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How to use the Multi Engine Textures Pack to recreate PBR materials in

different rendering engines: introduction

In these Tutorials we’ll see how to use the Multi Engine Textures
Pack Textures, present in all of the 3D models’ packages, with the materials
for the PBR (Physically Based Rendering) of some 3D visualizations and
rendering programs; in particular, we’ll see:

how to configure an exportation Preset in Substance Painter 2019 in
order to export the necessary Textures for Cycles / Eevee in Blender
3D 2.79 - 2.8x PBR4 material; indeed, in all of the 3D models’
packages, there is a BLEND file (Blender 2.7x - 2.8x) with the same
PBR4 material that operates all of the PBR Materials (using only 3
Texture images): the dielectric material, the metallic one and that with
transparency;

how to recreate the PBR material with the Specular Workflow in
Marmoset Toolbag 3;

how to recreate the PBR material with the Metallic Workflow in
Substance Painter 2019;

how to import the model in the FBX format and the related PBR
Textures in a Unity project (version 2019), using the Metallic Workflow
for the material;

how to import the model in the FBX format and the related PBR
Textures in an Unreal project (version 4.x), using the Metallic-
Roughness Workflow for the material;

how to import the model in the FBX format and the related PBR
Textures in a 3D Studio MAX 2020 project with V-Ray as a rendering
engine.

In all of the Tutorials, I'll show some images using one of my 3D models, the
“clinical thermometer”, visible in the next image (which was rendered in
Cycles or Eevee for 3D Blender using a scene with 3 light sources and a
Texture’s image as a background of the virtual universe).
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The object that I'll use in these tutorials is composed by two objects: the
“glass” for the transparent parts and the “frame” for the rest.

I've decided to use this model because it shows two different materials with
different features: the first one (the “frame”) is opaque and shows
both the metallic and the dielectric parts; the second one (the “glass”) is
transparent, so, it'll allow us to see how to manage the transparency in
the software that have been used.

The techniques discussed using this 3D model can be applied to all of my 3D
models which were created with my standard:

one Material for each Object;

the Textures’ map (“UV Layout’) without overlays;

the FBX interchange format included in the package;

the BLEND file with PBR4 Material and PBR Textures for Cycles included
in the file;

and, obviously,

. the MULTI ENGINE TEXTURE PACK folder which carries the PBR
Textures for the different rendering engines and for the Workflow Metallic
and Specular (PBR materials).
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The Textures for the PBR4 Material in Cycles / Eevee (Blender 3D 2.7x -
2.8x)

You'll always find a BLEND file created with a 2.7x version (or next), in the 3D

models’ ZIP packages. This file has got the Textures images associated with
the Materials present in the scene.

UV Editing Scene

The BLEND file present in the package has got always Textures
images packed up inside for the many Materials present in the scene.

So, if you want to use the object with the textures that | provided, you simply
have to put the object in your Blender scene. Let’s see how.

In your Blender project’s scene, in which you want to put the object in the way
as it has been provided in the package, select Append from the File menu.
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42 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS____\UTILITIES-SCRIPT-VARIE-ALTROMV20170715---RENDER-5CENE-CON-PBR4.blend]

X Cycles Render

U ouit

Select APPEND from the FILE menu in the Blender project, in which you
want to put the object.

At this point, in the Blender’s File Browser window, you have to “navigate” up
to importing the desired Objects in this way:

1. find and click on the File that you're interested in, from his path on disk;
2. inside the file, click on the Object section;
3. select all the objects you want to import and click on Append in the form.
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APPEND phases; particularly, while uploading the object with the Materials
and the Textures, pay attention to select OBJECT.

So, the objects will be inserted in the current form, equipped with the Materials
and the original Textures, ready to be transformed as desired.

72 Blender” [C:\Users\Francesco-Fisso\Dropbox\ TERA\__ASSETS__ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBRblend]

The object inserted in the scene is equipped with the Materials
and the original Textures.
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If you import the object in an empty scene, don'’t forget to activate the light’s
sources or at least a color in the background, or you won’t be able to see
anything; the next image has been obtained putting the object in a scene made
of a white surface, 3 Area Lamp light’s sources and an HDR panoramic image
for the background of the virtual universe.

4% Blender* [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS__ AUTILITIES-SCRIPT-VARIE-ALTRON20170713---RENDER-SCENE-CON-PER4.blend]

H = i ne T Cycles Render 5 A
Time:00:39.34 | Mer 2M, Peak:160.22M | Done | Path Tracing Sample 50/50

Set Origin :

Display render preview.

Rendering preview of a 3D Blender scene (Cycles as rendering engine), with
the lights and a background image correctly set.

Instead, if you want to create a new Texture’s set, for example in Substance
Painter, and you want to use the PBR4 node from the material that I've
provided you, you have to create the Textures in a way that they can be
compatible with the PBR4 node. This operation has been described in another
Tutorial of this basic guide.
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IMPORTANT NOTE - (SEMI) TRANSPARENT OBJECTS

The PBR4 node of my Materials has got a value called “Abs Strength” that
means “Absorption Strength” and serves to adjust the light absorption intensity
when this one goes through a semitransparent material, colored or not.

Pay attention at the material’s parameters.

For the colored semitransparent materials such as jelly, wine, and not
completely transparent fluids in general, this parameter must have values
greater than 1 (which is the default value), but for the water, the diamonds or
“‘pure” glasses you have to take it down to 0, or the object will look dark.

Furthermore, you'll have to correctly set the IOR parameter, which shows the
material’'s refractive index, and that you can regain quickly with a simple
research on the Internet; for example, for a diamond, the best value you'll find
is between 2.1 and 2.4.
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How to export the Textures for the Cycles / Eevee PBR4 Material from
Substance Painter 2019

In this tutorial we’ll see how to configure the Texture’s exportation on
Substance Painter to get the three necessary Textures for the Cycles / Eevee
PBR4 material for the 3D Blender.

This is useful because - as described in another Tutorial - all of my BLEND
models are equipped with that material and, if you want to keep on using it (to
keep the coherency with the other objects in the scene) but you want to change
the Textures (for example, because you’ve recreated them and you’'ve added
a logo, or because you have created them from scratch) you have to know how
to export the necessary Textures images.

This tutorial has been done with Substance Painter's 2019 version, and it’s for
those who has already got a good knowledge of the program (it's not a basic
tutorial).

The PBR4 material in Cycles / Eevee particularly uses 3 images:

1. an image for the base color (Albedo or Base Color);

2. an image like Normal Map;

3. an image composed of four other different images, in grayscale, stored
in the four RGBA channels (Red, Green, Blue, Alpha) of a single PNG
image.

The PBR4 node in Cycles /Eevee uses 3 Textures images; particularly, the
ORMA image is composed in reality of 4 images (Occlusion, Roughness,
Metallic, Alpha), linked to the image’s four RGBA channels.
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So, in our Substance project we have an object which is completely texturized
and ready for the exportation. We choose Export Textures in the Substance
Painter's menu.

GI_ Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

e5...  Cirl+5Shift+E

We choose Export Textures from the Substance Painter’s menu.

Let's move in the CONFIGURATION tab in the window that will show up on
screen. Here we can choose to create a new exportation Preset for the PBR4
or to select one which is already existent and add to the queue the three
necessary Textures, so we can have the Preset’s original Textures and the
Textures for the PBR4, after the exportation.

O_ Export document...

EXPORT  CONFIGURATION

The Configuration form in Export Document (from Export Textures).


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Anyway, to create the three images, we need:

1. an RGB image for the base color; we write

“cycles_$textureSet BaseColor” in this Texture’s Output Map; we won't
put transparency information (Opacity) in this Texture;

. an R+G+B+A image for the ORMA Texture (Occlusion, Roughness,

Metallic, Alpha); so, we need 4 distinct information channels to put in
four different maps in just one Texture; we write

“cycles_$textureSet ORMA”in this Texture’s Output Map field;

an RGB image for the Normal Map; we write
“cycles_$textureSet_normal” for this Texture’s Output Map field.

Output maps

The three images that you need to create for the exportation.

At this point, we have to drag the maps that are in the right part of the form,
respectively inside of the Output Maps’ Slot; particularly, we drag:

Input Maps — Base Color in the BaseColor Texture;

Input Maps — Ambient Occlusion in the ORMA Texture’s “R" slot;
Input Maps — Roughness in the ORMA Texture’s “G” slot;

Input Maps — Metallic in the ORMA Texture’s “B” slot;

Input Maps — Opacity in the ORMA Texture’s “A” slot;

Converted Maps — Normal OpenGL in the normal Texture.

All of the maps that we’re interested into are part of the Input Maps section,
exception given for the Normal OpenGL map, which is in the Converted Maps
section.
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@, Export document... 7 5

EXPORT CONFIGURATION

Output maps

fydes_StextureSet_BaseColor

The associations that need to be done between Substance Painter’s maps
and the Textures that need to be created.

Our exportation Preset is ready; obviously, at this point, we have to go back to
the Export form in the EXPORT DOCUMENT window, and, as it's showed in
the next image, set:

1. the path to disk to put in the exported files (the three texture images);

2. the 8-bit PNG format (because we need an image with a transparency
channel; so, for example, the JPG can’t be used);

3. the just created configuration (the Preset) that shows the settings for the
3 images that need to be exported for Cycles;

4. the images’ resolution that needs to be created (for example, in my case,
2048x2048).
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@, Export document... ? x

EXPORT CONFIGURATION

The EXPORT form in the EXPORT DOCUMENT window.

So, the images will be exported in the chosen path to disk and ready to be
linked to the PBR4 Material in Cycles / Eevee.
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How to recreate the object’s PBR Material with Specular Workflow in
Marmoset Toolbag 3

In the MULTI ENGINE TEXTURES PACK folder there are, among others, the
Textures to recreate the PBR Materials with the Specular and the Metallic
Workflow. In this tutorial we’ll see how to recreate a PBR Material with the
Specular Workflow in Marmoset Toolbag.

First of all, we import the 3D model’s FBX file in a new Marmoset Toolbag
project: we just have to drag the FBX file inside the 3D View of the program.

The program will immediately recognize the Materials, linking them to the
Specular Workflow; in this case, there are two Materials: the “glass” (the
thermometer's transparent parts) and the “frame” (the rest of the
thermometer).

A [ = | FBX-clin
Heme  Condn
« *
finical th

Importing the model’s FBX file in the 3D scene; Marmoset Toolbag will
immediately recognize the Materials (listed in the top right corner of the
image); in this case, there are two of them: the “glass” and the “frame”.

We have to make a double click on “frame”, then we open a File Browser
window and enter in the folder that has got the Textures inside of the package.

At this point we have to drag the images with the “PBR-SpecGloss_" and the
Material’'s name, so, we have to drag them in Marmoset Toolbag in this way:

the Diffuse in Albedo image — the Albedo Map;

the Glossiness in Microsurface image — the Gloss Map;
the Normal in Surface image — the Normal Map;

the Specular in Reflectivity image — the Specular Map.

We can leave out the Height image.
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Setting the Textures for the PBR Specular Material in Marmoset Toolbag.

Regarding the “glass” Material, the same considerations on how to drag and
link the maps are valid, but we have to make another operation as well: we
have to click on the Transparency form, at the right bottom, to select Refraction.

The Transparency form will open and we’ll have to set in it especially the Index
of Refraction value (I recommend you to lower it as much as possible; for
example, to 1.05 or 1.02) and, if necessary, uncheck the “Use Microsurface”
checkbox.

Obviously, the object’s final look will be also influenced by the image which was
used as an environmental lighting; to create the image below, I've used the
“Indoor Fluorescents” Preset and I've lowered the background intensity
(Backdrop Brightness) to make the object stand out.
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The Environmental lighting’s settings and the background of the 3D scene in
Marmoset Toolbag 3.
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How to recreate the object’s PBR Material with Metallic Workflow in
Substance Painter 2019

In the MULTI ENGINE TEXTURES PACK folder, there are, among others, the
Textures to recreate the PBR Materials with the Specular Workflow and the
Metallic one. In this tutorial we’ll see how to recreate a PBR Material with the
Metallic Workflow in Substance Painter 2019; if you want to see how to recreate
the Material with the Specular Workflow, look my tutorial on Marmoset Toolbag.

First of all, we import the FBX file of the 3D model in a new Substance Painter
project, dragging the FBX file inside the program’s 3D View. Substance Painter
will immediately ask us to specify the settings to create a new project; we can
confirm the default settings and go on.

), New project 7 x

heme: ${MATERIAL MAME) normal

The project creation in Substance Painter 2019.
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Substance Painter will immediately recognize the Materials linked to the object
and will put them in the Texture Set List section; in this case we have two
materials: the “glass” (thermometer’s transparent parts) and the “frame” (the
rest of the thermometer).

The first thing to do is to remove the empty Layer automatically created by
Substance Painter from the Materials (there are two of them, in this case); once
it has been done, we must create a FILL LAYER for each Material.

X TEXTURE SET LIST g X LAY o ¥  TEXTURE SET LIST

For each Material in the Texture Set List, delete the default Layer and create
a new Fill Layer.

At this point, we have to import the Texture images in the project, so, we choose
File - Import Resources, and then, (in the Import Resources window that will
appear on screen), we select the Textures with the prefix “PBR-MetalRough_”
and the Material’s name (“glass” and “frame” in my case).

We can avoid importing the HEIGHT Textures.
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Import the Textures in the project, choosing those with the MetalRough prefix.
We can avoid importing the HEIGHT images.

Before clicking on “Import”, we have to change the resource type from
Undefined to Texture; so, in the “Import your resources to:” selector, we choose
to import the images in the Current Session.

@, Import resources ? x

Import your resources and set their usage

Import your resources to:

The Textures’ importation settings.
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At this point, for each Material, we can begin to set the Textures in the Fill
Layer’s slots that we've created, following the matches between the images’
names and the PROPERTIES - FILL slots (Base Color, Metallic, Roughness,
Normal).

The matches between the imported images and the Material’s PROPERTIES
- FILL slots.

