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New Texture Mapping: Mat
) Metallic Orange #1 =] l

HyperShot 1.8 introduces a new atel Type rtac Pt B _
method for applying textures to - —'j — Click _Map e the
your model. You can now add a T ;1 m‘appmg properties
diffuse texture to any of the —— [ window

H Metal samples ]15_:]
opaque materials. . —

& ‘ ok |

e Mapping Mapping Properties

- Click “..." to open an image
file as the diffuse texture

You are no longer stuck with the
projection or UV coordinates that
came from the modeling soft-

ware. You can now choose o use o '_gi

the default UV coordinates, e S - Click here to choose the
planar on the .Y or Z, box, cylin- = ' mapping projection that
drical or spherical mapping pro- works best for your model

jection.
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.-'l:\‘\ (:i | I_l 'St .‘H:r U I | e _.‘. LL Ll l_E?‘S: Texture (Rosewood new #5) =]

i : ) Texture ﬁm ‘_]

Using the tile, shift and angle e o
) ) Shift u lo—'j
optiosns you can easily change L=

the size, position and rotation of r—i

your textures. —

Repest v
Praojection !Elox tdap vl
ok ]

Texture [Rozewood new #5) ]

Texture i CihDocuments and Set || .

Use Texture v
Shift u 0 j
st v o A—{

- Scale u 25 ﬂ
gScaIe ¥ 25 ij
;&ngle | o ] ij

Repest v
Projection iElox hap vl
ok ‘
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-"I:\"\ (_il I_l IST. .‘T}:' U I' T“EJ .-‘. LL U l-{‘?‘S: Texture [Rozewood new #5) <]
i : ) Texture m ‘_]

Using the tile, shift and angle v
. ) Shiftu C=
optiosns you can easily change | C—

the size, position and rotation of _]]—; i

your textures. e I ;i

Repest
Projection lElox dap -
ok ]

Texture [Rozewood new #5) ]

Testure | C:Documents and Set| .. |
Lise Testure I
Shift u lo—'j
shift v [o =
Scaleu l-z_‘:j
| Scale v r§|—j
angle o :j

Repeat i~
Praojection !Elox tdap vl
ok ]
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: ,-‘\ LL U l-"_:'S: Texture [Rosewood new #5] ]

Texture 1 CrhDocuments and Sed || .

Using the tile, shift and angle o
) ) it u ]D—j
optiosns you can easily change C—
the size, position and rotation of Lo —

your textures. i P

Adjust Your

Repest
Projection lElox Map v]
Ok I

Texture [Rozewood new #5) ]

Texture m __]
AR I
Shittu ]s|_‘j
| Shit v ﬁ—j
.Scale u ] 1 ii
Scale v ]1—‘ﬂ
Angle ]D—‘ﬂ

Repest v
Praojection iElox Map v]
Ok J
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!:‘: {:' i. l‘I .I[.E" \F’C'U ' TE‘ \‘\1. I_I i“’.:-' S‘ Texture [Rozewood new #5) <]
i : ) Texture m ‘_]

Using the angle option in the v
) ) Shiftu C=
mapping properties you are able -

to rotate your texture to any =

degree il |
Projection Wﬂ
ok ]

Texture [Rozewood new #5) ]

Texture m __]
Uze Texture 7
Shift u ]o—‘j
Shift v TE"—‘j
Scale u ]1_‘ﬂ
Sede v |
Angle ]45|—‘ﬂ

“Repest i
Praojection iElox hdap -
ok 1
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Applying Decals:
) . ., ) ) Teﬂuremj
Disable the “repeat” option in i
i ) Shift u ]—og—j
the mapping properties to create (o5

a decal on the surface of your e o i

mU del Angle ] 1 0 ﬂ
: Repeat v

Projection |Box Map i)

Ok J

Texture [Birdseye_Maple #34]) E
Texture | C'Documents and Setl | ..

Uze Texture 7
Shift u ]Tj
Shift v ]-—o.s—‘:jj
Scale u ]U‘El—‘j:i
Seale v ]Tﬂ

_Angle [o “4
Repest [ |
Prajection |Box Map lJ

Ok J
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Multi-part Decals:

Once you have created a decal
for one part of your model you
can apply that material to other
parts and your decal will map
onto them as well.

*TIP: Use [Shift+Left mouse
buttom] to copy your decal ma-
terial then [Shift+Ctrl+Right
mouse button] to paste the decal
material while at the same time
linking the parts. This allows you

to make an adjustment to the
mapping on one part and have it
automatically update on the
other “linked” parts.

Texture [Birdseye_Maple #34]) E

Texture 1 CihDocuments and Set | .

Uze Texture v

Shift u ]—og—j
Shift v ]Tj
Seale u ]N—‘ﬂ
Scale v ]ﬁ—‘ﬂ
Angle rﬂ-‘—‘ﬂ
Repeat [ |
Projection fEloxMap—:_]

Ok J

Texture [Birdseye_Maple #34]) E

Texture 1 CrhDocuments and Sed || .

Uze Texture Iv

Shift u ]os—j
Shift v ]—os—zi
Seale u ]N—‘ﬂ
Scale v ]15—‘:::1
Angle ]U—‘ﬂ
Repest | |
Projection WZ]

Ok I
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Adj USt ‘.Ylb I.I Ir DE‘C El [ exture [Birdseye Maple
. " ) Teﬂurem ___J

Using the shift and angle options 7

_ . | Shitt u [-05 j

you can easily position your =
Scale u ]N—i]

decal on the surface of your s
model and rotate the decal. 5 -
Praojection {Em

“TIP: Use [Shift+Left mouse = J

buttom] to copy your decal ma-
terial then [Shift+Cirl+Right
mouse button] to paste the decal
material while at the same time
linking the parts. This allows you
to make an adjustment to the

mapping on one part and have it
automatically update on the
other “linked” parts.
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Retain Materials:

HyperShot 1.8 has introduced

the ability to retain materials

upon import of a model. This

means you can create a model,

import itinto HyperShot, apply

materials, then if you need to

change something on the model

you can make changes to the

model in the modeling software,

then import itinto HyperShot inportmodel - BBIES]

again and enable “retain materi- s

als” and your new model will re- el =
place your current model and the |—(|) |
materials will be applied auto-

matically

This feature can also be used in
conjunctionwith the “merge
with current scene” feature. You
can bring in a duplicate of your
model in a different configura-
tion and the materials will be
applied automatically.
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