2001-©2006 by CreativeCow.net. All rights are reserved. 

[Top of Page]

http://www.creativecow.net/show.php?page=/articles/labelle_jannis/text..


This document was created with Win2PDF available at http://www.win2pdf.com.
The unregistered version of Win2PDF is for evaluation or non-commercial use only.

http://www.win2pdf.com