A note for the semi-transparent materials, such as glass: my package does
NOT include a Texture for the semi-transparency, which is called Alpha or
Opacity, so, you'll have to manually set the value (or creating a new Texture
for this purpose) in the Material’s Opacity camp, in the PROPERTIES - FILL
form.

Once you’ve done all of this, you’ll have the Substance Materials just like I've
created them, and, starting from this base, you’ll be able to do all the changes
that you’ll think will be more appropriate (adding logos, changing colors or any
other material’s properties in different places, etc.).

The Materials can be exported as a generic PBR, for Unity, for V-Ray, for
Adobe Dimension, for Unreal and other programs using the Substance Painter
2019’s native Presets; but, if you want to create the Textures for the PBR4
Material of Cycles, using the BLEND file present in the packages, you'll have
to create a special export Preset for Substance.

The instructions on how to create the Preset for the PBR4 in Cycles are in
another Tutorial of this guide.
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Import the PBR Textures for the Materials in Unity 2019 (Metallic
Workflow)

To use the Texture in Unity 5 Standard Shader (that uses the PBR Metallic
Workflow), first of all we have to drag the object’s FBX file that is inside of the
Project tab, so that it can be put in the current project.

The object will look as made of two geometries and two Materials, that at the
beginning will be grey without any Texture.

The FBX file imported in Unity will have the Materials empty, without any
Texture.

Right now, we can’t change the Materials’ settings, because Unity imports the
FBX files giving them the Materials present in the file, as it's visible in the
Inspector’'s Materials form for the imported object: here, the “Material Creation
Mode” is set on “Import (Legacy)”, while “Location” is set on “Use Embedded
Materials”.
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By default, Unity tries to import the Materials and the Textures directly from
the FBX files; however, in our case, there are only the Materials, but the
Textures images are missing.

So, let's click on “Use Embedded Materials” option (“Location” slot), change it
to “Use External Materials (Legacy)” and click on Apply to apply the changes.

odel | anmocn [

@ Mone (Material)
@ None (Material)

Let's select the "Use External Materials (Legacy)" option for Location and
apply the changes.
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Unity will create a folder called Materials and will put in it the object’s Materials,
but this time we’ll can change them putting them in the Textures. However, the
Materials will be linked to the object, so, after you’ve put in a copy of the object
in your Scene (by dragging it from the Project to the Inspector), you'll
immediately see the changes.

The new Materials, created in the Materials folder, will be linked to the object
and we will be able to change them.

At this point we can select the images files with the “Unity5-Metallic” prefix from
the Multi Engine Texture Pack folder and drag them in the Materials folder in
the Project tab; in particular, we’ll have to drag 3 images for each Material (so,
in my example, 6 images, as we have 2 Materials).
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Let's drag the images with the "Unity5-Metallic" prefix from the Multi Engine
Texture Pack folder to the Project’s Materials folder.

Setting the Textures for each Material is very easy, because we have to drag:

« the textures with the AlbedoTransparency suffix in the Material channel’s
slot;

. the texture with the MetallicSmoothness suffix in the Material channel’s
slot;

« the texture with the Normal suffix in the Material channel’s slot; in this last
case, we’'ll have to click on the “Fix Now” button that will appear in the
Material form, to mark the image as a Normal Map.

‘. 58 oo ]II II- i []i
| "i II dili M

Drag the Textures in their Material’s slots and click on the “Fix Now” button
for the Normal Map.
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There’s no need to do anything else to set a basic opaque Material; regarding
the Materials with transparency, instead, after making these links, it's
necessary to change the “Rendering Mode” parameter, in the top of the
Material Inspector form, from “Opaque” (the default value) to “Transparent”.

Regarding the Materials with transparency, once the three Textures images
are combined (as it happens with the opaque Materials), it'll be necessary to
change the Rendering Mode from Opaque to Transparent.
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Importing the PBR Textures for the Materials in Unreal Engine (v. 4.x)

To use the model in the Unreal Engine 4.x, first of all, we have to drag the
object’'s FBX file inside of the Content Browser of our Unreal project.

We click on “Import All” in the “FBX Import Options” window and we keep on
going disregarding any warnings about the “Smoothing Groups” absence in the
models.

Level Winimal Default (Persistent)

Import the FBX file in the Content Browser of the Unreal Project.

The game engine will immediately recognize the present objects in the FBX file
(in our example, there are two of them: the “frame” and the “glass”) and the
related Materials, but these will be empty at the beginning; dragging the objects
in the 3D scene, indeed, we’ll see them uniformly, without any Texture.
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The objects and the Materials uploaded in Unreal.

In this tutorial, as in those for the other programs, we’ll see how to configure
two different Materials types: opaque (metallic, dielectric or mixed) ones and
semi-transparent ones; in both of them, the combinations to do for the Textures
provided in the package are the same, so let’s start talking about the opaque
materials.

First of all, we drag the textures with the UNREAL prefix from Multi Engine
Texture Pack folder to the project's Content Browser; we have 3 images for
each Material, so, in my example, I'll import 6 of them.

NOTE: during the Normal Textures importation, Unreal can inform us that it has
converted automatically the image in “Normal Map”, as it’s visible in the panel
at the bottom right in the next image; we can confirm the Unreal’s operation by
clicking on the “OK” button.
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Drag the Textures Images with the Unreal prefix in the project’s Content
Browser; click on OK if Unreal inform us that it has transformed the Normal
Maps.

Once we've imported the project’s images too, we have to make a double click
on a Material to insert the Texture images; as a default, the Material’'s node is
linked to an empty one: we have to select it, delete it and drag the three
Textures images of this Material from the Content Browser to the Materials’
editor.

Let's insert the three Textures images in the Materials’ editor for the selected
Material. Let's delete the default empty nodes.
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In this example, I'm selecting the “frame” Material (the opaque parts, both
metallic and dielectric), linking the Textures in this way:

the BaseColor texture composite output (RGBA) to the Material node’s
BaseColor input;

the OcclusionRoughnessMetallic Texture’'s “R” output to the Material
node’s Ambient Occlusion input;

the OcclusionRoughnessMetallic Texture's “G” output to the Material
node’s Roughness input;

the OcclusionRoughnessMetallic Texture’'s “B” output to the Material’s
node Metallic input;

the Normal Texture’s composite (RGBA) output to the Material node’s
Normal Input.

Let's link the three Texture images’ outputs to the Material node’s input ports.

Let's save the changes to apply them and go back to the Main Editor of the
program.

Let’s take a look now to the semitransparent Materials (in this example, the
“‘glass”). We have to double click on the new Material to enter the Materials’
editor again.

We need to link the Textures to the Material’s node exactly like the opaque
Materials, so, first of all, we have to do this operation.
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However, we have to make also another link: let's take the Alpha output (the
last one) in the Texture Base Color and link it to the Material node’s Opacity
input.

Let's use the same Textures and Nodes configuration for the (semi-
)transparent materials, too; however, in this case, we must link also the
BaseColor image’s Alpha output to the Material node’s Opacity input.

Once we've saved the changes, however, we'll see that the object will look
opaque.

This is due by the fact that, on the left of the Materials’ editor, we have to set
the material’s “Blend Mode” from Opaque (default value) to Translucent for the
selected material; moreover, in the left bottom of the form, we have to change

the “Lighting Mode” parameter to “Surface Forward Shading”.
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For the semi-transparent Materials, it’s necessary to set the Blend Mode on
Translucent and the Lighting Mode on Surface Forward Shading.

Again, we save the changes and go back to the Main Editor; now, the semi-
transparent material will be correctly showed in the scene.

@@ )2

The final result.

NOTE --- In case the object looks “too transparent” (that is: invisible), you can
link a Scalar node to the Material node’s Opacity input and set the Scalar value,
for example, at 0.1 or 0.2, making the object semi-transparent (but not too
much... just enough so it's possible to see it).
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Importing the PBR Textures for the Materials in V-Ray 4.20 for 3D Studio
MAX 2020

In this tutorial we’ll see how to configure the PBR Textures (attached in the
Multi Engine Textures Pack package) in a V-Ray Next Update 2 (version 4.20)
material for 3D Studio MAX 2020.

To create the renderings that are visible in this tutorial, I've put a light source
and a background image in the 3D Studio MAX project; without these elements,
indeed, the renderings would appear black. I've added also a plan (a grey one),
so, we can put the object on it to see the shadows.

The initial scene: besides the objects, there are a plan, a light source and the
virtual camera.

Let’s start from the easiest material, the “frame”, which is opaque.
Let's create a VRayMtl material and assign it to the “frame” object in the scene.

Therefore, let's click on the square boxes next to the “Diffuse”, “Reflect” and
“Reflect Glossiness” slots, in the “Basic Parameter” material’s section.
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A “Material / Map Browser” window will appear, in which we’ll have to specify
that we want to create a BITMAP for that channel. We’ll have to specify the
Texture image we want to use, too; we can select the right image using the
suffix present in the file’s name to recognize it; for example, for the “frame”
Diffuse’s slots, we'll have to set the “vray_frame_diffuse.png’ Texture.

3 Material Editor - frame = 8 Material Editor - frame =7
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Of the four maps that we’ll use, three of them will be of Bitmap type and we’ll
can easily recognize them from the file’s names present in the Multi Engine
Texture Pack.

To set the fourth image, the Normal Map, we can go on in this way: let's open
the material’s Maps section and click on the Bump slot, then let's change it to
the VrayNormalMap type. Inside of this object we’'ll can set, in the “Normal
Map” slot, the corresponding texture (in this case: “vray_frame_normal.png’).
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To set the Normal Map, let's click on Bump and change the type to
VRayNormalMap, then let's drag the Normal Texture in the Normal Map slot.

As you can see, to set an opaque Material in V-Ray with the PBR Textures
provided in the Multi Engine Texture Pack, we just have to link four PNG
images that we can recognize from their names (Diffuse, Reflection, Reflection
Glossiness, Normal).

Regarding the “glass” material (and for all of the Materials that have
transparency in general), we have to do the same basic operations for the
“frame” opaque material (that is: combining the four Textures images to the
respective Material’s slots); after that, we’ll have to do three simple operations
in the “Reflect” section of the “Basic Parameters” tab:

« check the “Affect Shadows” checkbox; otherwise the material might look
black;

. change the “Refract Color” in pure white, or, in case it appears too
transparent, in a very light grey, almost white;

. lower the “IOR” value; for example, to 1.04.
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To set a semi-transparent VRayMtl material, once we've uploaded the four
Textures images as it has been done for the opaque materials, we have to
pay attention to the Refract Color, Refract |0 and Affect Shadows settings, in
the material’s Basic Parameters section.

Once this has been done, the Materials will be correctly set.

The rendered image.
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Como utilizar el Multi Engine Textures Pack para recrear materiales PBR
en diferentes motores de renderizado: introduccion

En estos Tutoriales veremos como utilizar las Texturas del Multi Engine
Textures Pack, presente en todos los paquetes de modelos 3D, con los
materiales para el PBR (Renderizacion Basada Fisicamente, PBR por sus
siglas en inglés) de algunas visualizaciones y los programas de renderizado
3D; en particular, veremos:

« como configurar una exportacion Predeterminada en Substance Painter
2019 para poder exportar las Texturas necesarias para Cycles / Eevee
en Blender 3D 2.79 - 2.8x PBR4 material; de hecho, en todos los
paquetes de modelos 3D, hay un archivo de BLEND (Blender 2.7x) con
el mismo material PBR4 que opera todos los materiales PBR (usando
solo imagenes de textura): el material dieléctrico, el metalico y el de
transparencia;

. como recrear el material PBR con el Specular Workflow en Marmoset
Toolbag 3;

. como recrear el material PBR con el Metallic Workflow en Substance
Painter 2019;

« como importar el modelo en el formato FBX y las Texturas PBR
correspondientes en un proyecto de Unity (version 2019), utilizando para
el material el Metallic Workflow;

« como importar el modelo en el formato FBX y las Texturas PBR
correspondientes en un proyecto de Unreal (version 4.x), utilizando para
el material el Metallic-Roughness Workflow;

. como importar el modelo en el formato FBX y las Texturas PBR
correspondientes en un proyecto 3D de Studio MAX 2020 con V-Ray
como el motor de renderizado.

En todos los Tutoriales, les mostraré algunas imagenes usando uno de mis
modelos 3D, el “clinical thermometer” (no provisto con esta guia), visible en
la siguiente imagen (que ha sido renderizada en Cycles para 3D Blender
usando una escena con 3 fuentes de luz y una imagen de textura como fondo
del universo virtual).
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B

4M, Peak:155.64M | Done | Path Tacing Sample 250250

El objeto que utilizaré en estos tutoriales esta compuesto por dos objetos:
“glass” para las partes transparentes y “frame” para el resto.

He decidido utilizar este modelo porque muestra dos materiales diferentes con
diferentes caracteristicas: el primero (“frame”) es opaco y muestra tanto las
partes metalicas y como las dieléctricas; el segundo (“glass”) es transparente,
asi que nos permite ver como manejar la transparencia en el software que ha
sido utilizado.

Las técnicas discutidas utilizando este modelo 3D pueden ser aplicadas a
todos mis modelos 3D que han sido creados con mi estandar:

« un Material para cada Objeto;

. el mapa de texturas (“UV Layout’) sin capas;

. el formato de intercambio FBX incluido en el paquete;

. el archivo BLEND con el Material PBR4 y las Texturas PBR para Cycles
incluido en el archivo;

y, obviamente,

. elarchivo MULTI ENGINE TEXTURE PACK que lleva las Texturas PBR
para los diferentes motores de renderizado y para el Workflow Metallic y
Specular (materiales PBR).
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Las Texturas para el Material PBR4 Material en Cycles / Eevee (Blender
3D 2.7x - 2.8x)

Siempre encontrara un archivo BLEND creado con una version 2.7x (o
superior), en los paquetes ZIP de modelos 3D. Este archivo tiene las imagenes
de texturas asociadas con los materiales presentes en esta escena.

Blender” [CAUsers! 130-2 Lth eter\BlL L L - 8 x

B edtmode 3| DY %

El archivo BLEND presente en este paquete siempre tiene imagenes de
Texturas empacadas dentro para los muchos Materiales presentes en la
escena.

