
SITE DESIGN
SITE MODIFIERS: TEXTURE BEDS

Texture Bed site modifiers are a little unique. These modifiers, do not adjust the elevation of a site or limit the effects of 
other modifiers, but simply apply a texture to an area of the site. These can be used to represent a lawn, mulch bed, 
sand, water, or other types of material on the site.

Texture beds follow the same creation procedure as other site modifiers. They can be created using the Site Modifier tool 
directly or created from existing geometry, using the Create Objects from Shapes command.  Additionally, they can be 
created by plug-in objects, such as the Hardscape or Landscape Area tools. We have covered the creation process of a 
site modifier in previous chapters, so we will not go over this again. Check out the other Site Modifier chapters first, if you 
would like to review this process.



Here we have a texture bed, representing a mulch bed. Lets take a look at the 
settings for this Texture Bed. First, just like other modifiers, texture beds can be 
applied to either the existing or proposed model. In this case, the texture bed is 
applied to the proposed model.

Next, we will look at the option to choose the Class that will be used for the 
Texture Bed's texture assignment. If you are not familiar with Class Attributes, 
please take a moment to review the Introduction to Classes chapter. In this case, 
we have a class called Mulch Beds. If we edit this class and look under the 
Texture category, we see that a mulch texture is chosen. The texture must be 
applied in this way, through a class attribute. Textures cannot be applied directly 
to a Texture Bed.

One final thing to remember, just like with other site modifiers, after 
making any changes to the Texture Bed or the texture class, the 
site model must be updated to see the changes. Also, if you do not 
see the changes after updating the model, the Site Model may be 
set to show the existing model, while the texture bed is assigned to 
the proposed model. Make sure the 3D Display is set to show the 
correct state of the model. 



It is also common to create texture bed modifiers through other plug-in objects, such as Hardscapes and Landscape 
Areas. For example, if you want to see a texture for a lawn, but also report on area for quantities of sod needed for the 
lawn. it is better to create a Landscape Area with the needed plant information and set the 3D Display to Texture Bed. 
This will be similar for hardscapes, such as pathways and patios.

Texture beds are great for quickly representing different areas on a site model. Whether it is a lawn, mulch bed, pond, 
creek, or other area.
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