	Custom Textures-A Paint Shop Pro Tutorial
By David Lurty (ancient46)

This tutorial is aimed at people who have a little experience with graphics programs. The key to making this tutorial work for you is experimentation and a lot of trial and error. Use this method as a starting point to develop your own style of textures. The game will teach you what color patterns make a good looking texture. Be prepared for some ugly results at first, mine sure were. 

The first thing you need to do is collect pictures of grass and pictures of golf courses. You will be using these pictures to make a texture layer for your finished texture set and color backgrounds.

The Background Color Layer
Open a new 512 x512 32 bit color image from the file menu and paint the image with the colors you want you for your texture. What? You say you are no artist! Well that is why we collected those golf course pictures! Open up the pictures that have the colors you want and cut and paste them onto the new image in a random pattern. When you have covered the window, go to the selection menu and use “select none”. Open the Effects menu and select Gaussian Blur. Keep increasing the radius number until all trace of texture is gone and he color mix looks good to you. Use the tools in the color menu to adjust it to your liking. Save as a bitmap in a folder and check the way it tiles by using the bitmap as wallpaper and fix any problems.

One of my backgrounds.
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The Texture Layer
All we are going for here is a layer to simulate blades of grass, color or any other factor is not important. Select the pictures you want to use to make the grass blades and open them in PSP. Open a new 512 x512 32 bit color image from the file menu. Cut and paste onto the new image pieces of the pictures in a random manner, trying to avoid an obvious pattern. Make patterns for the fairway, green and weed rough When have filled the windows, go to the Colors menu and select Grey Scale to get a black and white image and save each bitmap with the texture name.

My Fairway Texture Layer



The Mow Line Layer
Create light and dark bands on a 512 x 512 new image with the number of lines you want. For Diagonal lines make sure they tile right by testing them as windows wall paper. I have a set of mow line templates that can be downloaded.

Fairway Tricut Template
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Layering
Now that we have all the necessary pieces we will now build a texture. Open the background, texture and mow line bitmaps. Bring up the Layer Palette by hitting the L key and select the texture bitmap. From the Selections menu use “Select All” then from the edit menu use “Copy”(Ctrl C). Select the background bitmap and from the edit menu use “Paste” “As a New Layer”(Ctrl L). Repeat the process for the mow line bitmap if you are using one. 

Go to the Layer Palette and right click on the box that says normal for a layer and change this to overlay for each of the layers. Now use the sliders to adjust the opacity of the layers to levels that look right to you.

My New Texture
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All that is left is to merge the layers reduce the color depth and save it as a bitmap. From the Layers menu select “Merge” “Merge All” then from the Colors menu select “Decrease Color Depth” “256 Colors(8 bit)”. Inside the dialogue box select “Optimize Octree” “Error Diffusion” and “Reduce Color Bleeding” then hit OK. Save the file as a bitmap and see how it looks in the game. Some color shifting, saturation  adjustment and brightness level may be needed to make it look right in the game.
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