
Open the Building where texture issues are present 

You can select the geometry and see on the UV map where the texture needs adjusting 

 

Please note that not all UV map facades will be in one place, due to the processing of the UV map 

some geometries will be scattered around. Below is a face that we will be concentrating on in this 

guide, but as you can see the geometries are spread out and we will need to go through a few easy 

steps to put them together and ready for re-texturing. 



Step 1: Select the façade that needs to be textured. Using the UV map viewport see if the UV maps 

are in one place or scattered around. Below screenshot shows that the façade geometries are 

indeed scattered around will need to be reprojected. 

 

Step 2: Make sure the model is in the perspective viewport and the UV geometry selected as show 

below. On the UV mapping window (1) (this differs between 3d modelling software) select the 

“Projection” tab (2) and click on “Frontal” button (3).  
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Step 3: After “Frontal” projection the UV Polygons should look like this: 

 

Go to “Relax UV” (1) Tab and hit “Apply” (2) – This will relax the UV and flatten them. 

Next go to “Optimal Mapping” (3) tab and make sure “Realign” (4) is selected and hit “Apply” (5) 
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Step 4: You should now end up with UV Polygons in correct proportions however these will need to 

be moved and rescaled. 

 

You will also notice that some of the UV polygons are not connected and are separate 

 

The reason for these elements to be split is because there are polygons in between them that 

connect them together however for the purpose of the UV mapping we decided to leave them 

alone. These elements will need to be re-arranged closer together to help us UV map correctly. 

  



To rearrange the UV polygons we first have to select the ones that need to be moved: 

 

We then select the “Move” tool and put the UV Polygons to the side. Finally, we move each of the 

UV Polygons in the correct place to reflect the 3D model: 

 

We repeat this for the other UV Polygons: 

  



Step 5: We now have to rescale and find space on the texture. There might be an occasion where 

you will be forced to move existing UV map to make space for the ones that we have just updated. 

We should also try to keep the UV Polygons in the right proportions to the already existing UVs. 

Below you will see that the front part of the building has a bit of space next to it where we can fir 

our updated UV: 

 

We can use the space to move our UV map in there and scale it. 

Scale tool is located next to the Move tool: 

  

There is a small tip that can be used to help you scale the UV: On the existing texture you might be 

able to see some features like this ledge I have pointed to on the screenshot above. You can use that 

as a guide to know how to scale the UVs. 

Repeat all the above steps for all the UVs that need to be moved and scaled. 

  



We can move onto exporting the texture from our 3D software to Photoshop. Before we do that we 

need to make sure we outline the UV polygons so that it can help us with arranging the next textures 

in the correct place. 

On the UV map settings you can create a New Layer and outline the geometry so that it is easier for 

you to see exactly where adjustments have to be made. 

 

 

Save the Texture out of your 3D modelling software as PSD – This way the existing texture and newly 

created layer containing the outline of the UV map can be exported into Photoshop 



 

Open the PSD texture file in Photoshop and make sure the Outline layer is visible 

 

  



Find the photos that will be used to create new textures. There are a few tips I will mention below 

on how to take correct photos: 

 

 

 

  

For large buildings it is advised to take 

photos of individual section. Photo here 

tries to cover a large amount of the façade 

however the curvature of the building and 

length creates perspective distortion 

therefore the left side of the building would 

not be too distorted. 

This photo is much better however the 

upper section is cut off so we would either 

need to find another photo that shows the 

entire façade or cut the upper section and 

join them together in Photoshop. 

These two photos are shot 

correctly in front, nothing is 

cut off and they can be 

easily adjusted to be used as 

textures. However the 

photos have different 

colours which, fortunately 

the one on the left is the 

same colour as the photos 

of other facades. Also the 

street lights seem to be in 

front covering some of the 

window – These can be 

removed however taking a 

photo in front of these light 

might have taken them out 

of the picture. 



A good example of a façade photo could be this photo here: 

 

  

The photo is taken a good 

distance away and we can 

see the upper section of the 

building well. 

There is nothing blocking 

the façade like street lights. 

Photo is taken directly from 

centre of the façade 



Insert the correct photo of a facade into Photoshop, you can add it to the same file where the 

existing texture and UV outline is: 

 

On the above photo you can see that the far right and Left side are not very usable so we will need 

to cut out the middle 3 sections: 

  

Using the Polygon Lasso 

tool, select the three middle 

sections from the bottom all 

the way up just below the 

façade 



Once you have the three first sections cut-out, you will have to transform distort them. 

First you can help the transform process by dragging some guide lines to either side of the image, 

that way it will help you judge that all vertical and horizontal lines on the image are parallel to the 

guides. Guides can be dragged from the Rulers which are locate don the left and top of the viewport 

(CTRL+R) 

To enter transform press CTRL+T or go to Edit->Free Transform 

Right click on the Image when it is in Transform mode and choose “Distort” 

 

  



Once the correct views of the building façade are found and transformed into correct shape you can 

start pasting them onto the UV map. Use the UV map outline to help you position correct texture 

onto the corresponding area on the model

 

 

  



Please keep in mind that the building geometry is often buried below the terrain, therefore where 

the geometry ends is not where the ground floor starts. 

 

 

  

You can see the shops on the 

ground floor sit right on top of 

the red line, this is where the 

building start being buried in the 

terrain as seen on the image 

below. 

This part of the UV map no 

longer visible as its below 

terrain. 



Finally once the entire texture had been corrected where necessary, save the original PSD file but 

also Save the final texture as JPG (please remember to turn off the outline layer when saving as JPG) 

 

 

As a final check, please load the texture into the 3D software and view the corrected model:  
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