	CHAPTER TWO
By Martijn Hover
Adding ‘texture’ to our texture  
Although the picture we ended up with in the first chapter looked nice enough, it would still show up rather ‘flat’ in the game. And whilst walking along a golf course, of course, one should feel the urge to take one’s shoes off to actually feel the cool grass.  In this chapter we’ll try and add some ‘texture’ to our textures, so to speak.  
For this purpose we create yet another new Photoshop file, a blank one this time, say 400x400 pixels at 72 resolution. Next we set the foreground color selection tool to a color that we like. Personally I like grass that’s pretty dark, because I come from a wet country where the lawns are usually well watered. 
I next use the little bucket tool to fill the entire picture with the color I’ve selected. 
So here goes:  

       Looks rather dull, doesn’t it? 
So here’s how I start to manipulate this totally flat surface into something a bit more textural. 
Photoshop has a very nice feature for this purpose which is called the ‘texturizer’ and which you can find under the ‘Filter’ tab under either ‘structure’ or ‘texture’ (I’m not quite sure which, as my p. c. insists on speaking Dutch to me. Anyway, you should be able to find it.) 
Next, select ‘Texturizer’, which should give you a few options. Select ‘Sandstone’ and play with the sliders until you find a texture you like. For example:  
[image: image1]
I set ‘scale’ to 100% and ‘relief’ to 16 for this effect.  It may not look like real grass as it is, but it already gives a surprisingly realistic effect if used in the Architect like this. We can improve it considerably, however, by combining this image with the one we created in Chapter One. 
So I return to that one, select ‘ All’, and copy and paste it into the image I just made. Next I select ‘Layers’, ‘Layer Options’ and start fooling around with the percentage. With the setting at 75% I got this result, which I found quite pleasing for a fairway effect:  
[image: image2]
       By putting the percentage slightly higher (85% or so) you can generate the effect of a more closely mown surface, like a green, and with the percentages set lower you get more of a ‘rough’ feel. 
You can of course edit this image even further by using either the ‘Color Balance’ or ‘Variations’option for changing the overall color, or by using the ‘ Contrast’ tool to create more or less, well, contrast, I guess. 
To use in the Architect, select ‘Mode’, ‘Index Color’ and Photoshop will automatically change it into an 8-bit BMP which the Library Creator can use. 
When I did, the end result, when I used it for a general background texture, showed up in the Architect something like this (I have to add that these screen shots don’t really do the textures much justice):  
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Now wasn’t that simple? 
In the final chapter I’ll go into adding mow lines (also dead easy) and some other extremely simple ways to create nice textures. 
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