	CREATING CUSTOM TEXTURES FOR PGA2000
USING PHOTOSHOP 
By Martijn Hover 
I don’t know how many of you Course Designers use Photoshop, of course, but for those of you who do, I would like to share some of my experiences in designing textures for the Course Architect. I have found Photoshop to be a very useful program for this purpose. (You can also make nice 2D-objects with it, by the way.) 
Before starting of, let me explain that I really don’t know much at all about the pretty game of Golf. I have never played the real version myself, and I definitely stink at the computer game. 
I don’t believe, however, that one has to be a great golf player (p. c. or otherwise) to design a great looking golf course. One only has to remember Mark Twain’s quip about golf being ‘a good walk spoiled’, or words along those lines. 
For those of you who might be interested in my spoiled walks, I have uploaded one of my custom courses, ‘Autumn Leaves’ on this site. Maybe there’ll be more to follow. 
 
CHAPTER ONE 
Creating a basic texture  
So back to the topic of walks, sorry courses. Most golf courses, I have noticed on tv, try to convey a rural, or at least natural atmosphere. So you see lots of grass, scrubs, trees, sand and water –which are the basic elements of any natural landscape, really. The big disadvantage of computer generated textures that try to mimic these elements, is that they are basically 2-dimensional. So they tend to look rather flat. Most of the stock fairway textures that come with the game, for example, look rather more like the surface of a pool table than like real grass. The mow lines in fact often only make them look worse, in my opinion. However shortly mown, you should always be able to see something of the texture of the grass itself for a really realistic effect. 
Here’s an example of a fairway with the stock texture from one of the PGA2000 courses:  
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It looks nice enough, I guess, but it could be better. So what do you think of this one:  
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Personally I think this one has a much better ‘feel’ to it. It actually looks even better on-screen. It has more of the rugged look of  a surface with real grass on it, as opposed to a pool table.  
So here’s how I go about making a texture like this:  
First you try and find a picture of some grass, for example a real fairway. You can take it yourself or whatever. For this purpose I took part of a picture of a real golf course, where you got a view over the fairway with some golfers way in the background. Unfortunately I deleted the original photograph, but I hope you get the picture. 
Next I selected a little rectangle from the foreground that looked evenly lit (this is important for reasons I’ll explain later.) 
I copied that, created a new Photoshop file (if you have copied the selection first, it will automatically generate the right size) and pasted the copied image into that. 
It looked something like this:  
[image: image3]  
Next I created another new file, this time a square, about 400x400 pixels and copied and pasted the image into that again. Of course I now had room to spare. It looked like this: 
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(Don’t be put off by the weird words in the caption, it’s only Dutch.)  
As you Photoshop users know, I hope, the little gray rectangles mean that I set the background of the new file to ‘transparent’. 
I then pasted the copied image a few more times into the new picture, until I had enough to fill the entire space. Which I then proceeded to do, of course. Like so:  
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You may notice that the provisionary result shows some very repetitive elements, due to the fact that I put the same image next to each other again and again. ( I don’t believe that is correct English, grammar-wise, but I’ll assume you’ll know what I mean) 
Such repeating figures have to be avoided at all costs!!! 
The reason for this is obvious and it is for this very same reason that you must try to select part of a picture for your texture that’s evenly lit: 
The Architect uses the textures basically as tiles, little squares or rectangles that it uses to fill the land shape you’ve selected. But that is of course not at all the look we are aiming for as it gives us a very ‘unnatural’ feel. Light and dark patches only serve to accentuate this effect. 
Although the repeating pattern in the above picture is rather subtle, it would still show up as an annoyingly regular feature in the game. Here’s where we start to use the cloning stamp tool  (the little tool that looks like a stamp). 
As you may notice, the picture, of a little patch of grass with some dead strands in it, shows up like a pattern of green with some yellowish patches. For our present purpose I have decided to emphasize the green and blot out some of the yellow to create a less obvious pattern. (Of course I could have gone the other way around for a more ‘dried out’ effect.) 
I selected the cloning stamp tool, Alt+clicked  on a green spot with the brush setting to about 35 pixels with blurred edges and proceeded to cover some of the yellow spots with patches of green. This is the result 
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We now have out basic texture, which we can next adapt to our specific needs. We can use this very same texture for our fairway, green, fringe, rough. How, you may ask? That’s for the next chapter.
Chapter 2
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