Color Correct v1.0 - April 15th, 1997





Color Correct (CC) is a map type that lets you change the colors of a map by using image processing techniques. You can modify the colors of your map by changing its hue, saturation, value, brightness, contrast or RGB channel values. Obviously all the values are animatable.





Installation





After unzipping the pack copy these files to their corresponding locations:





colorcorrect.dlm	==>	your plugins directory


cc.mat		==>	your maps directory


colorcorrect.doc	==>	your help directory





Using Color Correct





All of the colored maps can be modified using CC: Ambient, diffuse, specular, filter color, reflection, refraction. Normally you would want to modify the colors of a diffuse map, because it is the most effective map. Using CC would only change the amount of the monochannel maps (shininess, shin. strength, self-illumination, bump and opacity) since they have no color, so it is irrelevant to use it in these slots.





To use CC simply select it from the list when you click on the diffuse map. You can alternatively change the type of your map to CC, and by keeping the old map as sub-map you can cc with your old settings.





As a matter of fact you don't have to use a map to cc: you can choose a simple color from the swatch and cc it to get interesting effects.





Parameters





The parameters for CC are divided into two parts: Basic and Advanced.





Basic: 





The basic parameters are the ones you usually need which can be found in any paint program. 





Hue: You can modify the hue in degrees thus giving it a value of 360 will have no effect. But when you animate it from 0 to say 360 you will see all the color cycling and returning to their normal values.





Saturation: Saturation is implemented as percentage. When you pull the default value of 100 down to zero the image will be monochrome. You can also check the Mono option to make your image devoid of colors.





Brightness: This is also implemented as percentage, but since it is easier to grasp the idea the default value is zero. Normally if you decrease the value to -100 the image should turn black. We say normally, because you might have boosted the contrast, leaving brightest colors above the black range.





Contrast: Contrast is another parameter with percentages. The default value is 100. Entering a value of zero, again we say normally, renders the image gray. Boosting to high values like 5000 creates a solarizing effect.





Invert: This checkbox inverts the colors of the image. This is the same as giving a value of -100 to the contrast.





Mono: This checkbox removes the color information in an image. This is the same as giving a value of 0 to the saturation.





Colorize: This is a future option which is going to let you tint the image easily.





Reset: Returns all the values to default values and removes all of the sub-maps except the source map.





Advanced: 





The advanced parameters gives experienced users more room to maneuver. Hue and saturation values are linked to the basic parameters. So if you modify one the corresponding basic parameter will also change, and vice versa. Note that the gain of the hue and offset of the saturation values in the advanced section are linked to the basic parameters. This is because of the inner workings of the algorithms. You don't have control of brightness and contrast in the advanced section.





The first part of the advanced parameters give you the control in the HSV color space. You can change the hue in degrees, saturation and value as percentages. In the advanced section you have seperate control over the offset and gain values of the parameters. You can also apply maps to adjust gain and offsets of HSV values except the offset of hue.





Beware! Since this part is for advanced users we took the liberty to introduce mathematical formulas to explain how the calculations for the values are computed:





Hue:





New Hue = Old Hue + Offset + ( Gain * Gain Map Intensity )





For example, if you set hue offset to 50, hue gain to 10 and apply a gain map with black and white checkers you will shift the hue 50 degrees in black areas of the checker and a further 10 degrees in the white areas of the checker.





Saturation:





New Sat = ( Offset * Offset Map Intensity ) +  ( Old Sat * Gain * Gain Map Intensity )





Value:





New Val = ( Offset * Offset Map Intensity ) +  ( Old Val * Gain * Gain Map Intensity )





The general idea is that the offset value is added to the initial value while the gain value is multiplied with the initial value. So if you enter 100 for the saturation offset you will be sure that every color will be completely saturated. Likewise if you have an initial value of 20 and enter 200 as the gain and you will get a value of 40. For example to boost saturation you should use the offset value, and to minimize it the gain value. For general color adjustments gain value is used, offset lets you create some special effects which we encourage you to discover.





RGB





The second part of the advanced parameters give you control over the RGB channels. The same idea of gain and offset works for modifying these channels. 





New R = ( Offset * Offset Map Intensity ) +  ( Old R * Gain * Gain Map Intensity )


New G = ( Offset * Offset Map Intensity ) +  ( Old G * Gain * Gain Map Intensity )


New B = ( Offset * Offset Map Intensity ) +  ( Old B * Gain * Gain Map Intensity )





Additionally you have the option to remap the channels through the use of combo boxes.





Examples:


- To discard blue information, enter 0 as the blue gain.


- To make the whole image reddish, enter a positive value as the red offset.


- To invert only the green channel, enter 100 as the green offset and -100 as the green gain.





Tips





To apply a simple tint to a map apply a CC and make it mono or decrease the saturation value. On top of this apply another CC. Here boost the saturation offset in the advanced section to 100 and shift the hue to whatever value you like.





Notes





We strongly urge you to explore possibilities with this plug-in and send us the effects you have discovered. There is going to be a material library download section on our web site for the expanding number of materials. Don't forget that you can save your settings to the material library. 





Disclaimer





Color Correct is a FREE plug-in for 3D Studio MAX. It can be distributed freely but may not be sold. Currently this software is not supported so use it at your own risk. We are not responsible for any damages whatsoever, including loss of information, interruption of business, personal injury and/or any damage or consequential damage without limitation, incurred before, during or after the use of this product.





Although this product is not supported, we will try our best to satisfy your requests. So please feel free to contact us:





cozdas@ibm.net


sinancg@ibm.net





Visit our web-site for further plug-ins:





http://www.compugraf.com/corecomp.html





