
How to get UV into your texture image 
This is a very short tutorial for a usage of the UV+EPS plug-ins. The full tutorial is 
about to come. 

Requirements: 
UVexporter v.02 
EPS export filter v.01 

Procedure: 
In ZMODELER: 

 
1. Assign all the UV’s as usual 
2. Select all the faces assigned to the texture you want to export 

(Select->By Material) 
3. Assign UV clicking in any modeling window (except of USER VIEW), 

keeping SEL mode ON. This will not reassign UV’s, but they will be 
shown in UVmapper window all together. 

4. Use Texure->UVexport on the object in UVmapper to transform it into a 
regular object. 

5. Export this new object as  EPS 
 
In PHOTOSHOP (or similar): 
 

1. Import ESP  
Basic resolution is 1024x1024 px ; use 72px/inch  
 

 

If you want to change the resolution 
use different scale % (1.,2.). It 
means 50% for 512; 25% for 256… 
If you want to create non square 
picture, uncheck ‘constrain 
proportions’ (3.).

 
2. You’ll get precise UV mesh of your models. It’s advisable to put it on 

the top of layer stack (It’s black / transparent). 
3. Use it as a guide for all the decals, shades and so on… 
 

Good luck, ‘hope that this will save you a lot of work with demanding screen-shot 
work.



 

 

 

 


