Decals with Photoshop
by Steve Patrick

This is a short little tutorial on decals. Since I see how many times people ask "whats an alpha channel and how can I use it in textures?" 

So here we go, this is the image that I chose as an example..not much but it will do. 


 INCLUDEPICTURE "http://www.3dluvr.com/content/artz/3dsmax/std/decal/decal1.jpg" \* MERGEFORMATINET 


    

Simple black and white image, what you need to do is add a channel for it. An alpha channel is the black , white, grey areas translated to gradients of transparency in the picture. 

The image below will be the diffuse map saved as a TGA or TIF with the alpha channel we added. 

Ok, on to the MAX stuff. First step is to load the composite type map as the diffuse map. You'll see 2 slots. The top one would be the slot where you would load the "background" In this case we leave it blank to let the yellow diffuse color show thru. 

See the beautiful yellow show through...nice huh?
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There is one more area here ..that is Premulitplied alpha..we want to take that check out of there 
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To the left you see it WITH premulitiplied and to the right you see it with NO premultiplied information. 

Here is one more image with Cellular being used in that top slot for the composite material. 
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