Converting Utraean Plate texture so it fits better on the Broken World Dwarf
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Step 1: Find the dimensions of the template for al4 for the front of the armor. | used a freehand
selection to copy around the texture and then pasted it to a new image which is 120x166 pixels.

& Jasc Paint Shop Pro - Image3
Eile Edit View Image Effects Adjust Layers Objects Selections Window

e = — B T
2 §9-  [Pomtwmpom <] [Repisce =)[° BE[ E=|[ Bl TR
& @ D L = =] EEE] @il D@ S| M| &| =2 < Enhancephoto - | X% %g = ¢
=
[~ #] b_c_gah_amr_suit_dm_al4_template_41.bmp* @ = |[E]f=]
=
3
=
-
=
28 -
=~
>
&z
=
a -
<>
A %7 Current Image Information
(=2 Image Ir | Creator i I | ExIE
& Source file
m File name
File type Paint Shop Pro
Image Status
Dimensions: 120x 166 Pixels  Has been modified: Yes
1.667x 2.306 Inches  Has a selection No
Pixels Per Inch 72000  Number of layers: 1
Pixel depth/colors 24/16 Milion ~ Number of alphas o
Memory used On disk In RAM
Image: 81K
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Undo: oK oK
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Step 2: Copy the corresponding front texture from the Utraean Plate,
b c gah _amr_suit_ dm_al4 214.
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Step 3: Resize the copied texture to the same dimensions of the template texture.
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Original Dimensions

Width: 114 Pizels [40.217 Millimeters)
Height: 105 Pizels (37.042 Millimeters)
Resolution: 72.000 Pixels / Inch
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Step 4: The next step is the most complicated. Trace the shape of the front armor onto the copied
armor texture, then copy and paste it onto the main image overwriting the existing image.
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Step 5: Repeat steps 1-4 for the back of the armor. The dimensions are 122x154 pixels
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Step 6: Repeat for the arms. The dimensions are 86x90. The copied texture has to be rotated so it
will be facing the same way as the arms in the template.
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Step 7: Repeat for the legs. Dimensions are 92x110.
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Step 8: Now same the resultant image as b_c_gah_amr_suit_dm_al4_241 41.bmp
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Step 9: Copy the hand textures from the other 2 images and save as
b c gah _amr_suit_ dm_al4 241 42.bmp & b_c-gah_amr_suit_ dm_al4 241 43.bmp
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Step 10: The 3 armor images now have to be converted to a graphic form that can be displayed in
DS2. These are RAW, PSD or DDS.



Step 11: The resultant armor texture in-game on a broken world dwarf. Very rough but at least it is

recognisable and positioned correctly.




