
Find help on the FRENCH REFORGER MOD discord if you need ? Check our progress about this

wiki here ?

There are several cases where this process is beneficial, either to save time or because there’s
simply no other way. Here are a few typical scenarios:

1. Creating Geometrically Perfect Textures:
Some areas, like airports, require nearly perfect geometric surface textures. Airport
ground textures, for instance, are usually composed of geometric shapes.

Why this tutorial

https://discord.gg/PuBDPM2grN
https://trello.com/b/QGt9OxU8/french-reforger-mod-wiki
https://trello.com/b/QGt9OxU8/french-reforger-mod-wiki
https://wiki.nabla.sh/uploads/images/gallery/2024-11/N20image.png


2. Mass Texture Generation:
If you need to create large areas without manually painting each one individually, like
agricultural field checkers, this process is invaluable. Doing this by hand over half your
terrain would be a massive task!

3. Specific Road Textures:
For textures under road generators, especially for “runway” types, the standard road
generation method (exporting surface masks, generating the satmap, importing with
“generate roads” enabled) doesn’t support this particular texture type. Unfortunately,
there’s currently no straightforward way to draw perfectly geometric shapes with the
Paint tool. If I’m wrong, please correct me!

In these cases, the “least bad” solution is to work with surface masks.
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