How to put a picture...

by Keith Jeffery

Hello there. We often get a question regarding how one applies a graphic file (bmp, jpg, tga, etc...) to an object to make the surface of that object look like the graphic file. I'll very briefly go over the basics on how to do this with Max, so that we can all get on with our lives. 

First we need our object. Below you can see a teapot that I spent many upon many hours modeling for this tutorial. 



Okay, after we have the object modeled (which is not covered in this tutorial), we need to open the Material Editor (find it under Render if you don't know where the button is). Once there, select a material preview sphere and expand the Maps rollout. Click on the map slot next to Diffuse and then choose Bitmap (don't worry, this is for jpg, tga, etc...too) from the new column. 
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Under Bitmap Parameters click on the Bitmap slot and then choose the graphic file that you want to use from the file list that comes up. 
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You can now either click the Assign Material to Selection button (third from the left under the spheres in the Material Editor) with the object selected that you'd like to have the material, or you can drag the materal onto the object. 
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Now, if you're not working with a primitive and you try to render you probably get an error message about mapping coordinates. You need to go to the Modify panel (reffer to the manual about its location) and apply an UVW Map modifier to your object. If your object is a primitive, it can automatically assign UVW coordinates to the object. 

I'm not going to go into great depth about advanced UVW mapping or Sub-Object materials or anything (other tutorials in here about it), but once you have a UVW map on your object it should render fine. 
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There ya have it! An object with a graphic file applied to its surface. 

Go get'em Tiger! 

Keith Jeffery 
http://www.3dluvr.com/ae
