Markal’s Terragen Tips

Pebble and Stone Overlays

Note: You must have the SOPack plug-in to apply textures.

1.  Landscape box :  For the pebble layer to dominate or be highly visible it should be the last layer listed.

     This places that layer over top of all layers listed below it.  

     Click the...modify button...note the altitude of the terrain. Write down lowest and highest points of the 

     terrain. If the terrain is from 0 to 2000 meters, then you also will know halfway is 1000 meters. Also, check the water height level...this tells you at what approx. height to apply beach sand and so forth (usually 

     within 10 to 20 meters of this level). 
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2. Surface Layer Box 

    Change the surface layer color to bright red or bright green and render the thumbnail to see where it lays  

    (render at 640 X 480 for more detail).

    Adjust altitude constraints (max and min) until the brightly colored layer is at the level and coverage you 

    are looking for and finally apply a texture. Click on the TEX button just below mimic terrain. 

    Click the “+” sign.  Select  SO image overlay (RGB Texture Version)   Select the terrain size (terrain size 

    you are using).  Skip overlay coverage area (it will fill in automatically).  Enter tiling numbers  (X and Y) 

    settings at the bottom of set image overlay box).  Tiling numbers are “key”.  They should match but, I have 

    tried using  100(x) by 500(y) or 100 by 25 and sometimes the results are amazing. For a 1025 terrain a 513 X 

    513 texture applied at 400 (x) by  400 (y) will provide good detail at a viewing height of 20 to 50 meters.     
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    Larger seamless tiles will provide more detail but, it depends on the size of terrain, size and detail of the 

    texture and the camera height for seeing the texture details. Experiment with different tiling numbers until the  

    pebbles or stones are the right size and detail.  Seamless, very detailed, large textures work best (must be 

    perfectly square and BMP). Keep test rendering at 640 X 480 to see the progress. 
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2. Surface Layer Box    Most important step – 


    Adjust Bumpiness and Mimic Terrain all the way to the left or 


    minimum.  A high Bumpiness and mimic terrain setting distorts, bends 


    and twists the pebble or stone texture to fit the terrain and creates an 


    unnatural appearance.





    NOTE:  This step also works well for any layer you apply a texture to;


    and, when you want that layer to look as close to the original texture 


    BMP as possible.








3. Surface Layer Box    


    Adjust Coverage and Fractal Noise all the way to the right or Max.  


    This will allow you to see the pebbles or stones and can be re-adjusted 


    later for the amount of coverage and detail you are looking for.





    Also check Altitude and Slope constraints – these should be off or 


    unused until you see if the pebbles and stones are the right size and 


    detail. The size and detail of the pebbles or stones will be adjusted in


    the tiling numbers in the set image overlay box. (next step)








