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INTRODUCTION 

Texture Manager is designed to manage textures for 3D programs and games.  It is part of 
a suite of tools from Compose3D (www.compose3d.com) that help to design 3D 
environments.  The suite comprises: 
 

 

Texture Manager - Manages and manipulates textures [Beta test] 

 

World - Creates and edits landscapes and splats [Beta test] 

 

Edifice - Edits buildings [Beta test] 

 

WalkAbout - Allows you to walk full scale across your landscape and buildings [Beta 
test] 

 

Scene - Edits complete scenes with textures, landscapes, buildings, things and actors 
[under development] 

 
These tools are designed to work together but can be used independently. 
 

3D Programming and Design 

At present we are trialling 3D Engines, our current favourite being TrueVision3D (TV3D) 
which uses Microsoft DirectX as its engine.  In general, one thing we have noticed is a lack 
of cohesive tools (at a reasonable price) so we have developed our own tool suite. 
 
Some of our apps are in beta test and some are still being developed.  Eventually we hope 
to offer these as shareware with email support. 
 

System Requirements 

These tools have been written in Microsoft Visual Basic (VB.NET 2010) using .NET 
Framework 4.  They should not require super-fast PCs or Graphics Cards to run (although it 
helps).  Basic requirements are: 

 PC running Microsoft Windows 7 (or Windows Vista or Windows XP but we do not 
test on these) 

 Microsoft .NET Framework 4 
 TrueVision3D SDK 3.5 
 DirectX (required by TrueVision3D)  

 

Disclaimer 

We would love your constructive feedback but please remember these tools are still being 
developed.  There will be bugs! 

  

http://www.compose3d.com/


PURPOSE 

 
The purpose of Texture Manager is to provide a managed library for all textures.  While 
developing it we have realised it will probably evolve into a tool that manages Actors, 
Meshes etc as well. 
 

Features 

 Unique index to any textures that can be retrieved from other tools and programs 

 Folders, themes and keyword searching 
 Basic image manipulation (resize, crop etc.) 
 Seamless capability to make textures tessellate seamlessly over a surface 
 Manages links between textures (for example Height Maps and Splats) 
 Creates Normal Maps (Bump maps) from textures 
 Balances textures across image for brightness, and red, green and blue colours. 

 
 

 
 

Concepts 

Images are imported into the texture library and kept in a single large folder along with the 
library file.  Do not delete of change the images outside of Texture Manager as it acts as a 
simple document management system. 

  



USING TEXTURE MANAGER 

The main form is the Texture Library form that appears when you have opened or created a 
library.  Initially you will be asked to create a new Texture Library via the Properties form. 
 

Texture Library Properties 

 
 
The library name is the name of the library file and will be created in the folder you specify. 
 
Initially you will need to specify a folder for the texture library.  Use an empty new folder for 
this. 
 
Groups and Themes are added later in the library view. 
 
This screen can be viewed later using the Library Properties menu. 
 
 

  



Library (main form) 

 

 
 
This form consists of a toolbar, left pane showing a Folder tree view and a right pane 
showing the Texture view of the folder. 
 

Toolbar 

 File button 
o New – create a new texture library 
o Open – open an existing texture library 
o Save – save the library 
o Save as – save the library as a new library 
o Library names – recent texture library files, click to open 

 Library button 
o Properties – show the properties of the current texture library 
o Import – import textures from another library 

 Add Texture – add a new texture to this library 
 Remove Texture – remove a texture from this library 
 Edit Texture – edit the selected texture 
 Texture Info – show and edit texture item properties 
 Normal Map – create a Normal Map from the selected texture 
 External Tools – you can add links to external tools to edit textures (see options) 
 Filter – filter the textures in the current view 
 Options – show the options form 

o www.Compose3D.com – takes you to our website. 
o Help – shows this manual. 

  

http://www.compose3d.com/


Folder tree view 

Groups 

Groups are like folders in a file system.  Create a new group by right click on a folder or the 
root Group folder and Add New Group.  Folders can have sub-folders. 
 

 
 

Search 

Click on the search root to show the search screen.  Leaving a field blank will not filter that 
field.  Folders below the search root contain some pre-set searches.  You can add your own 
by clicking Save Search As with a name. 
 

 



Theme 

Themes are similar to Groups as they allow you another way to organise textures.  Textures 
can be in a group and a theme.  This allows you to organise your textures by function (e.g. 
Group Dirt) and by theme (e.g. Theme Desert). 
 

 

 

Texture view 

The right pane holds thumbnails of the textures selected by the Folder tree view (Group, 
Search or Theme).  Hovering over the image will show the texture property information 
summary.  Right click on the image will show a pop-up menu similar to the toolbar. 
 

 



Texture Editor 

The texture editor allows basic image manipulation.  There are many good bitmap editors 
such as Paint.NET so we have not tried to replicate all their functions.  Here are basic 
functions specific to textures in the 3D world. 
 

