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You will now open the sheild design in Adobe PhotoShop and convert it into a Normal Map.

11. On the file menu select “Open” and find your Adobe Illustraor sheild design and open it.
14. Open the NVidia “NormalMapFilter”.
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12. Next you need to flatten the file.

Layer Select Filker  Analysis  Miew Wi

Lask Filker Chrl+F
Mew g
Duplicate Layer. .. . . . Convert for Smart Filkers
o i 13. Now size the image to 512x512 pixels
ElEte Extrack... AlE+CEr+2
Layer Properties... Filter Gallery. .
P » Liquify... Shift+Ctrl+x
¥ _I‘*’ . Pattern Maker... Alt-+ShiFt+Chrl4+-3
smart Filber Wanishing Poirt. . B+l
Mew Fill Layver L4 ﬁ &'S w isti »
Arkiskic
Mew Adjustment Laver L é % Blur »
Change Layer Content L4 Brush Strokes 4
Layer Conktent Cpkions... Diskark *
Moise »
Layer Mask > Fixelate J
Yeckor Mask g Render 4
Create Clipping Mask At k-G Sharpen 4
: Sketch 4
Smart Chijects 4 Stylize »
Video Layers L T 3
3D Lavers L video 4
Type ’ Other »
Rasterize b “ Bigii
- NYIDIA Normal Map Filter {¥8.52.0208.1800) .
Mt Layer BESE-'d SIICE et ki ~ Height Generation ~ Height Saurce
Filer Type % 4 sample  Alpha Channel
Group Lavers Chrl+G = 3k + pverage AGE
1o
Ungroup Layers Shift+CbrH-G ' Lo R —
Hide Lawvers F :"Mti = ;:; (" Biased RGE
e
[~ InvetZz © Du/Dv Lol
e ¥ " Green
d  Blue
M ZI Scal " Max[RG.B]
align Lavers To Selection L4 J A =B » C:I:rspace
il . [Ehieretn:  Hormalizs on
Diskribute [ AddHeight to Nermal Map | Decal Texture e !
- ™ Using Multiple Layers [~ Use Decal Textuie € Convert ta Height
Lock all Lavers in Group... W G I™ Brighten Decal {Use Invert options)
v Animate Light
Link Layvers :: ?\Ipha Blending A
Select Linked Lavers et € Unchanged
3D Preview | & Height
it
Merge Layers Chrl+E : Setta 00
) Settal0
Merge Yisible Shift+Clrl+E @ NVIRIA. —~
Flatten Image _Cencel |

Makting

15. Select“OK”

16. The design wil look something
like this. Save this as Targa file.



