


ng you must do is create a 6” x 6” square on the z-ax :
king on the “Create” tab than the box tool button. To
metry you should use the Numeric Window which co
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d to make the square polygon double sided. To dc
quare polygon and then under the “Detail” tab click
tton. Once you have the double side square pol




ed to make a UV Map for the double-sided square
ap” and click on the New UV Map button. This wil
Under this window choose the planar




- have any kind of background A leaf
r leaf should look something like the
it black and white. To do this, S|mpl




you images ready. Open up the surface edi
surface name “Leaf’. Once the Leaf surface
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ng a desirable color go to both the bump and transparency textu €
low changes to the setting: set the layer type to image, UV unde
0 name “Texture” as your UV Map, leave texture amplitude at 1,

age where it says image, and finally click on the automatic size.
gs click on the use texture button and you should be done!
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*\When rendering make sure transparency is turned on. Your final
render leaf you look similar to this.
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The End
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