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 Where are my Textures? 

Perhaps the most distinctive feature of PLW Modelworks models is the incredible detail provided by the 

photo-accurate (geo-specific) texture maps that cover the scene.  So it is disappointing and frustrating 

ǿƘŜƴ ǘƘŜ ǘŜȄǘǳǊŜ ƳŀǇǎ ŘƻƴΩǘ ǎƘƻǿ ǳǇ ǿƘŜƴ ǘƘŜ ƳƻŘŜƭ ƛǎ ŘƛǎǇƭŀȅŜŘΦ  ¢Ƙƛǎ ƛǎ ŀ ŎƻƳƳƻƴ ǇǊƻōƭŜƳ ŀƳƻƴƎ 

users, and the solution depends on the both the model format and the tool you are using to display it. 
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What is a model made of? 
A PLW Modelworks model is made up of simple geometry that describes the building shapes, plus 

texture maps that cover the geometry with photographic detail.   

 

Geometry  
It only takes a small amount of data to represent the basic shape of a building.  We only store the 

locations of the corners of the outer surfaces of each building. 

Texture maps  
! ǘŜȄǘǳǊŜ ƳŀǇ όǎƻƳŜǘƛƳŜǎ ŎŀƭƭŜŘ ŀ άǘŜȄǘǳǊŜέύ ƛǎ ŀƴ ƛƳŀƎŜ ǿƘƻǎŜ ǇƛȄŜƭǎ ǿƛƭƭ ōŜ ǳǎŜŘ ǘƻ άǇŀƛƴǘέ ǘƘŜ 

surfaces of the building.  Because the aerial photography we use is often of a very high resolution, the 

Geometry Texture map 
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ǇƛȄŜƭǎ ŀǊŜ ǎƳŀƭƭΥ  ƻƴŜ ǇƛȄŜƭ Ƴŀȅ ƻƴƭȅ ŎƻǾŜǊ ŀ ŦŜǿ ƛƴŎƘŜǎ ƻŦ ǘƘŜ ōǳƛƭŘƛƴƎΩǎ ǎǳǊŦŀŎŜΦ  ! ǘŜȄǘǳǊŜ ƳŀǇ ǘƘŀǘ 

covers a big building may be very large:  several million pixels, which could mean several megabytes of 

data. 

Togetherness is good 
Because (the amount of storage taken up by) the geometry is small compared to the textures, and can 

be used alone or with the textures, many file formats store the textures separate from the geometry.  

Usually, each piece of geometry will contain some information about which textures it uses.  Most often, 

relative or absolute pathnames are stored with the geometry [see Relative vs. Absolute pathnames], but 

not always. 

Storing the textures apart from the geometry means that the two parts can be stored in different 

folders.  A large scene often contains thousands of files, so a little organization can be very helpful.  

Textures are often stored in their own folder.  PLW Modelworks models often have the geometry files in 

one folder and the texture map files in a subfolder called tmaps. 

 

Unfortunately, some tools arenΩt smart enough to realize the textures are nearby.  But with your help, 

most tools can be shown where they are. 

The most common problems  
If you display your PLW Modelworks model in some viewing tool and the textures are not displayed, the 

most likely reasons are: 

1. you need to turn on an option in the viewing tool that tells it to show the textures; 

or 

2. the textures are not where the viewing tool can find them. 
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Textures and the .3ds file format  
The .3ds file format is a common interchange format recognized by many software tools.  .3ds differs 

ŦǊƻƳ Ƴƻǎǘ ƻǘƘŜǊ ŦƻǊƳŀǘǎΥ  ƛǘ ŘƻŜǎƴΩǘ ǎǘƻǊŜ ŀƴȅ ǇŀǘƘ ƛƴŦƻǊƳŀǘƛƻƴ Ŧƻr textures.  It is up to the tool that 

loads the .3ds files to find the textures.  Most tools will look in the folder containing the .3ds files.  If the 

textures are not there, the tool will probably have to be told where to look. 

Displaying .3ds textures in Google SketchUp 
Google SketchUp can import PLW Modelworks buildings in .3ds format.  Often, however, the building 

geometry will show up in the SketchUp window, but without the texture maps.  So where did the 

textures go?  ThatΩs exactly what SketchUp wants to know.  Remember that the .3ds file format stores 

the textureΩs file name, but not the path to where that file is stored. 

When SketchUp tries to import a .3ds file and it canΩt find the textures, it tells you it could not create 

textures and materials in its Import Results popup. 
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The resulting imported model will show the untextured geometry. 

 

For SketchUp, the easiest solution to this problem is to simply move the texture map files into the same 

folder as the .3ds files.  In a Windows Explorer window, simply select all the texture files in the tmaps 

folder and drag them into the 3ds folder. 
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With the texture maps in the same folder as the .3ds geometry files, the textures are loaded and placed 

on the buildings. 

 

Displaying .3ds textures in Autodesk 3ds Max or Autodesk VIZ  
You may want to try this procedure on a small subset of your PLW Modelworks city scene if the entire 

scene is more than a couple hundreds of buildings, or if your computer has only a modest configuration. 

1. Import the .3ds ƳƻŘŜƭ ƛƴǘƻ aŀȄ ƻǊ ±L½ όLΩƭƭ Ƨǳǎǘ ǎŀȅ άaŀȄέ ŦǊƻƳ ƴƻǿ ƻƴΣ ōǳǘ ±L½ ǿƻǊƪǎ ǘƘŜ ǎŀƳŜύΦ  

The tool only lets you load one .3ds file at a time.  If you want to load an entire city, you will 

need to have the entire model in a single file or a small number of files.  You can replace the 

current scene or merge the objects into what you already have.  You will probably want to 
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ǳƴŎƘŜŎƪ ǘƘŜ ά/ƻƴǾŜǊǘ ǳƴƛǘǎέ ƻǇǘƛƻƴΦ 

 
2. If your model is textured but the textures did not load (or maybe even if they did), the scene 

Ƴŀȅ ƭƻƻƪ ǾŜǊȅ ǿƘƛǘŜ ƛƴ ǘƘŜ aŀȄ ǾƛŜǿǇƻǊǘΦ  ¢ǳǊƴ ƻƴ ά9ŘƎŜŘ CŀŎŜǎέ ǘƻ ƘŜƭǇ ȅƻǳ ǎŜŜ ǘƘŜ ǎŎŜƴŜ 

better: 

a. Move the mouse cursor into the Perspective viewport and click the Middle Mouse 

button.  The Perspective viewport should become highlighted. 
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b. Expand the Perspective viewport by clicking the Maximize Viewport Toggle in the lower 

right corner of the Max window. 

 
c. Deselect All selected objects by pressing Ctrl-D. 


