INH’s GIMP LIGHMAP TUTORIAL
Prologue and other things:

Ok, so to start off, I use the freeware image edition software know as GIMP. I use 2.0, so I expect this tutorial will work for 2.0+ versions. The software can be freely downloaded from http://www.gimp.org/. Now, on to the tutorial!

Actual Tutorial:

To begin, we must first assume you have a texture to lightmap in the first place. Without such, you most likely are reading the wrong tutorial. I will be adding a lighmap to a texture for my new ship, the SSV Guardian (look for it coming out soon!) 


Open your .tga file. In the window, locate Layer>Mask>Add Layer Mask. Select this.
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This opens up the next window, select “Grayscale Copy of Layer” and click “Add”
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You should get something that looks like this:
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Now, we are ALMOST done (my, that was fast, AND painless wasn’t it?)  From here, we go to Colors>Threshold.
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Your next window looks like this:
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You are of course, welcome to mess around with this a bit to get a feel for what it dose, but I have found a good setting for it is at about 100. So set it to 100 once you’ve had your fun.


Your end result is this (or, along the lines of, as you most likely aren’t using my textures)
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Now, on to saving. This may sound a bit easy, but it can get a bit complicated.
First, hit save as (duh)

Save it as what you want, don’t forget to ad on .tga to the end of it. Then, you get a window that pops up.
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Hit “Confirm”

Next Window:
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Hit “Export”

Next window:
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VERY VERY IMPORTANT (thus my drawing of multiple red boxes) you MUST        un-check “RLE compression” if the file is compressed, not only will the lighmap not work, nether will your texture.

That concludes this tutorial. I know it wasn’t much, but I couldn’t find any tutorials on how to do this in gimp, and so I labored over this for quite some time trying to figure out how to make lighmaps in GIMP. I didn’t want anyone else to toil away needlessly so I made this for you all! Hope this helped you out.
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