



Plasma clouds and image sourcing. 

	The plasma cloud. 
These images can be produced which yield a beatifully ramped palette the image from these image types are very suitable for an initial starting point for terrain meshes. 

Finding sources for these is easy and converting them so they can be used within terraedit is just image manipulation techniques within your paint program. 

Basically the complex plasma cloud needs to be pushed into a 16 million colour image format so it can be resized without to much image quality lost. 

Then resize the image to be a 32x32, then push the image down into a 256 colour palette, suitable for saving as a 256 colour palette bitmap file. 

The image on the right looks rather pixelated, this is only because the real image is rather small. 
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As you can see from the plasma cloud images the direct correlation between it and the resultant terraedit mesh. 

Within the actual palette below you can see the blue running into the green running into the purple and red, ramped colours lovely. 

The image in this example is only using 74 colours, because none of the white is visible, only palette index 0 thru 74 are being used. You can see the blue rising through to the red which gives us the terrain, blue being (0) and the red being (74). 
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Ramped colour palettes that is another whole topic which I will be covering here. 

This is just one way of giving yourself a good starting point for creating an image which is suitable for mesh creation. 

The mesh imported as a unreal brush I grant you may look very nice and be usable within the Unreal editor, but there is still lots you need to be aware of. 

Indeed as an example I will import this very mesh and see what the Unreal brush looks like. 
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