Asi que, si desea utilizar el objeto con las texturas que yo proveo, simplemente
tiene que colocar el objeto en su escena Blender. Veamos como.

En la escena de su proyecto de Blender, en la cual desea colocar el objeto en
la forma en la que ha sido provisto en el paquete, seleccione Append del menu
File.
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43 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERA\ ASSETS____\UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

E Y et 122123 M s 192 |23 Cycles Render
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r 7
T T
Shift Ctrl O i g o |

Ctrl Alt O

Append from a Library .blend file.

Seleccione APPEND del menu FILE en el Proyecto de Blender, en el cual
desee colocar el objeto.

En este punto, en la ventana del Buscador de Archivos de Blender, tiene que
“navegar” hasta importar el objeto deseado de esta manera:

1. encuentre y haga clic en el Archivo en el que esta interesado, desde esta
ubicacion en el disco;

2. dentro del archivo, haga clic en la seccion del Objeto;

3. seleccione todos los objetos que desea importar y haga clic
en Append en la forma.

Entonces, los objetos seran insertados en la forma actual, equipados con los
Materiales y las Texturas originales, listo para ser transformado como se
desea.
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Fases de APPEND; particularmente, mientras carga el objeto con los
Materiales y las Texturas, preste atencion a seleccionar OBJETO.

% Blender” [C:\Users\Francesco-Fisso\Dropbox\ TERA\___ASSETS___\UTILITIES-SCRIPT-VARIE- ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

El objeto insertado en la escena esta equipado con los Materiales y las
Texturas originales.
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Si importas el objeto en una escena vacia, no se olvide de activar las fuentes
de luz o al menos un color de fondo o0 no sera capaz de ver nada; la siguiente
imagen ha sido obtenida colocando el objeto en una escena hecha con una
superficie blanca, 3 fuentes de luz de lampara de area y una imagen
panoramica HDR para el fondo del universo virtual.

%5 Blender* [C:\Users\Francesco-Fisso\Dropbox\TERA\____ASSETS___ \UTILITIES-SCRIPT-VARIE- ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

H |5l Default 5[ 52 JAE scene sl Cycles Render
Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50
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€ Material 5 5
Display render preview.
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@ wireframe
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[ © ObjectMode +| ® 3| % v /&5 L |2 Global ¥ g e (O)[2 8 S G| ) 00 ()

Vista previa renderizada de una escena 3D de Blender (Cycles / Eevee como
motor de renderizado), con las luces y la imagen de fondo correctamente
configurados

En lugar de, si desea crear un nuevo juego de Texturas, por ejemplo en
Substance Painter, y desea utilizar el nodo PBR4 del material que les he
provisto, tiene que crear las Texturas de tal manera que puedan ser
compatibles con el nodo PBR4. Esta operacion ha sido descrita en otro Tutorial
de esta guia basica.
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NOTA IMPORTANTE - OBJETOS (SEMI) TRANSPARENTES

El nodo PBR4 de Materiales que tiene un valor llamado “Abs Strength’ que
significa “Fuerza de Absorcion” y sirve para ajustar la intensidad de absorcion
de luz cuando esta pasa a través de materiales semi-transparentes, coloreado
0 no.

Preste atencion a los parametros de los materiales.

Para los materiales coloreados semi-transparentes tales como gelatina, vino,
y fluidos no completamente transparentes en general, este parametro debe
tener valores mayores a 1 (que es el valor por defecto), pero para el agua, los
diamantes o “pure” glasess debes bajarlo a 0, o el objeto se vera oscuro.

Ademas, debera configurar correctamente el parametro IOR, el cual muestra
el indice refractivo, y que puede recuperar rapidamente con una simple
busqueda en el Internet; por ejemplo, para un diamante, el mejor valor que
encontrara esta entre 2.1y 2.4.
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Como exportar Texturas para el Material PBR4 de Cycles / Eevee desde
Substance Painter 2019

En este tutorial veremos como configurar la exportacion de Texturas en
Substance Painter para obtener las tres Texturas necesarias para el material
PBR4 de Cycles / Eevee para el 3D Blender.

Esto es util porque - como ha sido descrito en otro Tutorial - todos los modelos
de BLEND estan equipados con ese material y, si quiere continuar usandolo
(para mantener la coherencia con los otros objetos en la escena) pero desea
cambiar las Texturas (por ejemplo, porque tu los recreaste y le afnadiste un
logo, o porque los has creado desde cero, tienes que saber como exportar las
imagenes de Texturas necesarias.

Este tutorial ha sido hecho con la versidn 2019 de Substance Painter, y es
para aquellos que ya tienen un buen conocimiento del programa (no es un
tutorial basico).

El material PBR4 en Cycles / Eevee particularmente usa 3 imagenes:

1. una imagen para el color base (Albedo o Color Base);

2. una imagen como Normal Map;

3. una imagen compuesta por otras cuatro imagenes diferentes, en escala
de grises, almacenados en los cuatro canales RGBA (Red, Green, Blue,
Alpha) de una unica imagen PNG.

Entonces, en nuestro Proyecto de Substance tenemos un objeto que esta
completamente texturizado y listo para la exportacion. Escogemos Exportar
Textura en el menu de Substance Painter.
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El nodo PBR4 en Cycles utiliza 3 imagenes de texturas; particularmente, la
imagen ORMA esta compuesta en realidad por 4 imagenes (Occlusion,
Roughness, Metallic, Alpha), vinculados a los cuatro canales RGBA de la
imagen.

), Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

Export Textures Ctrl=5Shift=E

Escogemos Exportar Texturas de del menu de Substance Painter.
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Vamos a avanzar a la viieta CONFIGURACION en la ventana que va a
aparecer en la pantalla. Aqui podemos escoger crear una nueva exportacion
Preset para el PBR4 o seleccionar una existente y afadirla a la cola las tres
texturas necesarias, asi que podemos tener las texturas originales del Preset
y las Texturas para el PBR4, después de la exportacion.

©), Bxport document... ? *

EXPORT CONFIGURATION

Presets

El formato de configuracion en Documento de Exportacion (de Exportar
Texturas).

Bueno, para crear las tres imagenes, necesitamos:

1.una imagen RGB para el color Dbase; escribimos
“cycles_$textureSet BaseColor” en el Output Map de Texturas; no
colocaremos la informacidn de transparencia (Opacidad)en esta textura;

2. una imagen R+G+B+A para la textura ORMA (Occlusion, Roughness,
Metallic, Alpha); asi que, necesitamos 4 canales diferentes de
informacion para colocarlos en 4 mapas diferentes en solo una textura;
escribimos “cycles_$textureSet. ORMA” en el campo del Output Map de
la Textura;
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3.una imagen RGB para el Normal Map; escribimos
“cycles_$textureSet normal” para este campo del Output Map de la
Textura.

Output maps

Las tres imagenes que necesita crear para la exportacion.

En este punto, tenemos que arrastrar los mapas que estan en la parte derecha
del formulario, respectivamente dentro del espacio del Output Maps;
particularmente, arrastramos:

« Input Maps — Color Base en la Textura Color Base;

« Input Maps — Ambient Occlusion en el espacio “R” de la Textura ORMA,;
« Input Maps — Roughness en el espacio “G” de la Textura ORMA,;

« Input Maps — Metallic en el espacio “B” de la Textura ORMA,;

« Input Maps — Opacity en el espacio “A” de la Textura ORMA,;

« Converted Maps — Normal OpenGL in the normal Texture.

Todos los mapas en los que estamos interesados son parte de la seccion Input
Maps, excepto el Normal OpenGL Map, el cual esta en la seccion Converted
Maps.
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&), Export document... ? X

EXPORT CONFIGURATION

Output maps

Zydes_$textureSet BaseColor

Converted maps

Las asociaciones que tenian que ser hechas entre los mapas de Substance
Painter y las Texturas que necesitaban ser creadas.

Nuestra exportacidon Preset esta lista; obviamente, en este punto, tenemos que
retroceder al formulario de Exportacion en la ventana del DOCUMENTO DE
EXPORTACION, y, tal como esta mostrado en la siguiente imagen, configurar:

1. la ruta al disco para colocar los archivos exportados (las tres imagenes
de textura);

2. el formato PNG de 8-bit (porque necesitamos una imagen con un canal
de transparencia; asi que, por ejemplo, JPG no puede ser utilizado);

3. la configuracion recién creada (el Preset) que muestra las
configuraciones para las 3 imagenes que necesitan ser exportadas por
Cycles;

4. la resolucion de las imagenes que necesitan ser creadas (por ejemplo,
en mi caso, 2048x2048).
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©, Export document... ? X

El formato EXPORT en la ventana de EXPORT DOCUMENT.

Entonces, las imagenes seran exportadas en la ruta escogida al disco y
estaran listas para ser vinculadas al Material PBR4 en Cycles / Eevee.
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Como recrear el Material PBR del Objeto con Specular Workflow en
Marmoset Toolbag 3

En la carpeta del MULTI ENGINE TEXTURES PACK hay, entre otras, las
Texturas para recrear los Materiales PBR con el Specular y el Metallic
Workflow. En este tutorial veremos cémo recrear un Material PBR con el
Specular Workflow en Marmoset Toolbag.

Primero que nada, importamos el archive FBX del modelo 3D en un nuevo
Proyecto de Marmoset Toolbag: solo tenemos que arrastrar el archive FBX
dentro de la Vista 3D del programa.

El programa reconocera de inmediato los Materiales, vinculandolos con el
Specular Workflow; en este caso, hay dos Materiales: “glass” (las partes
transparentes del termdmetro) y “frame” (para el resto del termometro).

chnical thermorneter fox

Importando el archive FBS del modelo en la escena 3D; Marmoset Toolbag
inmediatamente reconocera los Materiales (listados en la esquina superior
derecho de la imagen); en este caso, hay dos de ellos: el “glass” y el “frame”.

Tenemos que hace doble clic en “frame”, luego abrimos la ventana del
Buscador de Archivos y entramos a la carpeta que tiene las Texturas dentro
del paquete.

En este punto tenemos que arrastrar las imagenes con “PBR-SpecGloss "y
el nombre del Material, entonces, tenemos que arrastrarlos hacia Marmoset
Toolbag de esta manera:
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. Diffuse en la imagen Albedo — el Albedo Map;

. Glossiness en la imagen Microsurface — el Gloss Map;
. Normal en la imagen Surface — el Normal Map;

. Specular en la imagen Reflectivity — el Specular Map.

Podemos dejar fuera la imagen Height.

& PR MetaRough gless Heighteng
& PER Metaough,_glass_Metalic png
& PBR-MetaRough,gless Nermsl png
& PER MetaRough_glvss Roughness png

Configurando las Texturas para el Material Specular PBR Specular Material
en Marmoset Toolbag.

Con relacion al Material “glass”, son validas las mismas consideraciones en
como arrastrar y vincular los mapas, pero tenemos que hacer otra operacion
también: tenemos que cliquear en el formulario Transparency, en la parte
inferior derecha, para seleccionar Refraction.

El formulario Transparency se abrira y tendremos que configurar
especialmente el valor del indice de Refraction (yo recomiendo bajarlo lo
mayor que sea posible; por ejemplo, a 1.05 o 1.02) y, si es necesario,
desmarcar la casilla de “Use Microsurface”.

Obviamente, el aspecto final del objeto también sera influenciado por la
imagen que ha sido utilizada como iluminacién ambiental; para crear la imagen
de abajo, he utilizado el “Indoor Fluorescents” Preset y baje la intensidad del
fondo (Backdrop Brightness) para hacer sobresalir al objeto.
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Las configuraciones de la iluminacion ambiental y del fondo de una escena
3D en Marmoset Toolbag 3.
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Como recrear el Material PBR del objeto con Metallic Workflow en
Substance Painter 2019

En la carpeta del MULTI ENGINE TEXTURES PACK hay, entre otras, las
Texturas para recrear los Materiales PBR con el Specular Workflow y el
Metallic Workflow. En este tutorial veremos como recrear el Material PBR con
el Metallic Workflow en Substance Painter 2019; si desea ver como recrear el
Material con el Specular Workflow, vea mi tutorial en Marmoset Toolbag 3.

Primero que nada, necesitamos importar el archivo FBX del modelo 3D en un
Nuevo Proyecto de Substance Painter, arrastrando el archivo FBX dentro de
la Vista 3D del programa. Substance Painter nos preguntara inmediatamente
que especifiquemos la configuracion para crear un Nuevo proyecto; podemos
confirmar la configuracion por defecto y continuar.

(), New project ? X

emne: S(MATERIAL_NAME) normal

La creacion del Proyecto en Substance Painter 2019.
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Substance Painter inmediatamente reconocera los Materiales vinculados al
objeto y los colocara en la seccidén Texture Set List; en este caso tendremos
dos materiales: “glass” (partes transparentes del termémetro) y “frame” (el
resto del termdémetro).

Lo primero que hay que hacer es remover el Layer vacio creado
automaticamente por Substance Painter de los Materiales (hay dos de ellos,
en este caso); una vez que ha sido hecho, debemos crear un FILL LAYER
para cada Material.

TEXTURE SET LIST TEXTURE SET LIST

Para cada Material en la Texture Set List, eliminar Layer por defecto y crear
un nuevo Fill Layer.

En este punto, tenemos que importar las imagenes de Textura en el proyecto,
entonces, escogemos File - Import Resources, y luego, (en la ventana de
Import Resources que aparecera en la pantalla), seleccionamos las Texturas
con el prefijo “PBR-MetalRough_" y el nombre del Material (“glass” y “frame”
en mi caso). Podemos evitar importar las Texturas HEIGHT.

