UV mapping
The Image should be laid out in a manner consistent with the way its UV coordinates will be applied to the geometry.  If the tangent areas of the different UV projections can be shared in the texture map, it will preserve the ability of adjacent polygons to share UV coordinate information.  

Examples of vehicle texture map images from three different Beyond Games productions:
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  Redline


 Motor Mayhem
         Hot Wheels: Overdrive
In Redline, the maps were set up as a “wrap” that enveloped all but the underside of the vehicle.  This technique allowed for a lot of UV sharing, but some areas ended up with slightly distorted aspect ratios or having uneven pixel resolution.  In Motor Mayhem, multiple projections were more common, but many vehicles had multiple texture maps, including separate damage and underside images.  Unlike the previous projects, Hot Wheels textures will include the underside and damage graphics into the same single vehicle texture for each car, and will not feature specular highlights in the image.  

More space or resolution should be allocated to elements that will have more screen presence.  One way to get better resolution out of a texture map would be to mirror the UV coordinates in a symmetrical object.  However, this method will make it difficult to create alternate paint schemes that are asymmetrical.

Apply a single UV projection to large areas whenever possible, because the Brainstorm engine renders polygon strips (adjacent polygons whose vertices share all vertex information) much faster than individual polygons.  If separate UVs are created for neighboring polygons, weld any UVs that fall on congruent areas of the texture map.  This will increase the likelihood of strip rendering.

A primary consideration of the texture map creation and UV application process should be to avoid visibly uneven texel resolution, and texture skewing.  Pixel aspect ratios should also remain basically even, and the triangles defined by adjacent UVs should resemble the corresponding polygons.  Even if the texel resolution of the object is low, it should remain consistent in that low resolution throughout.

It is a secondary goal to maximize texel resolution in minimal texture space.  To achieve this result without significant impact to the total texture space used in RAM, You can tile smaller textures across the polygons, or use multiple UV coordinates.  However, these methods are not conducive to either strip rendering, or to editing the images (for alternate paint schemes, or other revisions), but efficient only in minimizing texture RAM usage.  In any case, improving texel resolution should not result in the screen pixels of the rendered object being bigger than the texels.
_1072258741.doc
[image: image1.jpg]Raini [
| @l
> J







