	Creating Custom Textures and Objects using Photoshop 7
By Terry Grayson 
Texturing: Making your first Texture : You will create the rest from this ! 
First off I always choose a nice base texture to start with.  Choose a nice rough such as the weedrough from Coos, or one from Woodford Park.
Within the architect program zoom in just enough to where it looks close enough without being able to see each pixel. you don't want a blurry picture to start with.
Okay when I have zoomed in, hit print screen on your keyboard.  No go open Photoshop 7 if you have not already.
Upper left hand corner click on FILE and then NEW: The new box will appear  Just make sure that transparent is checked in the Contents area and click OK.
This will bring up a Window with a white and gray checkerboard pattern.  Now just click on EDIT and then PASTE
Now you have the window from the print screen function in front of you.  On the tool bar on the left click on the  Tab that is a broken up rectangle on the upper left hand side (rectangular marquee tool)  Now move over to the rough and make a large square with this tool around an area ONLY getting the rough pattern in it.  Go up to Edit and then click COPY.
Go up to FILE and then NEW again and when you get the box, again make sure the bottom "transparent " is checked .
This time under the preset sizes make the width 400 pixels and the height 400 pixels.  Then click OK.  After clicking OK another box will come up same as before with the white and gray checkerboard pattern.
Click on EDIT and then PASTE. This fills up this box with your first rough texture.  At this point you can go up to IMAGE and then ADJUSTMENTS and play with the lightness or color to get what you want.
This first texture is going to be your weedrough texture.  Get it how you want it color wise and everything and get ready to save.  To be able to use this texture in the library creator it has to be an 8 bit file saved in bmp format.  Here is how to save this .
First you have to change this file from RGB Color to INDEXED to make it work. Go up to IMAGE and then MODE and you will  see that RGB is checked. Click on INDEXED and a small window will pop up (indexed color) Just CLICK OK. Now go to File and SAVE AS and then save it under whatever folder you want too.  On the FORMAT save as a BMP....It is ready to be used in the library creator as a bmp 8 bit file. 
Using PIXEL REDUCTION to make the rest of your Textures:
Now you are ready to make the rest of your textures.  I am starting from weedrough and going backwards..easier to do it this way.
Actually here is the order I make the textures : weedrough, rough, First Cut, Fairway, fairway (mow lines) ,Green, fringe, Tee
Anyway here we go again.
THESE NEXT STEPS YOU WILL FOLLOW FOR EACH ADDITIONAL TEXTURE 
You will now make the rough texture: First off in PHOTOSHOP go up to FILE and then OPEN, navigate to the folder that you have saved your WEEDROUGH texture into and click OPEN...Now you have to change this from INDEXED back to RGB Color to work with it.  Do the same as before, go up to IMAGE then MODE and click on RGB.  Easy wasn't it?
Now you have the Weedrough texture in front of you ,and now it is time to make the rough.  Click on SELECT and then ALL, this highlights the weedrough texture.  Then Click on EDIT and COPY.
Now go to FILE and then NEW and when the window pops up change the Width to 800 pixels and the Height to 800 pixels.  Click OK
This brings up another gray and white checkerboard box.  Now go up to EDIT and click PASTE.  This pastes the weedrough into this large  box.  Now on the tool bar to the left right beside the rectangular marquee tool there is the MOVE TOOL ...Click on this tool.
Now move over into the box and drag the square rough texture up to the top left corner, You will find that it kind of snaps into place at the top.  Now Click on EDIT and PASTE again and do the same thing on the top right...Do this two more times and fill this box 4 times with the Weedrough texture.....NOW here comes pixel reduction.
Go up to IMAGE and then IMAGE SIZE.  Make the width 400 pixels and if constrain proportions is checked at the bottom then the height will automatically change to 400.At the bottom  make sure RESAMPLE IMAGE is checked as well.  On the drop down box to the right of this click on NEAREST NEIGHBOR. NOW click on OK...This shrinks the box back down to 400 X 400 and it looks like the grass has been mown somewhat.
Now I usually do this next step.  BUT YOU DON'T HAVE TO....I change this new box to INDEXED to flatten all the layers, and then  immediately change it back to RGB.  ON the tool bar on the left I click on the CLONE STAMP TOOL which is 4 spaces below the RECTANGULAR MARQUEE TOOL....Now in the box that you just shrunk if there are any visible lines or anything move this tool  over the rough ANYWHERE u want too and click ALT ....And then you can clone areas within the rough to make it blend better if there are any seams...If your tool is very small  up at the top under LAYER you can change the size of it .
Ok if you decided to do the clone tool here is the next step...Go up to IMAGE and then ADJUSTMENTS and then click on  
BRIGHTNESS/CONTRAST.  On the brightness thingy brighten this texture to about 10 ....This is how I normally do it and did it this way on HILLBILLY textures.  Click OK.  If you wanted too you next could click on FILTER and then BLUR and blur this some, but it is not necessary.
Ok now you have a rough texture. Now Click on IMAGE then MODE and change it to INDEXED again.  Go to FILE then SAVE AS and name this ROUGH and save as a BMP.
NOW you have a Weedrough and a rough.
Next make the First Cut using the same Pixel reduction method using all steps the SAME exact way...Then make the FW the same way then the green then fringe.....EACH TIME do all the steps with the pixel reduction method and each time it will look like the grass as been mown more and more...But do the textures in ORDER by the list I gave you and ALSO lighten each texture by about 10 for each one. 
I hope this helps with texturing...Now move on to OBJECTS....really simple.
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