&, Subs sintes 2019.1.2 - Francesco-3-¢-ADOBE- 2 (Read only)

ATH-ENGINE-TEXTURE-PACK » U¥s-and-TEXTURES

& cycles_glass ORMA.png
& PBR-MetalRough frame_BaseColor.png a i
& PBR-MetalRough frame Heightpng  23/06/2015 2314 Fie P
* PBR-MetalRough frame Metallc prg %2019 2314 Fie PNG
& PBR-MetalRough frame Normal.pag 2

& PBR-MetalRough frame Roughnesspng  2/06/2015 2314

& PBR-MetalRiough_glass BaseColor png

= PBR-MetalRough glesa Height png
& PBR MetalRough_glass Metalic.png

Importe las Texturas en el proyecto, escogiendo aquellas con el prefijo
MetalRoughx. Podemos evitar importar las imagenes HEIGHT.
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Antes de cliquear en “Import”, tenemos que cambiar el tipo de recursos de
Undefined a Texture; entonces, en el selector de “Import your resources to:”,
escogemos importar las imagenes en la sesion actual.

&), Import resources

Import your réesources and set their usage
¥

Import your resources toc

La configuracion de la importacion de Texturas.

En este punto, para cada Material, podemos empezar a configurar las Texturas
en los espacios del Fill Layer que hemos creado, siguiendo los
emparejamientos entre los nombres de las imagenes y los espacios
PROPERTIES - FILL (Base Color, Metallic, Roughness, Normal).
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Los emparejamientos entre las imagenes importadas y los espacios
PROPERTIES — FILL de los materiales.

Una nota para los materiales semi-transparentes, tales como “glass”. mi
paquete NO incluye una Textura para la semi-transparencia, la cual es llamada
Alpha o Opacity, entonces, tiene que configurar el valor manualmente (o crear
una nueva Textura para este proposito) en el campo de Opacity del Material,
en el formulario PROPERTIES - FILL.

Una vez que haya hecho todo esto, tendra los Materiales Substance justo
como Yo los cree, y, empezando de esta base, sera capaz de hacer todos los
cambios que crea que seran mas apropiados (afiadiendo logos, cambiando
colores o cualquier otra propiedad de los materiales en diferentes lugares,
etc.).

Los Materiales pueden ser exportados como un PBR genérico, para Unity,
para V-Ray, para Adobe Dimension, para Unreal y otros programas usando
los Presets nativos de Substance Painter 2019; pero, si quiere crear las
Texturas para el Material PBR4 de Cycles, usando el archivo BLEND presente
en los paquetes, tendra que crear un Preset especial de exportacion para
Substance.

Las instrucciones en como crear el Preset para el PBR4 en Cycles estan en
otro Tutorial de esta guia.
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Importar las Texturas PBR para los Materiales en Unity 2019 (Metallic
Workflow)

Para utilizar la Textura en Unity 5 Standard Shader (que usa el PBR Metallic
Workflow), primero que nada tenemos que arrastrar el archive FBX del objeto
dentro de la etiqueta del proyecto, para que pueda ser colocado en el proyecto
actual.

El objeto se vera como hecho de dos figuras geométricas y dos materiales,
gue al comienzo seran grises sin ninguna Textura.

B Project B Console

-+ -

¥ © Favorites Assets
3, All Material
©, All Models
Oy, All Prefabs
©, All Conflicte

¥ Ia Assets
B Scenes
» Im Packages

&) Assets/clinical_thermometer.fbx

El archive FBS importado en Unity tendra los Materiales vacios, sin ninguna
Textura.

En este preciso momento, no podemos cambiar la configuracion de los
Materiales, porque Unity importa los archivos FBX dandoles los Materiales
presentes en este archivo, como se puede observar en el formulario
Inspector’'s Materials para los objetos importados: aqui, el “Material Creation
Mode” esta configurado en “Import (Legacy)”, mientras que “Location” esta
configurado en “Use Embedded Materials”.
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L

Por defecto, Unity trata de importar los Materiales y las Texturas
directamente de los archivos FBX; sin embargo, en nuestro caso, solo estan
los Materiales, pero las imagenes de Texturas estan ausentes.

Entonces, hagamos clic en la opcion “Use Embedded Materials” (espacio de
“Location”), cambielo a “Use External Materials (Legacy)” y haga clic en Apply
para aplicar los cambios.

Model | Rig | Animation

Q None (Matenal) @

Seleccionemos la opcion "Use External Materials (Legacy)" para Location y
aplique los cambios.
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Unity creara un folder llamado Materials y lo colocara en los Materiales del
objeto, pero esta vez podremos cambiarlos colocandolo en las Texturas. Sin
embargo, los Materiales seran vinculados al objeto, asi que, después de que
ponga una copia del objeto en su Escena (arrastrandolo del Proyecto al
Inspector), inmediatamente vera los cambios.

D Acsets Materials Trame. mat —a— lamesunge  none

Los nuevos Materiales, creados en la carpeta Materials, seran vinculados al
objeto y seremos capaces de cambiarlos.

En este punto podemos seleccionar los archivos de imagenes con el prefijo
“‘Unity5-Metallic” de la carpeta Multi Engine Texture Pack y arrastrelos a la
carpeta Materials en la vineta del Proyecto; en particular, tendremos que
arrastrar 3 imagenes para cada Material (entonces, en mi ejemplo, 6
imagenes, ya que tenemos 2 Materiales).

Configurar las Texturas para cada Material es muy facil, porque solo tienen
que arrastrar:

. las texturas con el sufijo AlbedoTransparency en el espacio del canal de
Material;

. la textura con el sufijjo MetallicSmoothness en el espacio del canal de
Material;
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. la textura con el sufijo Normal en el espacio del canal de Material; en
este ultimo caso, tendremos que hacer clic en el boton “Fix Now” que
aparece en el formulario de Material, para marcar la imagen como un
Normal Map.

IBB+! Strumenti immagini  UVs-and-TEXTUREs

Home  Condhidi  Visualizza Gestisci

< ~ A [ « MULTI-ENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v & Cescain UVs-an

— 2 Nome Data

e opido PBR-SpecGloss_glass._Specular.png 23/06/2019 23:15
ol TERA 4 [~ %7 . S = =z
| Francesco-Fisso »
& —2018.12__creazione_nuovo £
I Desktop *
& Download

& Documenti
& Immagini
) T0-00--wip

f d
- Unity5-Metalic_glass_Normal png
& Unreshd frame_BaseColor.png 23/06/2019 23:14
% [§ Unreald frame_Normal.png 23/06/2019 23:14
2 3 & Unreaks frame_OcclusionRoughnessMetaliic.png 23/06/2019 2314
&) air_freshener * [@ Unreald_glass_BaseColor.png 23/0672019 2315
@ dlectronic_adal_fuse - Unreal_glass_ Nermal.png 22/06/2019 23:15
| Incoming * 8 Unreal glass OcclusionRoughnessMetallic.ong 23/06/201923:15
| --TUTORIAL-METP---APPUN # [& UV-LAYOUT---frame.png 23/06/2019 23:18
UV-LAYOUT---glass.png 23/06/2019 2318
@ Creative Cloud Files & vray_frame_diffuse.png 23/0672019.23:13
37 Dropbox viay_frame_normal.png 23/06/2019 23:13
viay_frame_seflection.png 23/06/2019 23:13
H vray_frame_reflection_glossiness.png 23/06/2019 23:13
: 8 vray_glass_diffusepng 23/06/2019 23:14
o P vray_glass_normalpng 23/06/2019 23:14
@l TERA & vray_glass_reflection.png 23/06/2019 23:14
B Questo PC & vray_glass_refiection_glossiness.png 23/0672019.23:14
- Sl v < I
CUAI 4 clementi 6 elementi selezionati 4,47 M8

{88 Monica-Francesco
8 Panzo

Arrastremos las imagenes con el prefijo "Unity5-Metallic” de la carpeta del
Multi Engine Texture Pack a la carpeta de Materiales del Proyecto.

Arrastre las Texturas en los espacios de Material y haga clic en el boton “Fix
Now” para el Normal Map.
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No hay necesidad de hacer nada mas para configurar un Material basico
opaco; con relacion a los Materiales con transparencia, en cambio, después
de marcar estos vinculos, es necesario cambiar el parametro “Rendering
Mode”, en la parte superior del formulario del Material Inspector, de “Opaque”
(el valor por defecto) a “Transparent”.

DI - HEE] B

¥ K Faverites  sscts ) Materials

-3 EC

Con relacion a los Materiales con transparencia, una vez que las tres
imagenes de texturas estén combinadas (como sucede con los Materiales
opacos), sera necesario cambiar el Rendering Mode de Opaque a
Transparent.
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Importando Texturas PBR para los Materiales en Unreal Engine
(versiones 4.x)

Para usar el modelo en Unreal Engine 4.x, primero que nada, tenemos que
arrastrar el archive FBX del objeto dentro del Buscador de Contenido de
nuestro Proyecto Unreal.

Hacemos clic en “Import All” en la ventana “FBX Import Options” y seguimos
Adelante ignorando cualquier advertencia sobre la ausencia de “Smoothing
Groups” en los modelos.

BAGINEWS Limpot B

Importar el archivo FBX en el Buscador de Contenido del Proyecto Unreal.

El motor de juego inmediatamente reconocera los objetos presentes en el
archive FBX (en nuestro ejemplo, hay dos de ellos: “frame” y “glass”) y los
Materiales relacionados, pero estos estaran vacios al inicio; arrastrando los
objetos a la escena 3D, de hecho, los veremos uniformemente, sin ninguna
Textura.
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Los objetos y los Materiales cargados en Unreal.

En este tutorial, como en aquellos para otros programas, veremos cOmo
configurar dos tipos de Materiales diferentes: opacos (metalico, dieléctrico o
mixto) y semi-transparentes; en ambos, las combinaciones a hacer para las
Texturas provistas en el paquete son las mismas, asi que empecemos
hablando de los materiales opacos.

Primero que nada, arrastramos las texturas con el prefijo UNREAL de la
carpeta del Multi Engine Texture Pack folder al Buscador de Contenido del
proyecto; tenemos 3 imagenes para cada Material, asi que, en mi ejemple,
importaré 6 de ellos.

NOTA: durante la importacion de Texturas Normal, Unreal puede informarnos
que ha convertido automaticamente la imagen en “Normal Map”, ya que esta
visible en el panel en la parte inferior derecha en la siguiente imagen; podemos
confirmar la operacion de Unreal haciendo clic en el botén “OK”.
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Arrastra las imagenes de Texturas con el prefijo Unreal en el Buscador de
Contenido del proyecto; haz clic en OK si Unreal nos informa que ha
transformado los Normal Maps.

Una vez que hemos importado las imagenes del Proyecto también, tenemos
que hacer doble clic en un Material para insertar las imagenes de Textura; por
defecto, el nodo del Material esta vinculado a uno vacio: tenemos que
seleccionarlo, eliminarlo y arrastrar las tres imagenes de Textura de este
Material del Buscador de Contenido al editor de Materiales.

Insertemos tres imagenes de Texturas en el editor de Materiales para el
Material seleccionado. Eliminemos los nodos por defecto vacios.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

En este ejemplo, estoy seleccionando el Material “frame” (las partes opacas,
tanto metalico como dieléctrico)), vinculando las Texturas de esta manera:

. la salida de la mezcla de texturas BaseColor output (RGBA) a la entrada
BaseColor del nodo del Material;

. la salida “R” de la Textura OcclusionRoughnessMetallic a la entrada
Occlusion del nodo del Material;

. la salida “G” de la Textura OcclusionRoughnessMetallic a la entrada
Roughness del nodo del Material;

. la salida “B” de la Textura OcclusionRoughnessMetallic a la entrada
Metallic del nodo del Material;

. la salida de la mezcla de Texturas Normal (RGBA) output a la entrada
Normal del nodo del Material.

v (Bonnecoe] WVEFIPNCH] |ive Nodes veUpdate |ESIBIEM Mobile Stat

A

Texture Sample A

L4 Texture Sample &

L
[of e materials attributes describe a 3d surface

Vinculemos las salidas de las tres imagenes de Textura con los puertos de
entrada de los nodos del Material.

Grabemos los cambios para aplicarlos y regresar al Main Editor del programa.

Demos un vistazo ahora a los Materiales semi-transparentes (en este ejemplo,
“‘glass). Tenemos que hacer doble clic en el nuevo Material para ingresar al
nuevamente al editor de Materiales.
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Necesitamos vincular las Texturas con los nodos del Material exactamente
como con los Materiales opacos, asi que, primero que nada, tenemos que
hacer esta operacion.

Sin embargo, también tenemos que hacer otro link: tomemos la salida Alpha
output (la ultima) en el Base Color de Textura y lo vinculamos con la entrada
de Opacity del nodo del Material.

Usemos la misma configuracion de Texturas y Nodos para los materiales
(semi-)transparentes, también; sin embargo, en este caso, también debemos
vincular la salida Alpha de la imagen BaseColor a la entrada de Opacity del
nodo del Material.

Una vez que guardemos los cambios, sin embargo, veremos que el objeto se
ve opaco.

Esto es debido al hecho que, a la izquierda del editor de Materiales, tenemos
que configurar el “Blend Mode” del material de Opaque (valor por defecto) a
Translucent para el material seleccionado; mas aun, en la parte inferior
izquierda del formulario, tenemos que cambiar el parametro “Lighting Mode” a
“Surface Forward Shading”.

Otra vez, guardamos los cambios y regresamos al Main Editor; ahora, el
material semi-transparente sera correctamente mostrado en la escena.
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Para los Materiales semi-transparentes, es necesario configurar el Blend
Mode en Translucent y el Lighting Mode en Surface Forward Shading.
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* * * -

El resultado final.

NOTA --- En caso que el objeto se vea muy transparente (eso es: invisible),
puedes vincular un nodo Scalar a la entrada de Opacity del nodo del Material
y configurar el valor Scalar, por ejemplo, a 0.1 0 0.2, haciendo el objeto semi-
transparente (pero no mucho... solo lo suficiente para que sea posible verlo).
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Importando las Texturas PBR para los Materiales en V-Ray 4.20 para 3D
Studio MAX 2020

En este tutorial veremos como configurar las Texturas PBR (adjuntas en el
paquete Multi Engine Textures Pack) en un material V-Ray Next Update 2
(version 4.20) para 3D Studio MAX 2020.

Para crear renderizados que sean visibles en este tutorial, puse una fuente de
luz y una imagen de fondo en el proyecto de 3D Studio MAX; sin estos
elementos, de hecho, los renderizados parecerian negros. También anadi un
plano (uno gris), asi que, podemos poner el objeto sobre él para ver las
sombras.

