Map an image to selected faces

by Cindy Bolduc

First let's create a simple sphere for this example (we made one with 32 segments), your object will probably be different, yet the procedure is the same. 



Now open your Material Editor [image: image1.jpg]


(fourth icon from the right top). 
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Once you have selected a slot (1), find the 'Type' button (2). 

Usually it is set as 'Standard' by default. Click on this button, and choose 'Multi/Sub-object'. 

Now you will see a number of boxes marked 'Standard' (3). 

Click on one, go to the maps, and choose in your desired texture. If it is your own picture you wish to use, click on the diffuse box, and go and find it on your computer. 

Ok, now that you have your first material selected, apply the Multi/Sub to the object in your scene. To apply a material to an object, click on the icon of the sphere with an arrow pointing to a box (third icon from the left) 

Once you have applied the material to your object, close the material editor. Make sure the object you're working with is still selected. 

Apply Edit Mesh modifier, and choose Sub-Object/Face (4). 

[image: image2.jpg][0 ol s
e T[T






Select the faces you want to apply your picture to: 
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Go down on the rollout to the 'Edit Surface' section (5). For Material ID, it should be set to 1 (6). 
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Make sure it is, by typing 1 in the box, then hitting enter. This will place your 'picture' on the faces you have selected. Unless you already have coordinates applied, add a UVW modifier to place mapping coordinates. 

Admire your finished work.... 
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