
Gas Planet Tutorial : by Burntstrobe, Nomada_Firefox and Mike Culver. 
 
The pictures were taken with MSPaint. Actual work looks better ingame than shown 
through MSPaint, and more realistic when video gamma controls are adjusted to 
decrease brightness. This of course depends on what type of graphics card your 
computer has, and for the purpose of this tutorial, I have chosen a computer with a 
1280x1024 resolution setting and an ATI X1600 graphics card, game graphics set to 
highest level.  
 
NEEDED: Photoshop CS3, Nvidea Photoshop Pluggin, Original EAW 
W_planets_gas.dds file. 
 
The first part from this tutorial was taken from here and it was made by Mike Culver. 
http://www.solarvoyager.com/images/tutorials/gasgiant.jpg 
But we will not use all this tutorial because we will need only it. 
 
 
 

http://www.solarvoyager.com/images/tutorials/gasgiant.jpg




 
 
  
Duplicate the Cloud Layer, and press "Ctrl+Alt+T" to transform the size of the image. 
Before doing anything, make sure you have your rulers tuned on (View>Rulers) and 
drag a horizontal guide down to the center crosshair.  

 
Next, drag the bottom edge of the layer up to the guide so that the layer  
has now just been condensed to the top half of the page.   



 
Repeat for the other Cloud Layer, but dragging the bottom half of the page  



 
but do not press Enter and turn off transform yet.  
 
With transform still activated and the bottom Cloud Layer selected, zoom into the 
middle of the page "Ctrl +", you will notice that there is a slight area of no texture here.   



 
To fix this, simply drag the still selected cloud layer up over the top layer until the 
colors are seemless with no separation .  



 
When finished press Enter to turn off Transform. 
 
Zoom back out "Ctrl+0" and select both Cloud Layers and Merge Layers . 



 
Next go to Filter>Liquify . 



 
 
Select the Turbulence Tool and a small brush size.  
 
From this point on, what you do to the texture is really up to your own imagination.  
 
The following steps will serve as a guideline, and for the purpose of this tutorial I have 
taken screenshots of the minimalist amount of detail added to the texture.  
 
For my other gas planets, I spent a good deal of time playing with varying brush sized 
and really worked a lot of detail into the texture .  



 
 
Using a combination of the Turbulence Tool and the Bloat Tool, start transforming the 
streaks of color as you wish.  
 
Keep in mind some planets like Neptune and Saturn don't much variation at all, while 
others such as Jupiter are full of swirls .  



 
 
Another interesting trick is to use the Swirl Tool. This can be used to create Giant Storm 
Spots (keep in mind that when the texture is applied, the top half of the planet is most 
visible, and the texture is stretched horizontally), and to cause variation amongst the 
streaks of color.  
 
Using a larger sized brush and holding down the Swirl Tool  



 
I have created two large spots, and using a smaller brush and holding down the Swirl 
Tool while moving the mouse in a horizontal zig-zag motion have caused  
large ripples in some of the streaks of color . 



 
I then proceeded back over some areas using the Bloat Tool to expand color areas and 
the Turbulence Tool to drag some wisps of color here and there. These steps require 
much experimentation and remember "Ctrl+Alt+Z" allows multiple "undos" .  



 



 
When a desired effect reached, hit OK and go back to main  
photoshop interface. 
 
You can begin experimenting at this point with different effects. To test your designs, 
Rename the current default gas texture W_planet_gas (you must find this using the 
EAW extractor) to W_planet_gasx. Then save your new texture from photoshop as 
W_planet_gas.  
 
When you play the game, you will notice that the planet Bespin now has your new 
texture applied to it.  
 
Go there, start a space battle and take screenshots of the  
planet to see how your texture looks. I believe the rebels always start in control of 
Bespin, so you will want to be the Empire. 
 
Once back in photoshop, you can proceed with experimentation at this point. Try 
adjusting the levels,  



 
changing the Saturation,  



 
using the Burn Tool, using the Sponge Tool set to "saturate" at 35% and the Dodge Tool 
to bring back some white highlights.  



 



 



 
 
Now once you have something interesting, here is an optional step that takes a good bit 
of time. Find a good high quality picture of Jupiter, specifically the gas clouds.  
 
Paste the photo into the same texture file you are working on as a new layer .  



 
Choose the Healing Tool, and select the Jupiter photo layer.  
Sample an area of clouds by holding down "Alt" and clicking on the photo. 



 
Select the Cloud Layer and start painting with the Healing Tool over an area you wish 
to graphically enhance. This step is very time consuming, but provides stunning results. 



 



  
 
Due to lack of time, I am unable to complete this tutorial with screenshots showing how 
this effect can transform the image, so you will have to experiment and use your 
imagination to visualize what an end result will look like.  
 
The last steps I will quickly go over while using the texture as it currently is. Once you 
have finished with the Healing Tool, delete your photo layer of Jupiter. Click 
Filter>Sharpen>Sharpen More .  



 
This will vividly enhance your texture.  
 
Another optional idea is use Filter>Artistic>Plastic Wrap . 



  
 
After all of these steps, one can always go back an use Filter>Liquify and use the Bloat 
and Turbulence Tool to modify the image more.  
 
If you would like to add extra colors to the work at this point, select a new layer, choose 
a small-med brush like size 27 for example and choose a color. Paint over a desired 
area.  



 
Then set layer options to Soft Light, or Overlay .  



 
You will have to experiment to see what works best. For each new color, create a  
new layer and repeat.  
 
When finished, flatten image, and click on the Channels Tab. Create a new alpha 
channel and fill it with white. Click back on RGB channel at top of Channels Tab, and 
return to Layers Tab. 



 



 



 



 
  
When finished with the design, there is one last step before saving the file. You need to 
correct the texture so that when it wraps around the planet, both sides connect 
seemlessly.  
 
To accomplish this, take the Square Marquee Tool, and select on the left hand side of 
the texture the entire side from top to bottom and about 1/8 of an inch (roughly) in 
towards the center, so that you have a long vertical column selected along the entire left 
hand side.  
 
Copy and paste this selection so that it becomes a new layer (Ctrl+C, and Ctrl+V).  
 
Now with this new layer selected go to Edit>Transform>Flip Horizontal and move this 
vertical column all the way so that it is against the right side side of the document.  
 
Now select the main texture (should be background) and press "Ctrl+Alt+T" and grab 
the right side and move it leftwards, squeezing the main texture a bit, until it becomes 
even with the column of the other layer you just positioned before.  
 
Zoom in and double check to make sure that there is no space between the two layers, 
and then merge/flatten the two layers together.  
 



Then use the Spot Healing Tool to blend out any areas that don't seem to match up 
perfectly. By doing this step, when the game loads the planet texture, there will be no 
"seam" visible on the planet. (sorry, no screenshots to illustrate this step, I almost forgot 
to add it in)  
 
Save file as .dds file type with settings DXT3 ARGB 8bpp | explicit alpha .  

 



 



 
As I had mentioned the ending portion of this tutorial is not 100% complete, for I am 
still learning and experimenting myself. The provided information should at least get 
you started on your way, and through trial and error, you should be able to arrive at 
some of the end results that I came to.  
 
I hope that you have found this helpful, for this is about the extent of the knowledge that  
I currently have on this process, and wanted to share it to spark interest and other results 
from other designers.  
 
I look forward to seeing your work on internet, happy modding,  
 
Burntstrobe. 
 
If you need contact with the maker of the tutorial, I recomend you go to 
www.FirefoxCCMods.com 
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