< 03 >
"] 6 B x et F v oz F 2 o o ST ST e cied o P4
00226 Tag o i e Key Fiers

La escena inicial: ademas de los objetos, hay un plano, una fuente de luz y
una camara virtual.

Empecemos con el material mas facil, “frame”, el cual es opaco.

Vamos a crear un material VRayMtl y lo asignamos al objeto “frame” en la
escena.
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Por lo tanto, vamos a hacer clic en las cajas cuadradas cerca a los espacios
“Diffuse”, “Reflect” y “Reflect Glossiness”, en la seccién del material “Basic
Parameter”. Una ventana “Material / Map Browser” aparecera, en la cual
tendremos que especificar que queremos crear un BITMAP para ese
canal. Tendremos que especificar laimagen de Textura que deseamos utilizar,
también; podemos seleccionar la imagen correcta usando el sufijo presente en
el nombre del archivo para reconocerlo; por ejemplo, para el espacio “frame”
Diffuse, tendremos que configurar la Textura “vray_frame_diffuse.png’.

3 Material Editor - frame =5

Modes Material Navigation Options Utilities

- Maps

- General

Advanced Wood
Bitmap

" BlendedBoxMap
/| frame ¥ Diffuse map: Val "
Celluldr

» Basic parameters * Coordinates ™ Checker

* BRDF ® Texture r 2 on ColorCorrection

Microfacet GTR (GGX) ~ Anisotropy 0,0 s ColorMap

0,0 : Use ".eal . urld Scale Combustion

rrfset Composite

g -

Map channel 1 s F n'r x ';1.-' Dent
(A M Falloff

e SV @ vw @ ) [l Gradient

#® Use glossiness Rotation
Use roughness ® localaxis X Y [Z
GIR tai falloff 2,0 3

5 dur: 1,0 s Blur M Gradient Ramp
Bump 300 = vi Map #£12 ( VRayNormalMap ) n Marble

Dittuse 100,0
Diff. rough. 100,0
Self-llum 100,0
Reflect 100,0
Glossiness  100,0 3

$ ¥\ Map #9 (r
—B4

v

= ¥ idap =10 (v
v 1t11 (vray_glass_reflec

Fresnel IOR 100,0 * v

Metalness 100,0 &
Anisotropy  100,0 =+
An, rotation 100,0 *
GTR falloff 100,0 2
Refract 100,0 =
Glossiness  100,0 ¢
IOR. 100,0 <
Translucent 100,0 =

ame_diffuse.png)

No Map

y_frame_reflection.png’

Mo Map
No Map
No Map
No Map
No Map
No Map
No Map
No Map

tion_glossiness

* Noise

* Bitmap Parameters

Bitmap: ...ometer\UVs-¢

Reload

Filtering
® Pyramidal
Summed Area

None

Mona Channel Qutput:

® RGB Intensity

RGB Channel Output:

& nro

. Mask

Mix
MultiTile

B Noise

Il ost map

I output
Particle Age
Particle MBlur

3 Perlin Marble
Raytrace

Il RGB Multiply

Cancel

De los cuatro mapas que utilizaremos, tres de ellos seran del tipo Bitmap y
podremos reconocerlos facilmente de los nombres de archivos presentes en
el Multi Engine Texture Pack.

Para configurar la cuarta imagen, el Normal Map, podemos ir por este camino:
abramos la seccion Mapas de Material y hagamos clic en el espacio Bump,
después cambiémoslo al tipo VrayNormalMap. Dentro de este objeto
podremos configurar, en el espacio “Normal Map”, la textura correspondiente
(en este caso: “vray_frame_normal.png’).
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Bump map: /' Map #12 * VRayMNormalMap

* VRayNormalMap Parameters

p £13 (vray_frame_normal.pn
No Map

ey s e g e e
map rotation

Para configurar el Normal Map, hagamos clic en Bump y cambiemos el tipo a
VRayNormalMap, después arrastremos la Textura Normal al espacio de
Normal Map.

Como puede ver, para configurar un Material opaco en V-Ray con las Texturas
PBR provistas en el Multi Engine Texture Pack, solo tenemos que vincular
cuatro imagenes PNG que podemos reconocer por sus hombres (Diffuse,
Reflection, Reflection Glossiness y Normal).

Con relacion al material “glass” (y para todos los Materiales que tienen
transparencia en general), tenemos que hacer las mismas operaciones
basicas que para el material opaco “frame” (eso es: combinar las cuatro
imagenes de Texturas a sus respectivos espacios de Materiales); después de
eso, tendremos que hacer tres simples operaciones en la seccion “Reflect” de
la vifeta “Basic Parameters”:

. revise la casilla “Affect Shadows”; de otra manera el material podria
verse negro;

. cambie el “Refract Color” a blanco puro, 0, en caso que parezca muy
transparente, en un gris muy claro, casi blanco;

. disminuya el valor de “IOR”; por ejemplo, a 1.04.

Una vez que esto se ha hecho, los Materiales seran correctamente colocados.
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* Basic parameters

Diffuse I

Roughness

Reflect v Max depth 5
Glossiness 1,0 Reflect on back side
¥ Fresnel reflections Dim distance

L
Metalness 0,0

Affect channels ¢y nly

Refract Max depth 5
Glossiness ¥ Affect shadows
IOR

Abbe number Affect channels o iy

Fog color Fog bias 0,0
Fog multiplier 1,0

Translucency

Calf l mim = am

Para configurar un material VRayMtl material semi-transparente, una vez que
hayamos cargado las cuatro imagenes de Texturas tal como fue hecho para
los materiales opacos, debemos de prestar atencion a la configuracion de
Refract Color, Refract IO y Affect Shadows, en la seccion de Basic Parameters.

La imagen renderizada.
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MUcnonb3oBaHue TekcTyp naketa Multi Engine Textures Pack ans
Bocco3aaHuAa matepuanoB PBR B pa3nuyHbIX ABUXKaX peHAepuHra:
BBeAeHue

B aTton cepum ypokoB Mbl pasbepem, Kak ucnonb3oBaTb TeKcTypbl Multi
Engine Textures Pack, Bxogduwero Bo Bce naketbl Moux 3D-
mogenen, ans matepuanoB peHgepuHra PBR (Physical Based Rendering)
HEKOTOpbIX nporpamm Busyanusaumn n 3D-peHpepuHra. B yacTtHocTH, Bbl
y3HaeTe:

« Kak HacTpouTb npeceT akcropta B Substance Painter 2019 ans
aKcrnopTa TekcTyp, Heobxoanmblx ans matepuana Cycles / Eevee PBR4
B Blender 3D 2.79. Bo Bcex naketax 3D-mogenen npucytcTByeT dpans
BLEND (Blender 2.7x - 2.8x) ¢ Tem xe maTepuanom PBR4, koTopbin
ynpasnseT (Ucnonb3ys Bcero 3 n3obpaxkeHnsa TeKCTyp) BCeMu Tunamm
TekcTyp PBR: onanekrpukamu, metansiom 1 Nnpo3pavyHoCTbio;

« Kak Boccosgatb Tekctypbl PBR npu nomowm Workflow Specular B
Marmoset Toolbag 3;

« Kak BoccosgaTtb TekcTtypbl PBR npu nomowm Workflow Metallic B
Substance Painter 2019;

« Kak umnopTtupoBaTb Mogenb B dopmate FBX n cBAsaHHble C Hen
Tekctypbl PBR B npoekt Unity (Bepcun 2019 roga), ucnonb3ya ong
maTtepuana Workflow Metallic;

e Kak mmnoptupoBaTb Mogesib B dopmate FBX u cBAsaHHble C Heu
TekcTypbl PBR B npoekT Unreal (Bepcus 4.x), ncnonbsya ans obpaboTtku
matepuana Workflow Metallic-Roughness;

e Kak wumMmnopTupoBaTb MogeSfib B dopmate FBX co cBs3aHHbIMU
TekcTypamn PBR B npoekT 3D Studio MAX 2020 ¢ oBMXKOM peHaepUHra
V-Ray.

Bo Bcex ypokax s 6yay AeMOHCTpupoBaTb U3obpaxeHus moen 3D-mopenu
«KnuHuyeckul mepmomempy», KOTOPYK Bbl BUMAUTE Ha CreayloLlem
n3obpaxenun (peHaepuHr B Cycles anga Blender 3D ¢ ncnonb3oBaHMEM CLEHDI
C TPEMSA MCTOYHMKaAMM CBETa U TEKCTYpOW B kayecTBe hoHa BUPTyarbHOW
BCENEHHON).
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4M, Peak:155.64M | Done | Fath Tacing Sample 250/250

Ob6bekm, ucrnonb3yeMbll 8 amuX ypoKax, ghakmu4ecku cocmoum u3
asyx Mamepuarios: «glass» 0risi npo3payHbix Yacmeu u «framey Ornsi eceao
ocmaribHOe20.

A pewwnn wvcnonb3oBaTb 3Ty MOAENb, MOCKOMbKY OHa npeacTaBnseT Aga
Matepuana C pasfiMdHbIMW  XapakTepucTukamu: nepsBbin  («framey)
HenpospayeH N MMeeT Kak MeTarnnuyeckue, Tak U ON3NeKTpu4ecKkne 4acrtu;
BTOpon maTtepuan («glass») aBndeTca npo3padHbiM, NO3ITOMY OH MO3BOSNUT
HaM yBUAETb, Kak yrnpasnsaTb MNPO3paqyHOCTbIO B PasfiV4HOM MpPOrpamMmmMHOM
obecneyeHuu.

MeToabl, ucnomnbdyemble ans aton 3D-moaenu, MoryT ObiTb NPUMEHEHbI KO
BcemM Apyrum moum 3D-mMoaensiM, BbIMOSHEHHbIM MO MOEeMy cTaHaapTy,
BKIIOYaIOLLIEMY:

« MaTepwuan onga Kaxgoro o6bekTa;

. kapTtbl TekcTyp (“UV Layout’) 6e3 HanoxeHun;

. (oopmaT obmeHa FBX B nakete;

« (an BLEND c maTtepuanom PBR4 n Tekctypamm PBR gna Cycles,
BKJTHOMEHHbIMU B dhansT;

n, pasymeeTcs,

. nanky MULTI ENGINE TEXTURE PACK, cogepxaluyro
TekcTypbl PBR gns  pasnuuHbix  gswxkoB peHaepuHra gna Workflow
Metallic n Specular (matepuansl PBR).
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TekcTypbl ansa matepuana PBR4 B Cycles / Eevee (Blender 3D 2.7x -
2.8x)

B nankax ZIP mounx 3D-mopgenen Bbl Hangete dann BLEND, cos3gaHHbIM B
Bepcun  nporpammbl  2.7x (v 6onee  nosgHen).  JTOT  dhavn
COOEPXUT n3obpaxeHuns TEKCTYp, CBSI3aHHbIX C mMartepuanamu,
NPUCYTCTBYOLUUMN B CLIEHE.

UV Editing Scene

@aun BLEND, npucymcmeyrowut 8 nakeme, codepxxum u3obpaxxeHusi
mekcmyp 0111 pasfiuyHbIX Mamepuasos CUEHhI.

CnepoBaTernbHO, ecnm Bbl XoTuTe UCMonb3oBaTb O0bekT C
NpeaocTaBfEeHHbIMA MHOK TEKCTYpaMK, BaM HY>XHO NPOCTO BCTaBUTb OObEKT
B cueHy Blender. Pasbepewm, kak aTo caenaTb.

B cueHe Bawero npoekta Blender, kyoa Bbl XOTUTE BCTaBUTb OOBLEKT,
NpenocTaBfeHHbIN B NakeTe, BbibepuTe NyHKT Append B MeHto File.
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42 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS____\UTILITIES-SCRIPT-VARIE-ALTROMV20170715---RENDER-5CENE-CON-PBR4.blend]

X Cycles Render

Append from a Library .blend file.

Bbibepume nyHkm APPEND menio FILE e npoekme Blender, Kyda ebl
xomume ecmasumpe 06beKkm.

Tenepb B OkHe File Browser Bam HeobxoAuMo «nepemMellaTbesay, u4Tobbl
MMMNOPTMPOBATL HY>XHble OOBbEKTbI crneayloLmm obpasom:

1. Hangute 1 BbIDEPUTE NHTEpPECYIOLWLMIA Bac dhann no ero Nyt Ha AUCKE;

2. wenkHuTte B MeHto File Ha pasgen Object;

3. BblbepuTe BCce O0OBLEKTbI, KOTOpble Bbl XOTUTE MMMOPTUPOBATb, U
Haxxmute Append BO BKnajke.

3ateM O0ObeKkTbl [O0MKHbl ObITb BCTaBMnNeHbl B TeKyLlyro CueHy C
opurnHasribHbiIMi MatepuanamMmm n TeKCTtypamun, rotoBbiIMnN K Tpchcpopmau,vM
Nno BalLeMYy XernaHuio.
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1 .
[ UVs-and-TEXTURES
E clinical thermometer.blend 7.59 MiB

1T .
[ Brush
reestyleLineStyle

[ NodeTree

[ Scene
[ Texture
[ World

®a3bl APPEND; 6 yacmHocmu, Ymobhbl 3a2py3umb 06beKm ¢ Mamepuasamu
u mekcmypamu, 6ydbme eHumamersibHbl rnpu esibope OBJECT.

7@ Blender* [C\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS, AUTILITIES-SCRIPT-WARIE-ALTRON20170715---RENDER-SCEME- CON-PBR4.blend]

Ob6bekm, ecmaesrieHHbIU 8 CyeHy, cHabXeH opuauHasibHbIMU Mamepuaramu
U mekcmypamu.
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Ecnn Bbl MMnopTupyete OObEKT B MYCTYK CLEHY, aKTUBUPYWUTE WUCTOYHMKU
cBeTa U1 No KpanHen mepe uBeT poHa, B MPOTUBHOM Crlyyae Bbl HNYETO He
yBugute. Cnegytowiee mnsobpaxeHne 6bIS10 NOMAydYeHO NyTeEM pasMeLLeHus
obbekTa B cueHe, cocTosen n3 6enon nNIocKoCcTn, TPEX UCTOYHMKOB CBETAa
Area Lamp u naHopamHoro HDR-u3obpaxeHuss B kayectBe oHa
BUPTyarnbHOW BCENEHHOWN.

