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Geƫng Started 
Tool Usage: 

ThisÊtoolÊisÊdesignedÊtoÊhelpÊmanageÊtexturesÊfilesÊinÊbatchÊsetsÊorÊindividuallyÊforÊgameÊ
engines.ÊUsingÊtheÊtabbedÊviewÊyouÊcanÊeasilyÊchangeÊtheÊcurrentÊoperaƟonÊandÊmayÊneedÊ
toÊloadÊspecificÊimages.ÊThisÊtoolÊdoesÊnotÊneedÊanyÊextraÊsetup,ÊsimplyÊloadÊtheÊimagesÊonÊ
theÊrightÊsideÊandÊuseÊtheÊtabbedÊmodes.ÊSomeÊtabbedÊmodesÊrequireÊyouÊtoÊloadÊimagesÊ
insideÊthemÊinsteadÊsuchÊasÊtheÊcombiner,ÊremapperÊandÊatlasÊpacker. 

 

SetÊyourÊfileÊpathÊfolderÊbelowÊtoÊensureÊallÊmodesÊgoÊtoÊtheÊcorrectÊlocaƟon.ÊIfÊyouÊ
preferÊthemÊtoÊgoÊtheÊsameÊfolderÊasÊloadedÊfilesÊƟckÊtheÊcheckbox. 
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ConverƟng Images 
ConverƟng File Types: 

TheÊfirstÊandÊdefaultÊtabÊforÊtheÊtoolÊisÊforÊconverƟngÊfiles.ÊToÊgetÊstartedÊclickÊonÊtheÊloadÊ
imagesÊiconÊtoÊinsertÊyourÊimages.ÊThisÊtoolÊsupportsÊoneÊimageÊatÊaÊƟmeÊandÊbatchÊmodeÊ
(mulƟpleÊimages).ÊOnceÊloadedÊtheÊUIÊwillÊupdateÊtoÊshowcaseÊaÊpictureÊofÊoneÊofÊyourÊ
imagesÊloadedÊin.ÊUseÊtheÊarrowÊbuƩonsÊtoÊcheckÊallÊimagesÊhaveÊloadedÊin. 

YouÊcanÊnowÊselectÊtheÊdesired export file type.ÊIfÊtheÊfileÊisÊtheÊsameÊtypeÊitÊwillÊignoredÊ
duringÊexport.ÊNextÊsetÊyourÊexportÊpath,ÊthisÊisÊcriƟcalÊforÊwhereÊyourÊfileÊwillÊgo. 

 

ToÊconvertÊyourÊfiles,ÊclickÊonÊtheÊconvert all loaded files buƩon to begin. 

Aiming for a smaller file size? Try saving as  JPEGS or increasing the opƟmisaƟon slider to 
compress the image more. 
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Rescaling Images 
Rescaling Images: 

TheÊsecondÊtabÊisÊforÊresizingÊyourÊimages.ÊEnsureÊtheyÊareÊloadedÊonÊtheÊrightÊpreview. 

Set Scale Rescale: 

WhenÊworkingÊwithÊsquareÊtextureÊformatsÊ
thisÊmodeÊhasÊaÊquickÊdropdownÊofÊtheÊ
mostÊcommonÊtextureÊresoluƟons. 

Percentage Reduce/Upscale: 

ThisÊworksÊontopÊofÊexisƟngÊresoluƟonÊperÊ
image,ÊsoÊifÊyouÊwantÊtoÊhalveÊallÊloadedÊ
imagesÊuseÊthisÊmethod. 

Reuse Scale from Thumbnail: 

ThisÊworksÊbyÊseƫngÊallÊloadedÊimagesÊtoÊ
matchÊtheÊthumbnailÊresoluƟon.ÊGoodÊforÊ
matchingÊƟleableÊsizes. 

Custom ResoluƟon Input: 

ThisÊopƟonÊgivesÊtheÊmostÊcontrol,ÊforÊquickÊ
inputÊuseÊtheÊbuƩonÊtoÊautofillÊtheÊdefaultÊ
valuesÊwithÊtheÊcurrentlyÊselectedÊloadedÊ
thumbnailÊimage. 
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Packing Images 
Packing Images to Channels: 

ToÊpackÊdifferentÊimagesÊintoÊoneÊfinalÊfileÊclickÊonÊtheÊpackerÊtabÊandÊloadÊyourÊimages.Ê
CauƟon: Loaded images will be converted into grayscale. Don’t forget to set export path. 

Here are some examples of packing these files and the final result: 

Packing RGB e.g AORM 

Packing RGBA to have 
Alpha transparency 
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Spliƫng Channels 
Spliƫng Image into Channels: 

ForÊtheÊreverseÊtoÊaÊcolourÊimage,Êswitch to the spliƩer tab to split a image into channels. 

ClickÊonÊtheÊloadÊimagesÊtoÊthumbnailÊandÊifÊyouÊareÊworkingÊonÊmulƟpleÊfilesÊensureÊtheÊ
oneÊtoÊsplitÊisÊcurrentlyÊpreviewed. 

NowÊyouÊcanÊtoggleÊallÊtheÊchannelsÊyouÊwantÊtoÊsplitÊtoÊalongsideÊtheÊexportÊseƫngs,Ê
locaƟonÊandÊfileÊtype.ÊOnceÊsetup,ÊclickÊonÊtheÊsplit into channels buƩon. 

OneÊsplitÊupÊyourÊchannelsÊwillÊpreviewÊinÊtheÊthumbnails.Ê 

Want to save the thumbnails? Click on Export Split Maps. 
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Engine Remapping 
Remapping Textures for different engines. 

IfÊyouÊareÊworkingÊbetweenÊenginesÊandÊwantÊtoÊdisplayÊyourÊexportedÊtextureÊmapsÊfromÊ
UnrealÊEngineÊinÊUnity’sÊURPÊthisÊtabÊisÊforÊyou.ÊSimplyÊimportÊtheÊmapsÊintoÊtheÊslotsÊandÊ
selectÊwhichÊengineÊtheyÊareÊmadeÊfromÊandÊwhichÊtheyÊneedÊtoÊbeÊreconfiguredÊfor.Ê
Further rescaling and converƟng can be done with other tabs. CauƟon: Some roughness 
arƟfcaƟng may occur when working with pitch black smoothness maps. 

Here is how the maps look like for Unreal Engine. 

Here is how the maps look like for Unity Engine. 

Between these two engines, roughness aka smoothness is 
inverted and stored in alpha rather than green channel. 
Normal maps are also flipped in green channel. 



9 

 

Packing to Atlas 
Packing MulƟple Textures to Atlas: 

ToÊreduceÊtextureÊdrawcalls,ÊconsiderÊpackingÊmanyÊsheetsÊtoÊaÊlargerÊfile.ÊWithinÊengineÊ
youÊwillÊhaveÊtoÊzoomÊinÊyourÊtextureÊcoordsÊviaÊƟlingÊtoÊaccessÊeachÊsquare.ÊTo pack 
textures load them into the tool and click the buƩon. 

UsingÊeachÊquadrantÊyouÊcanÊstoreÊ4Ê
textures.Ê 

If you uƟlise this with RGBA noise 
maps like AORM or Metalness 

Smoothness you can store up to 12 
greyscale textures in one file by 
dividing them into 4 quadrants. 

 

BeÊwarnedÊthisÊshouldÊnotÊbeÊusedÊ
withÊflipbooks/spriteÊsheetsÊasÊitÊwillÊ

breakÊƟling. 