 

 

 

 

  



Toolbar 

 Save button – save our converted image (close window will prompt for change) 

 Undo – undo last operation 

 Brightness – balance brightness both horizontal and vertical 

o Horizontal – only balance brightness horizontally 

o Vertical – only balance brightness vertically 

 Colour – balance colour both horizontal and vertical 

o Red – balance only red 

o Green – balance only green 

o Blue – balance only blue 

 Resize – resize the image (shows resize dialog) 

o Resize to common size (64x64 to 2048x2048) 

 Select – select an area with the mouse (note you can move the selection after) 

o Select with a common size (64x64 to 1024x1024) 

 Crop – crop the image to a size 

 Split+ – split the image both horizontally and vertically 

 Split- – split the image horizontally only 

 Split| – split the image vertically only 

 Merge – merge the image across the split 

 Merge size – sets the size of the merge between 10 and 100 pixels 

 Info – mouse position over image or selection position and size 

 

Keys and Mouse 

The up, down, left and right () keys can be used to change the selection.  By 
themselves they move the selection one pixel.  While Control is pressed they resize the 
selection by one character. 
 

Clicking over the selected area and holding the left mouse button will move the selection. 

   



Tessellate images seamlessly 

A common use of textures is to cover 3D objects such as landscapes or meshes.  The 
example shown below is a photo of a wooden table.  This could be used to cover a floor in a 
building, however when the edges meet the join would be obvious.  The four steps below 
show how to convert the image so that when it is tessellated over a mesh if looks much 
better. 
 
First resize the image to a common size such 
as 512x512. 
 

 
 
 

Next split the image (in this case both 
horizontal and vertical). 
 

 

This image is very unbalanced in brightness 
especially left to right. Balance it using the 
brightness tool. 
 

 

For this image choose a large merge width 
and merge all the edges.  Unclick the split 
image button to return the image and save. 
 

 
 

  



Texture Information 

The texture information form is used to add new images to the library and to alter image 
information once in the library. 
 

 
 
When adding the image fields are populated with information from the original file, its 
filename, type and where it was kept. 
 
Click on Add image to library after making any changes to the image name, description and 
keywords. 
 
Once added, select an image and click the image properties button and the form is shown 
again.  This time you can edit image properties and save any changes. 
 

 



 
The library keeps additional information on the image: 

 Name – user editable name (NOTE: changing the name does not affect the stored 
filename so programs linking to images still function). 

 Type – the type of image (Diffuse, Normal map, Height map, DUDV , Alpha map, 
Topology) 

 Description – user editable description of the image. 
 Keywords – user editable keywords to search on. 
 Group – sets the group the image is stored under (note drag and drop also worksin 

the main form) 

 Theme – sets the theme the image is stored under. 
 File information – shows the current filename and also the original source filename. 
 Image information – shows ID, size, created and updated information. 
 Links – links to other images.  Height maps are linked to their splats and images are 

linked to their Normal maps.  Clicking on the link shows a thumbnail of the linked 
image. 

 
If the image being displayed is larger than the preview window on the right, click with the 
mouse and drag the image to see different parts.  A small rectangle in the thumbnail shows 
you what part is displayed. 
 

  



Normal Map 

Selecting an image and clicking the Normal Map button will create a normal map from it. 
 

 
 
A normal map shows the direction light will bounce when it hits the surface of the texture.  
To change from the default which is the same across the whole surface a Normal map is 
used.  This tells 3D renders which way light will bounce. 
 
The above example shows a section of bark from a tree.  The generated Normal map is this 
applications best guess based on changes in the image.  You can edit the Normal map to 
change the image. 
 

 

The image of 
bark on the left 
is analysed to 
produce the 
Normal map on 
the right. 

 



Options 

The options screen lets you select options for the application. 
 

 
 
Your options are stored in an XML file shown on the bottom of the options  screen. 
 
 

Edit with associations 

This allows you to set up to six associated editors.  These are other editors you have 
installed on your computer.  In our case we have associated MS-Paint, World editor and 
Paint.NET as editors.   
 

 

This creates icons in your toolbar as shown to the left. 
 
Selecting an image and clicking then launches the associated editor. 

 

Behaviour 

Change the double-click behaviour on an image.  Options are Properties, Edit or the six 
associated programs. 
 

  



RELEASE NOTES 

Release Beta v1.0.0 
 

New features 

 Ability to change TextureID starting unique ID 
 Themes added so can setup a theme in addition to a group 
 Search - added to search textures 
 Search saved for users 
 First screen on Groups, Themes, Search 
 Library menu with Properties, merge etc 
 Drag and drop to change groups and themes 
 Filter type showing 
 Save view and window params 
 Merge texture libraries 

 
 

ToDo 

 Convert to MyMedia with sub-folders for Textures, Edifice, Things, Actors etc 

 Export textures for game release so a sub-set of the library (those textures needed) 
are wrapped up in a package 

 In texture info, show enabled state of links and be able to change them 
 
 