4% Blender* [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS__ AUTILITIES-SCRIPT-VARIE-ALTRON20170713---RENDER-SCENE-CON-PER4.blend]

Scene oh (52 Cycles Render 5 A
Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

Set Origin

Display render preview.

lpedeapumernbHbil npocmomp peHOepuHaa 8 cueHe Blender 3D (0suxok
peHOepuHaa Cycles) ¢ npasuribHO ycmaHO8/1IeHHbIMU (POHO8LIMU
u30bpaxkeHUsIMU cUeHb! U C8EMmMom.

C [Opyron CTOPOHbI, €Cnv Bbl XOTUTE CO34aTb HOBLIN HAbOp TEKCTYp, K
npumepy, B Substance Painter u wucnone3oBatb Yy3en PBR4 pgna
NpeaocTaBeHHOro MHOW MaTepuana, BaMm HeobxoouMmo co3gaTbh TEKCTYpPbI,
coBmecTuMble ¢ y3nom PBR4. Ota onepauna onncaHa B ApyromMm ypoke 3Toro
pyKOBOACTBA.
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BAXHOE 3AMEYAHMUE: (MONY)NMPO3PAYHbLIE OB BEKTbI

Y3en PBR 4 wmoux wmaTepuanoB obnagaet 3HayeHuem “Abs Strength’,
o3Havaowmm “Absorption  Strength” u  cnyxawwmm aona  perynvpoBaHud
MHTEHCUMBHOCTM MOrNOLLEHNS cBeTa, NPOXO4sLLErO yepes
Nosynpo3payvHbli LBETHOW UK BECLBETHLIN MaTepuarn.

Obpamume sHUMaHuUe Ha rosiyripo3payHbie Mamepuasisi 8 PBR4.

[ns nonynpo3padHbiX LBETHLIX MaTtepuanoB, HanpuMep, XenatuHa, BUHa U
APYrnx HaNMTKOB, HE ABASAOWMXCSA abCONTHO NPo3paYvyHbIMKU, 3TOT NapamMeTp
AorkeH ObiTb Bonblwie 1 (3Ha4YeHMe No yMon4yaHuil), OAHaKoO Ans BOAbl,
OpUNAINAHTOB UMM «4YNCTOro» CTekna HeobXxoaMMO YMEHbBLUUTL 3TO 3HAYEHne
Ao 0, B NpOTMBHOM criydae ob6bekT byaeT KasaTbCsl TEMHbIM.

Kpome TOro, HeobxogMmo npaBuibHO YycTaHOBUTL napameTp IOR,
ABMAIOWMIACA NokasaTenem npefioMneHns matepuana, KoTopbl Bbl MOXETE
ObICTPO BOCCTAHOBUTbL C MOMOLLbIO MPOCTOroO Noucka B MHTepHeTe. Hanpumep,
yKasaHHOe 3HauyeHne anga anmasa byaet konebatbca mexay 2,1 um 2,4.
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AkcnopT TeKkcTyp Ana matepuana PBR4 B Cycles / Eevee n3 Substance
Painter 2019

B aTom ypoke Mbl pa3bepeM, Kak HacTpOUTb IKCMOPT TEKCTyp B Substance
Painter ona nonyyeHna Tpex TeKCTyp, Heobxoanumblx Ans matepunana PBR4 B
Cycles / Eevee ans Blender 3D.

OTO NOMe3Ho, NOTOMY YTO (Kak OnucaHo B APYroM Ypoke) BCe MOU MOLENU
BLEND nocTtaBnsaioTca ¢ aTum matepuarnom 1, ecrin Bbl XOTUTE UCMOSb30BaTb
ero (ons obecneyeHnss cornacoBaHHOCTU C APYrMMMN OoObeKTaMn CUEHbI), HO
N3MEHUTb TEKCTYypbl (Hanpumep, M3-3a WX Bocco3gaHua wn pobasBreHus
norotMna wnM ms3-3a WX Nepefenku C Hynd), BaM HYXHO 3HaTb, Kak
3KCNopTMpPOBaTh M300paKeHNss HEOOXOANMbIX TEKCTYP.

OTOT ypok 6bin co3gaH Ha 6ase Substance Painter 2019 roga 1 npegHasHaveH
AN TeX, KTO YXe XOpOLWO 3HaKoM C nporpammon (3TO He YpoK Ans
Ha4YMHaLKX).

B wactHocTun, matepunan PBR4 B Cycles / Eevee ucnonbsyet 3 nsobpaxeHus:

1. nsobpaxeHne gns 6asosoro useta (Albedo nnn Base Color);

2. n3obpaxeHne Tuna Normal Map;

3. nsobpaxeHue, akTU4eckM cocTosillee U3 YeTblpex pasHbIX
N3006paXkeHNn B OTTEHKaX CEeporo, COXPaHEHHbIX B YeTblpex KaHanax
RGBA (Red, Green, Blue, Alpha) ogHoro nsobpaxenuss PNG.

Takum obpasom, B Hallem npoekTe Substance Mbl MUMeeM NOSTHOCTbIO
TEKCTYpPUPOBaHHbIN O6BEKT, FOTOBbLIN K 3KCnopTy. B meHto File Substance
Painter Bbibpaem nyHKT Export Textures.
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Color
Linear

Flat

Repeat

I N T T T )S}

Single Image

] cyctel

Non-Coloi

Linear

Flat

Repeat

Single Image v Non-Color D:
Linear
Flat

Repeat

R R TR T XE

Single Image

Y3enn PBR4 e Cycles ucrnionb3yem 3 u3obpaxeHusi mekcmyp,; 8 4acmH{ocmu,
usobpaxeHue ORMA gakmuyecku cocmoum u3 4 usobpaxeHuu (Occlusion,
Roughness, Metallic, Alpha), accoyuupogaHHbIX C
kaHanamu RGBA u3obpaxeHusl.

EI_ Substance Painter 2019.1.2 - Francetco-3-e-ADOBE-2k (Read only)

Expart Mesh

Export Textures... Chrl+5hift+E

B meHo File npoepammbl Substance Painter ebibupaem Export Textures.
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B nosiBuBwemcsa okHe nepenaute Ha Bknagky CONFIGURATION. 3gecb Mbl
MOXeM BblbpaTb, co3gaBaTb N HoBbi [peceT akcnopta gns PBR4 wnu
npegnoyectb CywecTBylOWMA N 0obaBuTb TpU HeobxoauMble TEKCTypbl B
oyepenb, YTOObI NONYYMUTb UCXOLHbIE TEKCTYPbI 3TOro Habopa n TeKCTypbl 4N4
PBR4 nocne akcnoprTa.

©, Export document... 7 ol

EXPORT CONFIGURATION

Current preset: Amazon Lumberyard Input maps Mesh maps

Presets E:E!_ - %

Output maps

Converted maps

Bknadka Configuration e Export Document (Export Textures).

B ntobowm cnyvae, ans cosgaHus 3 nsobpaxxeHnin Heobxoaumo:

1. n3obpaxerHne tmna RGB ans ocHoBHoro ueta. Mbl 3anucbiBaem
«cycle_ $textureSet BaseColor» B none Output Map aTon Tekctypsbl. He
nomMeLlaeMm MHGOPMaUMIO O NPO3PavyHOCTM (HEMpPO3payHOCTU) B 3Ty
TEKCTYpY;

2. nzobpaxenHme Tuna R+G+B+A  gna tekctypol ORMA  (Occlusion,
Roughness, Metallic, Alpha). Ham HeobxoauMbl YeTbipe OTAENbHbIX
MHOPMALIMOHHbBIX KaHana gns BCTaBKM YeTblpex pasHbiX KapT B OOHY
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TekcTypy. 3anucoisaem "cycle  $ textureSet. ORMA" B none Output Map
3TOW TEKCTYpPHI;

3. nsobpaxeHue Tvna RGB ans Normal Map.
3anuckiBaem “cycles_$textureSet normal” B none Output Map aTon
TEKCTYPbI.

Output maps

Tpu u3obpaxkeHuUs Orisi SKCOPMUPOBaHUS.

B 3TOT MOMEHT Mbl AOMKHbI NepeTaliMTb KapTbl, KOTOPble HaxoAsaTca Ha
NpaBoW CTOPOHE BKMaAKW, BHYTPb cooTBeTCTBYHLWMX croTtoB Output Maps. B
4YaCTHOCTWU, NepeTacKknBaeMm:

. kapty Input Maps — Base Color B Tekctype BaseColor;

« kapty Input Maps — Ambient Occlusion B crote R Tekctypel ORMA,;
. kapty Input Maps — Roughness B cnote G Tekctypbl ORMA,;

. kapty Input Maps — Metallic B cnote B TekcTypsl ORMA;

. kapTty Input Maps — Opacity B cnote A Tekctypsl ORMA;

. kapTty Converted Maps — Normal OpenGL TekcTypbl normal.

Takum obOpa3om, BCe WHTEpPECylWMe Hac KapTbl SBASKTCA 4YacTblo
pasgena Input Maps, 3a UCKITIOYEHMEM kapTbl Normal OpenGL
koTopas Haxoautcsa B Converted Maps.
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@, Export document... 7 5

EXPORT CONFIGURATION

Presets By - 4 Currentpreseb 2013 UVs i Input maps HMesh maps

Output maps

fydes_StextureSet_BaseColor

Converted maps

lpuessku, komopbie Heobxodumo cdeniameb mMex0y Kapmamu Substance
Painter u co30asaembimMu mekcmypamu.

Haw npecet akcnopta rotoB. O4eBUAOHO, B AaHHbIN MOMEHT Mbl OOJSTKHbI
BepHyTbcs BO Bknagky EXPORT okHa EXPORT DOCUMENTwu, B
COOTBETCTBUM CO CNeayoLwmnmMm JOKYMEHTOM, YCTaHOBUTD:

1. NnyTb Ha Aucke ONA XpaHeHUa 3JKCnopTupyeMblx annos (Tpex
N300pakeHUn TEKCTYP);

2. opmaT PNG 8 OuT (Tak Kak HaM HYXHO u3obpaxeHue C KaHarnowm
Npo3pavyHOCTK, crieqoBaTesibHO, HaM He noaxoaut JPG);

3. TONbKO 4YTO co3gaHHas KoHdurypauust (npeceT), B  KOTOPOMU
npeacTaBneHbl HACTPOWKKN ANs 3-X 9KCNOPTUPYEMbIX N300pakeHun ans
Cycles;

4. paspelueHne cosgaBaeMblx M3obpaxeHu (Hanpumep, B MOEM criyvae
370 2048x2048).


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

@, Export document... ? x

EXPORT CONFIGURATION

Bknadka EXPORT okHa EXPORT DOCUMENT.

Takum obpasom, n3obpaxeHna dyayT 9KCNOPTUPOBaHbI NO BbIOpaHHOMY NyTU
N roToBbl K NpucoeaguHeHunto Kk matepunany PBR4 moaenu B Cycles / Eevee.
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Kak Bocco3gaTtb matepuan PBR o6bekTa npu nomowm Specular
Workflow B Marmoset Toolbag 3

B nanke MULTI ENGINE TEXTURES PACK HaxogdaTtcsa, B TOM 4wucre,
TEKCTypbl Ans Boccos3gaHna matepunanos PBR ¢ asyma Workflow Specular n
Metallic. B aTom ypoke Mbl pacCMOTpUM, Kak Bocco3gatb matepunan PBR ¢
nomowbto Workflow Specular B Marmoset Toolbag 3.05. Ytobbl y3HaTb, kak
Bocco3gaTb maTtepuan ¢ nomowbto Workflow Metallic, o3HakomMbTECH C MOUM
ypokom no Substance Painter 2019.

CHavana umnoptupyem dann FBX 3D-mogenu B HOBbIM NpoekT Marmoset
Toolbag. [ina atoro npocto nepetawmrte gann FBX B cueHy 3D nporpammel.

[Mporpamma HemeasieHHO pacrno3HaeT MNPUCYTCTBYKOLWME  MaTtepuansl,
ceasbiBag ¢ Humm Workflow Specular. B gaHHOM cnyyae wumeloTca ABa
mMatepuana: “glass” (npospadHble 4Yactu rpagycHuka) wu  “frame’
(BCe ocTanbHble YacTn).

Umnopmupyidme ¢patin FBX modenu e 3D-cyeHy; Marmoset Toolbag
HemeOdrneHHO udeHmudgbuyupyem umerowuecss Mamepuarsibl (UOUMbIE Ha
u3obpaxkeHuu 8 sepxHeM rpasom yary), 8 amom criyqae “glass” u “frame”.

Haxumas Ha “frame”, oTkpbiBaem OkHO File Browser u BxoguMm B nanky c
TEKCTypaMn nakeTa.

Cenyac Mbl [OOMKHbI nepeTawmuTb K3obpaxeHna c¢ npedukcom «PBR-
SpecGloss » 1 Ha3BaHMeM martepuana, 3atem nepetawmtb ux B Marmoset
cnegyowmmMm obpasom:
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. un3obpaxeHue Diffuse B Albedo — Albedo Map;

. un3obpaxeHune Glossiness B Microsurface — Gloss Map;
. un3obpaxeHne Normal B Surface — Normal Map;

. un3obpaxeHune Specular B Reflectivity — Specular Map.

Mbl MOXXeM nepeTawmnTb n3obpaxeHne Height.

Strumenti immagini  UVs-and-TEXTURE: - o x
Visuateza G

« “ A4 [ « MULT-ENGINE-TEXTURE-PACK » WNs-and-TEXTUREs v/ @& | Corcain Ws-and-TOXTUREs B

& PER Metsifough_gless Roughnesspng 2 File PNG
| PER-SpecGloss_frame Diffuse png
.

