2016/08/26 11:15 1/9 DDS Texture Export

DDS Texture Export

Overview

This tutorial will go through how to export a normalmap in the 3Dc format using the NVidia Texture
Tools.

The pretty much the same pattern can be used to export a diffuse, specular, etc texture, but normal
map has some extra stuff so using this in this tutorial.

Steps

1) You texture
Here is the texture that we want to export as a DDS.

D\ Warkh Previous\HPL_2\redis

2) Save as DSS
Choose DDS as the format you want to save in.

Frictional Game Wiki - https://wiki.frictionalgames.com/


http://code.google.com/p/nvidia-texture-tools/
http://code.google.com/p/nvidia-texture-tools/

Last update: 2013/01/08 15:29

hpl3:tutorials:texture_dds_export https://wiki.frictionalgames.com/hpl3/tutorials/texture_dds_export

ijeAs

Save in: J rockhox

I
el
Recent Places

Desktop o

=

Libraries

A
e

Computer

o~
Metwaork
File name:

Format:

Save Options
Save:

Color:

Thurnbnail

3) The Save dialog
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rockowall _nm.dds - [ Save ]
| D3D/DDS (.DDS) -] | [ Cancel |
[l As a Copy Annotations \

&lpha Channels Spot Colors

Layers Use DDS

Use Proof Setup:

Vorking CMYK

ICC Profile: sRGB IEC51966-2.1

Use Lower Case Extension

Choose the format at the upper left of the dialog. Here we will choose 3Dc, which is the normalmap
format the engine uses. For a color texture this would be DXT1 or DXT5.
Always make sure to generate the mipmaps when saving and make sure to have it set to “All”.
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MNVIDIA dds Format v8.23 =
I Save | Cancel |
The Format E= XY & bpp | Normal Map j
J MIP M ap Generation
2D Texture -
e
o - s Genera-te-MIF' maps m Always generate
MIP Map Filtering... | Sharpening... | Lize Existing MIP maps ___mipmapsl
" Ma MIP maps ]
Image Options... | Mormal Map Settings... |
Fading MIF maps... | wiite Config... | - -
20 Preview | 30 Preview |
Read Config...
% Refresh Preview | Presiess Ophions... |
Profiles
@ u.”\\_//l_“ n L :‘\ Set Profile Directony Save Profile
| x| LoadPioile
Comments to SDKFeedback{@nyidia. com <no profile loaded:

4) Mip map filers

The default box filter often gives subpar quality and the mipmaps, so good to choose something else
to use for all images. “Catrom” is used here but there are others that work fine too. If the image has a
lot of finer details it is worth to try a bit if it looks strange in-game.

MIP Map Generation Filtering Settings =]

|Catr|:|m j Filker Type

[ Gamma Comrect [

[amma % alue

1 Blur factor: =1 iz blurmy, <1 iz sharp

[ Overide Fiter's Default ‘Width
10 Filter ‘Width Owverride Walue

[ Alpha Modulate

5) Normalmap settings
This is specific for normal maps. Simply make sure that all boxes are unchecked.
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6) Check in the modelviewer
Once saved and exported, check so everything looks okay in the modelviewer. Having “keylight on

camera checked” makes it easier to see the normals and turning of shadows can remove some jitter
that the shadowing algorithm might produce.
Also make sure to turn off all texture except specular and normalmap to makes sure the normalmap

looks okay.
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AvgFrame: 6.622525 FF5: 150.959817 Avg: 6.644869

Texture memaory usage: 2213 kb / 2.2 Mb
Num of sounds: O

7) Loading normal map
This step and the next one is not really needed but might be good just to see it is generated properly!
First, when loading the texture make sure that you load the mipmaps aswell!

{* Load Using Default Sizes
" Convert Images to 8 hits

" Convert Images to 16 bits
~

[+ Load MIP maps

[+ Show this dialog

ModelView Toolbar I

Background:

| Black d

Model
[ show AAEB

UoeMdpD
CubeMapalpha
DetailNMap

Detail Diffuse
Translucency

Animation

[ show Skeleton Add anim |

Current Animation:

| =
Stop | Pause | Play |

Physics

[v Active [ Draw Debug

Accuracy: | High L

Body -

Mat: Default hd

Mass: 0 ﬂ
Eigins

[v Keylight on Camera |

|v Ambient lighting

[v ssa0

[v Bloom

[+ ToneMapping

AmbAmc 4| | ]

Light: K 3

_m_—t Shadows |

8) The loaded image
DO NOT SAVE THIS IMAGE!

Especially for normalmaps, the image you just loaded cannot be save.

You can see in the image that all mipmaps have been generated and you can also see that the Blue
channel contains (almost) no information (what is there is due to the compression technique used)!

|

i
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'@ rockwall_nrm.dds @ 100% (RGE/8)

Cubemap Export

Overview

This tutorial will go through downscaling and exporting of cubemaps to make sure that borders stay
correct.

Steps

1) Your texture

Place each of the cubemap sides on its own layer and place them after each other in a row. The
image width should be 6 times larger then the height. The sides should be placed in the following
order: Right, Left, Top, Bottom, Front, Back

2) Downscale the image

If your image is to large in size it is a good idea to downscale it. Place each side on its own layer.
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— Pixel Dimensions: 288,0K (was 1,13M)

Width: Percent

Height: 50 Percent -

| Auto...

— Document Size:

Only downscale
Width: 27,09 Centimeters

Height: 4,52 Centimeters

Besolution: 72 Pixels/Inch

by 50%, 25% efc

Scale Styles Make sure bilinear is selacted, otherwise

[¥] Constrain Proportions edges will bleed over
Resample Image:

Bilinear

3) Save the image

Select “Cube Map” as the image type and then follow the steps in the DDS Texture Export tutorial
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FNVIDIA dds Format (v@

DXT1 RGE 4 bpp | no alpha - Save | | Cancel |
MIF Map Generation
Cube Map v @ Generate MIF maps
[ MIF tap Filtering... ] [ Sharpening... ] () Use Existing MIP maps Al v
(71 Mo MIP maps
¢ Image Options... | [Nl:urmal Map Settings...]
Select Cube Map
[ Fading MIF maps... ] [ Wirike Config... ] [ 2D Frovion ] [ D Previen ]
Fead Config..
[ _ ] [ Refrezh Preview ] [ Preview Optionsz... ]

[7] 5ave Flipped Yertically

<S4 NVIDIA.

Commentz to SDEFeedbacki@nyidia.com <no profile loaded:

Prafiles

[ Set Prafile Directar ] Save Prafile

- Load Frafile

3) Set correct Wrap Mode

After setting the cube map to a material select ClampToEdge as the Wrap Mode. This will remove all
edges.
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[ Refraction [+ RefractionEdgeCheck | | R mals  Refr FrenselBlas  FrenselPow RimLightMul RimLightPow EI
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