	Library 102 Textures

By James Alton aka Seppie

Textures are done a little differently then objects, but are the same format. (8-bit .bmp) To start off you open your library creator and click on new, click on textures, click add go to folder you have saved your textures in and click on one you want to add then click open. Your screen should look like this,
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Then double click on the texture and another screen will pop up, this is where you set the texture properties. This is what it should look like, and this is how I set the properties for my Lrough. Some people might do it differently.



I highlighted the places I set for my Lrough I made it droppable. (If you were doing a water texture there is a place to check for reflective water mask on this screen) Then click on the button that says ball behavior and another screen will pop up, called ball properties. This is where you set the properties up to how the ball is displayed on your screen after each shot is made. With rough textures you will have to set the lie for short, medium, and deep rough. Also the ball behavior coefficients and sound the ball makes when hitting the ground in the game. When changing the lie indicators you might have to find them the first time, they are in the sierra folder and within the library bitmaps folder. From there you will see the bitmap for each lie you will need for your textures. A few other changes can be made here but I don’t mess with them like Impact with club, ground collision, transition from bounce to roll, and pure rolling. Here is what the screen should look like for your fist change, which is light rough. (Also there is no sound for rough so I just use green)
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If you notice there are tabs at the top for medium and deep rough you will have to click on each one and change them as well to match the lie for each tab. There is a lie indicator for each one, along with a lie for all the textures you will need to use in your library. Not all textures have this many to change but this shows you how to do it for one that does. Now sand has 4 different tabs to go through, light, medium, deep, and buried. Hope this helps you with the basics.
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