FdePNG *

YcmaHosneHue mekcmypsbl 0nsi Mamepuarna PBR Specular e Marmoset
Toolbag.

B cnyyae ¢ maTtepuanom "glass" HeobxoauMbl Te e OeUCTBUA, Kacaemble
nepeTackMBaHuUs N CBA3bIBaHUS KapTbl, O4HAKO Mbl OOSMKHbI cAenaTtb e
OfHY onepauuio: HaXxaTb Ha BKNagky Transparency B NPaBoOM HWXHEM Yriy U
Bbl6paTb anemeHT Refraction.

OTkpoeTcsa Bknagka Transparency, B KOTOPON HaM Hy>XHO ByaeT ycTaHOBUTb
3HayeHne Index of Refraction (9 coBeTyio BaM 3HAYUTENBbHO CHU3UTL €rO,
Hanpumep, go 1,05 unn 1,02) n, npm Heob6xoaMMOCTH, LeaKTMBMPOBATL MNosne
“Use Microsurface”.

PasymeeTcd, Ha OkoHYaTenbHbIN BUA 0O6beKkTa Takke BNuaeT usaobpaxeHue,
ncrnonb3yemMoe B KavyeCTBe BHELIHero ocBelleHnd. [na  peanusauuu
cneaytowero n3obpaxeHmsa a9 ucnonb3oBan npecet «Indoor Fluorescents» un
YMEHbLUNIT MHTEHCMBHOCTL (poHa (Backdrop Brightness), uytobbl Bbigenntb
00BbEKT.
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-

Mormals *

¥ Diffusion: Lambertian ~

¥ Reflectivity: Specular =

¥ Albedo:

¥ Diffusion: Lambertian ~

¥ Reflectivity: Specular

# Spec

o Refraction ¥
L.od

face

¥ Reflection:

Horizon Occlusi

Hacmpouku eHewHez20 oceew,eHuUs1 u ¢hoHa cueHbl 3D 8 Marmoset Toolbag.
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Kak BoccozgaTb matepuan PBR o6bekTa npu nomowm Metallic
Workflow B Substance Painter

B nanke MULTI ENGINE TEXTURES PACK Takxe Haxogatcs TeKCTypbl Ans
Bocco3gaHus matepuanos PBR npu nomowmn Workflow Specular n Metallic. B
3TOM ypoKe Mbl pas3bepem, kak Bocco3gaTb MaTtepuan PBR npu nomowm
Workflow Metallic B Substance Painter 2019. YTtobbl y3HaTb, Kak Bocco3aaTb
maTtepuan npu nomowm Workflow Specular, 03HakOMbTECH C MOMM YPOKOM O
Marmoset Toolbag 3.

CHavana vimnoptupyem gann FBX 3D-mogenun B HOBbLIM NpoekT Substance
Painter. [na atoro npocto nepetawmte damn FBX B cueny 3D
nporpammebl. Substance Painter HemegneHHO nNOMPOCUT Hac YykasaTb
HaCTPOWKM AN co3gaHus HOBOro npoekta. MoXHo noarBepAnTb HAaCTPOWKU
MO YMOMYaHUIO N NPOAOITKUTD.

O, New project 7 x

heme: ${MATERIAL_NAME)_normal

CosdaHue npoekma 8 Substance Painter 2019.
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Substance Painter HemeaneHHO pacrnosHaeT martepuarnbl, CBA3aHHblE C
obbekToM, M BCTaBUT MX B cekuuto Texture Set List. B gaHHom cnydae
NMeoTCa ABa Mmatepmana: «glass» (npospayHble YacTu rpagycHuka) un «frame»
(ocTanbHble YacTu).

Bo-nepBbIX, BO BCcex mMartepuanax (B gaHHOM cnyyae, B ABYyX) Heobxoammo
yoanuTb MycTOW CnoW, aBTOMaTUYeckM co3daHHbin Substance Painter.
Coenas 310, co3gante FILL LAYER ansa kaxgoro matepuana.

LAYERS o X TEXTURE SET LIST g X LAYERS o ¥  TEXTURE SET LIST

Base Cole v A L3
L . Fill layer 1

Lnsa kaxdozao mamepuana e Texture Set List ydanume Layer no ymondyaHuro
u cozdaume Fill Layer.

Ha aToM aTane Ham HY>XHO UMMOPTMPOBATb TEKCTYPbl B MPOEKT, 4SSl YEro Mbl
Bblbupaem File — Import Resources, 3atem (B nosiBMBieEMcHA OkHe Import
Resources) BblbMpaem TekcTypbl € npedukcom «PBR-MetalRough » wn
nMeHeM Mmatepuana (B MoeM crny4yae aTo “glass” n “frame”).

Mol Takke MmoxeM nsbexatb nmnopTa TekcTyp Tuna HEIGHT.

Mpexae 4Yem HaxaTb «Import», mMbl MeHaem Tun pecypca ¢ Undefined Ha
Texture, 3atem Mbl Bblbupaem (B «Import your resources to:») mmnopt
n3obpaxeHun B Current Session.
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@, Substance Painter 201912 - Francesco-3-e- ADOBE-2k (Read only)

o

O, Select one or mere files to open
« A || s MULTHENGINE-TEXTURE-PACK » UVs-and-TEXTUREs

Organizza Nuova cartella
3 Dropbox & s

i cycles_glass ORMA png Z
& PBR-MetaRough_frame, BaseColorpng  23/15
& PBR-MetsRough_ frame_Height png
i PBR-MetaRough frame_Metalic png
& TERA & PBR-MetaRough_frame_Normalpng

88 Monics-Franceseo
8 Panzo

Public

— & PBR-MetslRough frame Roughnesspng 2
& PBR-MetaRough_glass BaseColor.png
I8 Desitop & PBR-MetaRough_gless Heightpng
Docurment & PBR-MetalRough glass Metaliic.png

& Downlced & PBR-MetalRough_glass Normal png

& Immagini & PBR-MetalRough_glass Roughness.png 23
D Musca & PBR-SpecGloss frame_Dusepng

B vises

& Disco locale (C:)

i Rete w 8 PBR-SpecGloss frame_Specular.png 4 e PN

Nome fle | *PBR-MetalRough_glass_Roughness png” “PER-MetaiRough,_frame_BaseColor png” “PBR-Meta

Umriopm mekcmypel ¢ npegukcom PBR-MetalRough. Mbl makxe moxem
uszbexxame umriopma usobpaxkeHut murnia HEIGHT.

(&), Import resources

Import your resources and set their usage

texture

Import your resources to:

Lpyaue Hacmpoliku umnopma mexkcmyp.
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Tenepb AN Kaxgoro Mmatepmana Mbl MOXXeM HayaTb yCTaHaBNMBaTb TEKCTYPbI
B pasnuyHbIX co3gaHHbiX Hamu cnotax Fill Layer, cnegys cooTBeTCTBUIO
mexagy nmeHamm nsobpaxenun n cnotamm PROPERTIES — FILL (Base Color,
Metallic, Roughness, Normal).

CesizbigaHue UMopmupo8aHHbIX U3obpaxkeHuu u criomoe Mamepuarios
8 PROPERTIES - FILL.

Heobxoanmo coenaTb OTAENbHOE 3amMeyaHne O  Monynpo3payvHbIX
mMatepuanax, nogoOHbIX CTekny: mMon nakeT HE cooepXut TekCcTypy Ans
(nony)npospayHocTi, HasbiBaemyto Alpha wunn Opacity, noatomy cnegyet
YCTaAHOBUTb 9TO 3HAYEHME BPYYHYIO (MNN C MOMOLLbIO creunanbHO Co34aHHOM
TekcTypbl) B nonie Opacity matepnana Bo Bknagke PROPERTIES - FILL.

[Tocne BbLINOMHEHUS 3TUX onepauun Bbl Nonydnte mMatepuansl Substance
TakMMK, Kakmmu cos3gan ux si. B aTy ocHOBY Bbl CMOXeTe BHOCUTb bBonee
nogxogsilme ana Bac M3MEHeHusi (gobGasneHwe foroTunoB, M3MEHeHue
LiIBETOB UM APYrMxX CBOMCTB MaTtepmarnoB B PasfiMyHbIX MecTax 1 T.4.).

MaTepuanbl MOryT ObITb aKCNOPTUPOBaHbI Kak obwme PBR ans Unity, V-Ray,
Adobe Dimension, Unreal »n pgpyrux nporpamMm C UCMNOSb30BaAHUEM
cobCTBEHHbIX NpeceToB Substance Painter 2019. OgHako, ecnu Bbl XOTUTE
co3gaTtb TekcTypbl Ana matepuana PBR4 Cycles, ncnonbsyemoro B gannax
BLEND, HeobOxoaMmo co3gaTth chneuuanbHbIA  NpeceT aKkcnopta Ans
Substance.

NHCcTpyKumm no co3ganuto npeceta PBR4 B Cycles n3noxeHsl B ApyromMm ypoke
3TOro pykoBOACTBA.
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UmnoptupoBaHue Tekctyp PBR ana matepuanos B Unity 2019 (Metallic
Workflow)

[ns ncnone3oBaHna moaenu B Aswxke peHaepuHra Unity 5 ¢ Standard Shader
(koTopbin  ucnonbsdyet PBR Metallic Workflow) cHavana Ham HyXHO
nepetawuTb pann FBX obbekTa Bo Bkragky Project, 4ToObl 3arpy3nTb ero B
TEKYLLNA NPOEKT.

OO6bekT byaeT coCToATb U3 ABYX reOMETPUM U ABYX MaTepuarnos, n3HavyasibHO
cepbIx 1 6e3 TeKCTyp.

@aun FBX, umnopmuposaHHbit 8 Unity, 6ydem umems rycmeie mamepuarsibl
6e3 mekcmyp.

Cenyac Mbl He MOXEM U3MEHSATb HACTPOMKM MaTepuanos, notomMy 4to Unity
nmnopTupyet pannel FBX, aaBas nm matepuansl, NpucyTCcTBYOLLME B dhanne,
Kak 9TO BMOHO BO BKragke Materials B Inspector ans wmmnopTupyemoro
obbekTa: 3gecb «Material Creation Mode» yctaHoBneH Ha «Import (Legacy)»,
a «Location» - Ha «Use Embedded Materials».
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(ONene Matena) @]
(ONone Maters)

1o ymonyaHuro Unity neimaemcsi umriopmupogams Mamepuarsibi U
mekcmypbl HeriocpedcmeeHHOo u3 ¢hatinia FBX. O0Hako 8 HaweM criy4ae
rpucymemeyom moJsibKo Mamepuaribl, @ U30bpaxxeHusi mekcmyp
omcymcmesyrom.

Beibupaem onuuio “Use External Materials (Legacy)’ ana “Location” wu
Haxxnmaem Ha Apply ona npUMeHEeHNA N3MEHEHUI.

open.

odet i animsce [

@ Mone (Material)
@ None [Material)

Beibupaewm onyuro "Use External Materials (Legacy)" dns Location
U NpUMeHsieM U3MEHEHUS.

Unity cosgact nanky Materials n nomectut Tyaa matepuansl o6bekTa, ogHako
Ha 9TOT pa3 Mbl CMOXeM MoguduvumpoBaTb Martepuansl, gobasnss Tyaa
TeKkcTypbl. MaTepuanel 6yayT aBToMaTnyecku npmBsaidaHbl K O6bEKTY, NO3TOMY
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nocrne BCTaBKM KonuuM obbekTa B CLEHy, nepetackmBaHus ee us Project
Inspector Mbl cpasy yBUAMM U3MEHEHMUSI.

= Hierarchy | i)
b et oo
T SammeSceme S A S .. Standard -

Opanue

rmal

Enable GPU Instancing
Double Sided Glabal Il

Hoseble mamepuarisi, co30aHHbIe 8 narike Materials, 6y0ym ripuesizaHb! K
o0bbekmy u mo2ym 6bimb MOOUGUUUPOBAHSI.

Tenepb Mbl MOXeM BblbpaTb hansbl nsobpaxeHun ¢ npedunkcom «Unity5-
Metallic» n3 nanku Multi Engine Texture Pack v nepeTtawimtb nx B nanky
«Materials» Bo Bknagke «Project». B yacTHOCTWN, HAaM HY>XHO NepeTalnTb 3
n3obpaxeHus ona matepmanos (B MOEM NPUMEPE HYXXHO nepeTalunTb 6
n3o6pakeHnn, NOCKOSbKY MMETCA 2 MaTtepuana).

& |10 1] & | X g Hrivet LN g
= Hier. =
= = Strument immagini UVs-and-TEXTUREs = af PR M= Gitmes |~ (=2
v < Sa Home  Condwidi  Visuslizza Gestisc e
@
@y « © 4 |« MULT-ENGINE-TEXTURE PACK 5 Uvs-and-TEXTUREs v & CercainUVs-and-TEXTUREs
A Nome Data Tipo
8] PBR-SpecGless_glass_Specular.png 3/06/2019 23115 File BNG
joT 23/06/2019 23:14 File PNG
23/06/2019 23:14 File PNG
e_nu 23/06/2019 23:14. File PNG
23/06/2019 23:15 File PNG

23/06/2019 23:15 File PNG
23/06/2019 23:15 File PNG

& air freshener

-~ TUTORIAL-METP---APPUN

8] uv-Lavour--
@ Creative Cloud Files &) vray_frame di
e talicSmoothness.png
8 M
o
Project
= “ e x me
i F-a 1
o.-:ﬂn-_ -

Al
O, All Prefabs
O, All Conflicte

lNepemackusaem uzobpaxxeHusi ¢ npegukcom "Unitys-Metallic"
u3 nanku Multi Engine Texture Pack as narnky Materials npoekma.
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YCTaHOBUTb TEKCTYpbl A4 KaXxXaoro marepuarnia oO4YeHb MNpocCTo, AJ1d 3TOro
OOCTaTO4HO nepeTallnTb:

o TekcTypbl C cyddukcom AlbedoTransparency B cnot  KaHana
Martepuana;

« TeKcTypsbl ¢ cydhpmnkcom MetallicSmoothness B cnot kaHana maTtepuana;

o TekcTypbl c cydpdukcom Normal B cnot kaHana martepmana. B aTom
cnyvyae HeobxoauMoO Takke HaxaTb Ha nanky “Fix Now”, koTopas
OTKPOEeT BKMagky Matepuana, n oTtmeTtutb (‘Mark”) wunsobpaxeHune
kak Texture Map.

