NMonuroHanbHbIX MOOEJIMHI
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Hi Ploly

KoHUenTyanbHbIM NYTb

KoHuenT + AHanu3

CKynbnT

PeTonosiorus

UW Mapping

TpaHcdep (nepeHoc AaHHbIX Ha Low-Poly)

TEeKCTYpPUHI U HAaCTpOMKa MaTepuanos
(BM3yanm3auus)

[locTobpaboTKa.
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Knaccnyeckum nyTb

KoHUenT

C6op nHpopMaLmmn
OnpepeneHne CcTung
AHann3 caMoro obbekTa
YnpouleHune




STanbl KJIaCCUYECKOro nyTu

Co3aaHue 6a30BON yrpOLLEHHOWU MOAENN
(6bonBaHkn).

[lepBnYHaa AeTanm3aung

KpynHble aetanun. (ba3oBble 3/1eMeHThl).
O6paboTka pmHanbHOM hOpPMbI.
PuHanbHasa aetanm3auuns:

1)19 ntepaums crna>kusaHue (4x)
2)Menkue getanu

3)PuHanbHOE CcrnaXwueaHue
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MoaundukaTopbl




Parametric
Deformers

i
lattice mirror noise

ripple skew

spherity

streteh taper twist wave
www.fernandezjuanpablo.blogspot.com
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Cutting Holes Into

seanvangorder.wordpress.com

Flat Geometry

WSS

1.

1. For the sake of demonstration |
will be using a simple plane. This
method can be applied to any flat
surface on objects of any
complexity.

2. Begin by adding supporting
edges in which the hole will

be created. This step is not
absolutely necessary, but it will

help avoid subdivision problems

later on by keeping inset edges.
away from the borders of the flat

surface.

3. Use “Connect” to add two
perpendicular edges crossing
through the center of where you

want the hole to be.
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4. Select the center vertex

created in the last step and use

“Chamfer” to create a square.

5. Use “Connect” to create

perpendicular edges in the square.

6. Select the eight vertices on the
border of the square and apply
“Spherify” modifier to round the
edges. Collapse the modifier.

7. Use “Connect” to create edges
between to preserve quads
around the hole.

8. Select the four inner faces and

use “Inset”. Then delete the faces.
This creates a supporting edge for
subdivision.

9. Select the center border, hold
shift, and drag out another edge.
Do this twice to create a support
ing edge for subdivision. Add a

“Turbosmooth” modifier.

Final result, duplicated and welded together with a turbosmooth modifier applied.
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Spm‘ulnr Color vs. Gloss Guide

Diffuse Color 220 - 0 - 0 (Red)

0 Gloss 0 - 10000 10000
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CGMA: Azt of Cotor anp Ligst B - Week 3: Materiats. (Warm Licrt / Coot Swaoows)

Cami Sanoers - 2/17/14
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UV Mapping & Texturing






Wireframe and Textures

Showng the difuse textures only
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www.simont.de
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WWLW,STEVENSKIDMORE.COM
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Diffuse Specular Gloss ' Normal



Diffuse Specular Gloss Normal



Nanartxa apmefckan «Yc6-56»

punkvideo3d@gmail.com




Battle Axe 384 Triangles, 1024 Diffuse, Specular, Normal sauder.benjamin@googlemail.com
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Castronovo \ NateTheArtisteacgmail.co
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\a Orc Warrior - Breakdown - Textures maps (Staff) 2015 . Rodrigo Gongalves . RodrigoPixel.com.br PIXEL
Overall AO map
Color map Color map Color map Normal map Normal map Light map Cavity / Curvature map Convexity map Concavity map Gradient map Ambient Occlusion map Final DiIfusgn‘rapv :
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UV maps
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Yo For what are they used for?
NG,
A 4

+ Enhancing general details + Get major volumes

+ Base colors + Get lights information + Get micro details (Cavity & Edges) + Contact shadows Final texture map

- I i I . . .
+ Mask se{egt(qn + Show que ing details + Mask selection + Lights information (Fa
Get lights information + Saturation control
from the Green channel - Y Axis + Mask selection
(Fake lights)

Please note, this is just a documentation of my workflow and creation process. Above are some descriptions regarding some textures maps | use most to create
this final Diffuse map. There are many ways to create/use those maps and each model or style might request different approach or skills. :)




Artstation.com
Pinterest.com
CGSpeak (Youtube.com)

Render.ru



