
Arch 150
2 Part Tutorial

3D Terrain Models

Part 2: Adding texture to 
the terrain model



Texturing a terrain model with a .JPG 
image makes it more realistic. Options 

include (but aren’t limited to):
• a line drawing from AutoCAD converted 

in Photoshop to a .JPG
• a photo of a material or texture

• a satellite image from Google Earth



Import a .JPG to work with:
File menu > Import > select a .JPG 

from your hard drive





Place the image into your model and 
move it to its own Layer.

(Window menu > Entity Info to 
adjust the properties of an object)

Then, with 
the object 
selected, 
right-click 
and select 
Explode.



The image must be scaled:
draw a few guidelines from the terrain 
model as guides – they should all be 
the same height , we’ll use them to 
position the image over the model.



Before scaling, we must place the 
image within the terrain group: 

select the image and copy: Ctrl + C

Then select the model, right-click 
and select Edit Group



Paste the image within the group, 
locating it at a corner point set by 

the guides: Ctrl + V



Scale the image to fit to 
terrain model:

Tools menu > Scale

Click the image to scale it. Use the 
handles to align the corners with your 

guides.  Note: Midpoints handles can be 
used to stretch the image if necessary.



Activate the paintbucket tool and press 
the Alt key to obtain the Eyedropper. 

Click on the image to select it.



Then, let go of the Alt key and use the 
Paintbucket to apply the texture to the 

surface of the model (click on it to apply).

Due to the triangulations, you may have to 
manually apply the texture to some areas.



Drag the Eraser Tool across lines while holding 
the shift key to remove stray lines.

Go to Window menu > Soften edges to smooth 
the surface appearance.





Use the same process to apply a site plan to a 
terrain model.





Use the Smoove tool to 
manually shape the 

terrain profile.



Use the Move tool to move individual points.
Make geometry visible to enable this: 

View menu > Hidden Geometry



For next week, revise the topography model developed in this 
week’s class and add your shade structure design to it.



Keep the surrounding contextual buildings neutral (white or gray) 
to allow focus to be on your design work.
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