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% Graphic Object QK Mégse Mentés Load...
i
w» Selected Mesh Options and integers e
| Flags: Use alpha value for specular O w
% Anyagok
1 [ ]Use alpha value for snow
Kivalasztott anyag: [ ] Activate AQ texture; otherwise per vertex AD
1 -House_front.bmp [ ] Multiplicate night tex with standard tex
i Ssign a ore semi-ma aracteristic
Edit Assign to Mat)| DM i-matt characterist
Delete Unused Masolss [ ] Translumination {uses night texture)
|:| AQ uses original mapping
3% Altaldnos bedlitisok
1 [ ] [nem hasznalt]
» Animadidk | [ ] Alpha controlled detail texture
¥» Hangforrdsok [ ]mormal texture uses secondary mapping
1l
» Fényforrasok [ ] Detail texture overwrites alpha channel
A
[ ] ~Angled view reduc. transp. and incr. reflect. ~
¥ Reészecske rendszerek
1 Building night variable: |q NightTex P
¥ ~Realtime Mirrors e
1l
3% Aramszedd Textures
| Standard texture: House_front.dds — O .
¥ Traffic Demand ,
1 Night texture: House_front_night.bmp e O w
3 Ablak dekorado l Snow texture: |onqw.dds (BaseFiles) iy O o
3% Tesztkérnyezet Kirnyezeti kitakards (AO) textira: | .ires= — O iy
1
Detail texture: | -jres= — O —
Mormal textur ("bump texture™): House_front_normal.bmp — O V
Environmental texture: | -jree — O V
Shift towards view point: |5 gooon
Wire frame: [ ]
Cast Shadow? W
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—— Standard ——

Plane — House ﬁrewall.me

Plane_002 — House_roof.bmp

Vis: 3, all: 3
Faces: 127

[+] Select mesh with mouse
I:Nézet visszadllitisa

Deselect All



