Subject: Tut on Bump Mapping
Posted by Gen_Blacky on Sun, 27 Apr 2008 01:18:57 GMT

View Forum Message <> Reply to Message

Is there are tut on bump mapping to make thing shiny

Subject: Re: Tut on Bump Mapping
Posted by LRO1 on Sun, 27 Apr 2008 08:13:23 GMT

View Forum Message <> Reply to Message

Never found one, well | tryed some meself, if there is a tut, | really missed it

Subject: Re: Tut on Bump Mapping
Posted by Jerad2142 on Mon, 28 Apr 2008 13:50:20 GMT

View Forum Message <> Reply to Message

| threw this together really fast this morning, ignore its crappyness:

File Attachnents

1) pic.png, downl oaded 2866 ti nes

Page 1 of 4 ---- Generated from Command and Conquer: Renegade Official Foruns


http://renegadeforums.com/index.php?t=usrinfo&id=21615
http://renegadeforums.com/index.php?t=rview&th=28705&goto=327979#msg_327979
http://renegadeforums.com/index.php?t=post&reply_to=327979
http://renegadeforums.com/index.php?t=usrinfo&id=20921
http://renegadeforums.com/index.php?t=rview&th=28705&goto=328003#msg_328003
http://renegadeforums.com/index.php?t=post&reply_to=328003
http://renegadeforums.com/index.php?t=usrinfo&id=21300
http://renegadeforums.com/index.php?t=rview&th=28705&goto=328100#msg_328100
http://renegadeforums.com/index.php?t=post&reply_to=328100
http://renegadeforums.com/index.php?t=getfile&id=6502
http://renegadeforums.com/index.php

%p Renegade Material Editor

X %, Renegade Material Editor
—

v | Stage 1 Texture [Detail Texture]
kap #2 [water_reflect tgal

Publizh = Dizplay

Clamp ] Clamp Mo LOD
Framesz 1 “Rate: 150 = Laop
Pazz Hint:  Baze Testure

n Alpha Bitmap

i, Properties | 7. Pass 1 ‘. Properties | 7 Pass 1
co m LT - - = M g E
& ,,m' # ,,__ﬂ:;m:,-un .‘. g t & i #,. ___'___rt‘:.lnt,_;-_,._l'-!
HEGADE 3= P || S ENERADE &
. - - = J '- e
“'_f - ’ I' - &E} ' 14 *_f - .
Wertew Material | Shader | Testures _ Wertew Materal | Shader | Testures
: . LY Blend
stiere: [ Opacity: 1.0 2 -
: Translucency gg = Blend Mode: Dpaque n
Diffuse: - Shininess: 10 0=
= I¥ Cuztom
Spectlar Specular Ta Diffuse 3rel Ome n Dest Zem n
Emissiie v Wiite ZBuffer Alpha Test
Stage O Mapping Stage 1 Mapping
TP wis envionmer g THPE L [~ | e : : :
A . + Pri Gradient; Sec Gradient:
rgs: || Arga
- Defaclts Burmp-Errvirafg  Tisclie .
. Diepth Crnp: Detall Color: Lletal Bipha:
u FPaszz LEqual H Add H e I:
LY I = (i I =
= T .
%h Renegade Material Editor - S i
2
i Properties i Pazs ched
. coMmMArID 3 led
('t g ,.._.rf.:,:n*g-_,._n * a_' . ;
,*\" P T E A ibrary
;F' .-J-. p—GﬂE - #f i_,:? Iyztem
=rial
Wertes baterial | Shader | Textures - S”a :
v Stage 0 Texture .‘k Ol
kap #1 [bump_water.tga) Publizh  Dizplay L
Clampll  Clamp¥  NolOD '
Frames: 1 * Rate: 150 = Laop n
0/A100 ’ Pass Hirt Baze Testue  |h@  Alpha Bitmap

T __

iw

e nak
" | ot
'

FRULC g A



http://renegadeforums.com/index.php

Subject: Re: Tut on Bump Mapping
Posted by HeavyX101- Left on Mon, 28 Apr 2008 19:27:06 GMT

View Forum Message <> Reply to Message

what is the difference from original texturing and this kind of one

Subject: Re: Tut on Bump Mapping
Posted by Gen_Blacky on Mon, 28 Apr 2008 22:12:02 GMT

View Forum Message <> Reply to Message

Thank you Jerad

Subject: Re: Tut on Bump Mapping
Posted by Blazea58 on Tue, 29 Apr 2008 01:53:22 GMT

View Forum Message <> Reply to Message

There is many different ways to bump map for renegade. If you were going for water it would be
best with 2 passes so you can have the reflect also.

And if you want a decent effect without doing much, just hit M, use one pass like normally , get
your texture in display, then change the shader type to edge and in the arg box type:
UseReflect=True

and/or UPerSec= or VPerSec= if you wanted it to scroll a tiny bit.

Here i copied this from an old post i had, makes it easier so you dont gotta dig around for it.

First you need these 3 textures

Then make a plane, Press M and setup 2 passes, do the 2nd pass changes first, then when done
that apply the stage 1 texture and its settings.

BumpRotation=0.3
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Also if you have level edit i highly suggest you go into C:Program files/ Renegade Public Tools/
How to/ W3d tutorials/Content/Vertex Material. That will explain all the types of settings allowed
within renx and ren.
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