Opaque

Enable GPU Instancing

¥k Favorites  asscts ) Materials RO AR

CL A8 Materiale

QD Assets/Materials/frame mat

llepemawume mekcmypbl 8 coomeemcmeayroujue criomsl Mamepuarsna u
Haxmume Ha "Fix Now" onsi Normal Map.

OTOro  OOCTaTOMHO AN yCTaHOBNeHust 6a3oBOro  Henpo3payvyHoro
maTtepuana. C gpyron CTOpPOHbI, A MaTtepuanoB C Npo3padyHOCTbIO nocne
BbIMOSIHEHUST 3TUX MPUBA30K Heobxoammo m3amMeHuTb napameTp “Rendering
Mode”, Haxogawmncsa HaBepxy Bknagku Inspector matepuana, ¢ “Opaque”
(3HayeHue no ymon4yaHuio) Ha “Transparent”.
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Lnsa mamepuaros ¢ npo3pavyHocmbHo 110Csie 8bINMOSIHEHUS MPUBS30K (KaK U 8
Cllydae Hernpo3payHbiX Mamepuarsosg) Heobxodumo usmeHuUms Rendering
Mode ¢ Opaque Ha Transparent.
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UmnopTt Tekctyp PBR ana matepuanos B Unreal Engine (Bepcuum 4.x)

[Ona wvcnonb3oBaHusa mogenu B ABWKKe pengepuHra Unreal Engine 4.x
CHayana Heobxoaumo  nepetawmntb danmn FBX  obbekta B Content
Browser Hawero obbekra Unreal.

Haxnmaem Ha “Import All’ B okHe “FBX Import Options”
N NpodoSKaem, UrHoOpUpys nobble npeaynpexaeHus 006
otcytcTBum “Smoothing Groups” B Mogensx.

nport [@ Save All & %= Content » Content »

Umnopm gpbatina FBX e Content Browser npoekma Unreal.

Nrposou ABWXOK HemeaneHHo pacnos3HaeTt 00BbEKTHI,
npucyTcTeyowme B hanne FBX (B Hawem npumepe ato “frame” v “glass”)
N COOTBETCTBYKOLLME MaTepuarsbl, KOTOpble W3Ha4YanbHO OyayT nycTbiMW.
[encTButenbHo, nepetawmB 06bEKThI B cLueHy3D, Mbl yBUAUM MX OOHOPOAHO
OKpalLeHHbIMU 6e3 TeKCTyp.
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nport  [B)SaveAll € & Content » Content »

O6bekmbl U Mamepuaribl, 3a2pyxeHHble 8 Unreal.

B aToM ypoke, Kak U B ypokax Mo ApyrMm nporpammam, Mbl pasbepem, kak
HacTpPoOUTb nBa pasnnYHbIX TMNa MaTepuanos: Hernpo3payHble
(MeTannnyeckue, ANANeKTpUYECcKue Unn CMeLlaHHble) U nonynpospadHble. B
obomx crnyvyasix CBs3KM, KOTOpble [OOfMKHbI  ObITb  caoenaHbl  Angd
NpeacTaBneHHbIX B YNaKoOBKE TEKCTYp, ABMNAKOTCA OOUMHAKOBbIMW, MO3TOMY
CHa4dana mMbl pasbepemM Henpo3payHble MaTepuarsbl.

CHavana nepetackmBaem TekcTypbl ¢ npedumkcom UNREAL 13 nankm Multi
Engine Texture Pack B Content Browser npoekrta. B yacTHoCcTU, peyb naeT o
3 n3obpaxeHusix ona matepuana, To eCTb 9 UMNOPTUPYIO 6 N30BpaKeHnN.

NMPUMEYAHUE: BO BpeMms nMmnopTa TekcTyp Normal Unreal
MOXeT NpouHdopMmnpoBatb Hac 06  aBTOMaTMYecKOM  KOHBepTauuu
nsobpaxenus B “Normal Map”, kak nokasaHo B Mosfe B NPaBOM HWXHEM Yyriy
n3obpaxeHus HWxe. Mbl nogTeepxgaem onepauuto Unreal, Haxkumaga OK.
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lNepemawume mekcmypel ¢ npegukcom Unreald4 e Content Browser
npoekma. Haxmume OK, ecrniu Unreal uHgbopmupyem eac o
mpaHcgopmayuu Normal Maps.

[Mocne umnopTta u3obpaxeHun B MNPOEKT Mbl AeflaeM ABOWMHOW KIMK MO
mMaTtepuany, 4tobbl BCTaBuUTb Tyga nsobpaxeHusa TekcTyp. 1o ymonyaHuio ¢
y3riOM MaTepuana cBsi3aH nMycTon y3en: BolbpaB W yaanue €ro, Mol
nepeTtackMBaemM B pefakTop MaTepuanoB TpU U30OpaxKeHUst TEKCTyp
n3 Content Browser.

U s

vvvvvv

Lns ebibpaHHO20 Mamepuarna ecmasbme mpu u3obpaxxeHuUsi mekcmyp 8
pedakmop Mamepuasios. Yoarume gce rycmsie y3ribl, rpucymcmayroujue
10 YMOJIYaHUIO.
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B atom npumepe s Bblbupato matepuan “frame”, TO eCTb Henpo3payHble
yacTu (MeTannuyeckne wnu AONdNeKTpudeckue), MNpUCcoeanHaa TeKCTypbl
cnegyowmnm obpasom:

« komno3nTHbIN BbiIxo (RGBA) TekcTypbl BaseColor Bo Bxog BaseColor
y3na maTtepuvana;

. BbIxoa R Tekctypbl OcclusionRoughnessMetallic Bo
Bxoa Ambient Occlusion y3na maTtepuana;

. Bbixog G TekcTypbl OcclusionRoughnessMetallic BO
Bxof Roughness y3na matepuana;

. Bbixoa B TekcTtypbl OcclusionRoughnessMetallic Bo Bxog Metallic yana
Martepvana;

« Komno3utHbin Bbixoad (RGBA) Ttekctypbl Normal Bo Bxog Normal yana
Martepuvana.

o] The material's attributes describe a 3d surface

O» Pixel Depth Offset

CoeduHsiem 8bIx00bl mpex u3obpaxkeHul mekcmyp ¢ 8X00HbIMU ropmamu
y3ra mamepuarna.

COXpaHFleM M3MEHEHNA N BO3BpaALLlaeMCA B rfiaBHoOe OKHO MNMporpamMmsl.

[Mepengem Tenepb K MNONynpo3payvHbiM MaTepuanam (B Hawem npumepe
K “glass”), ona 4yero genaem OBOMHOW KWK HA HOBLIW MaTepuarn, U Mbl BHOBb
nepexoanm B pefaktop martepuana.
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TeKCTypr OOJTKHbI ObITb NOAKIMIOYEHbI K y3Iy MaTepunana Tak Xe, Kak n angd
HeNnpo3payvHbIX MaTepunarnos, NO3TOMY CHa4darla Mbl BbINMOJIHUM 3TY onepaLuto.

OpHako B 9TOM criydae Mbl Jenaem eLlé ofHy npuBsasky: Mbl 6epemM BbIXo[,
Alpha (nocnegHun) na Tekctypbl Color Base n nogkntoyaem ero K Bxoay
Opacity yana matepuana.

Texture Sample &

uvs -t

Texture Sample &

Mbi ucrionb3yem my xe KoHgbuzaypayuro 0515 (rnosiy)npo3payHbix
mamepuarnos. OOHaKo 8 3Mmom criydae Mbl makxxe rnooKso4yaem
8bIx00 Alpha uzobpaxeHusi BaseColor ko exody Opacity y3na mamepuaria.

OgHako nocne COXpaHeHust u3MeHeHun obbekTt Bcé ewé Oyaer
HENpPO3payHbIM.

OTO CBS3aHO C TeM, 4YTO CfieBa B pefakTope mMaTepuanoB Heobxooumo
nameHuTb «Blend Mode» maTepunana ¢ Opaque (3HayeHne No yMOn4YaHuUIo) Ha
Translucent gna BbliGpaHHOro maTepuwana. Takke B FIEBOM HWKHEM Yrny
BKNagkn HeobxoanmonsameHuTs  napameTp “Lighting Mode” Ha “Surface
Forward Shading”.

Mbl BHOBb COXpaHseM W3MEHEHMs W BO3BpallaemMcd K rrnaBHOMY
okHy 3D nporpamMmmbl:  cenWyac  nonynpos3padyHbii  Matepuan — 6yaer
BM3yann3npoBaH npaBuiibHbIM 06pa3om.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Heobxodumo ycmaHosums Blend Mode Ha Translucent u Lighting Mode Ha
Surface Forward Shading 0ns rnonynpo3pa4yHbix Mamepuarios.

S oBie @ @2 -

© View Options ~

QuHarbHbIU pe3yribmam.

MPUMEYAHUE: Ecnn  obbekTt  nonydmnca  "CrvMWKoOM  Npo3padHbiM'
(HeBMOMMbIM), Bbl MOXETe NoAKNYuTb y3en Scalar k Bxogy Opacity yana
MaTtepuana u yCTaHOBUTb, K NpuMepy, 3HavyeHune Scalar Ha 0,1 unun 0,2, nenas
0ObeKT nonynpospayvHbiM (NPy 3TOM OCTaKLLUMMCSA BUAUMBIM).
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MUmnopTt Tekctyp PBR ana matepmnanos V-Ray 4.20 B 3D Studio MAX 2020

B aTom ypoke Mbl pa3bepem, kak HacTpouTb TekcTypbl PBR 13 naketa Multi
Engine Textures Pack B matepunane V-Ray Next Update 2 (Bepcun 4.20)
ana 3D Studio MAX 2020.

[ns pengepuHra aToro ypoka s UCrnonb3oBan UCTOYHUKN cBeTa M POHOBOE
n3obpaxerHne B npoektre 3D Studio MAX. [encrtButenbHo, 6e3 3Tux
3NEeMEHTOB pPeHAEpPUHr Obinl Obl 4YepHbiM. A Takke [o6GaBUIT NNOCKOCTb
(cBETMNo-cepyto), Ha K\OTOPOW MOXHO PacronoXuTb 06BEKT ANs BU3yanu3aumm
TEHen.

HauanebHas cueHa: kpome obbekma rnpucymecmeyem rriocKoCmb, UCMOYHUK
ceema u supmyaribHasi menekamepa.

HauyHem ¢ 6onee npocTtoro Henpo3pa4yHoro martepuana “frame’.
Cosgagum matepuan tuna VRayMtl n HasHaumm ero o6bekty “frame” cueHsbl.

3aTeM HaXMeM Ha KBagpaTHble f4enkn psgom co crnotamu  «Diffuser,
«Reflect» n «Reflect Glossiness» B pasgene «Basic Parameter» matepunana.
Kaxxagbin pa3 6ynet nosensatbcss okHO «Material/Map Browsery», B kKOTOpoOMm
HeoOXoaAMMO yKasaTb, YTO Mbl XOTUM co3gatb BITMAP gna atoro kaHana.
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[lanee Hy>XHO yka3aTb B Ka4eCTBe U300paXXeHNs1 COOTBETCTBYIOLLYIO TEKCTYPY,
MCMNONb3ya ON9 ero pacno3HaBaHus cyq@UKC, NPUCYTCTBYOLWMA B UMEHM
danna, Hanpumep, ons cnota Diffuse matepnana "frame" HyXXHO yCTaHOBUTb
TekcTypy “vray_frame_diffuse.png’.

3 Material Editor - frame == 8 Material Editor - frame =

Modes  Material MNavigation Options  Utilities Modes  Material MNavigation Options  Utilities

BlendedBoxMap

E Cellular
ol r

VRayMtl
* Coordinates

® Texture © cron

GTR tail falloff 2,0
W Falloff
Wl Gradient
; . Gradient Ramp
Bump 30,0 * v ( ap )
J j§4 Marble
S e.pl i . sk
Mix
MultiTile
8 noise
Il osLmap
Filtering . i
® pyramidal Particle Age
Summed Area Particle MElur
:'! Perlin Marble

* Options

| Y

Mo Map
RGB Channel Output: O Cancel
& nro

Tpu u3 4yembipex ucrosb3yemMbix Hamu Kapm 6yOym Kapmamu
murna Bitmap. Mbi cmoxeMm rie2ko y3Hame ux rno umeHam ¢pausios 8 Multi
Engine Texture Pack.

UTtobbl yCcTaHOBUTL YeTBeEPTOE U3obpaxeHue, To ectb Normal Map, BbINONHUM
cnegyowme gencteunsa: otkpoem pasgen Maps matepuana, 3atem HaxkmMem Ha
cnot Bump u nameHnm tun Ha VrayNormalMap. BHyTpu aTtoro obbekta Mbl
MOXEM YCTaHOBUTb COOTBETCTBYHLUYK TekcTypy B criote Normal Map (B
AaHHoM crniydae “vray_frame_normal.png’).
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o £ = m, T &

Bump map: & Map £12 *  VRayNormalMap

* VRayNormalMap Parameters

¥ normal map 0 + 1p #13 (vray_frame_normal.pn
« bump map ;0 - Mo Map

map channel..

flipred......

fip-green. s

swap red and areen.......

T e e S e e 0,0

Umobbl ycmaHosumb Normal Map, Haxxmem Ha Bump u usmeHuUM muri
Ha VRayNormalMap, 3amem nepemawum mexkcmypsi Normal
8 criom Normal Map.

Kak BUANTE, YTOObI YCTaHOBUTb mMarepuan B V-Ray
c Tekctypamu PBR, npegoctasneHHbiMn B Multi  Engine  Texture Pack,
A0CTaTOYHO NpuUcoeauHUTb YeTbipe nsobpaxerHna PNG, ysHaBaemble No mx
nmenun (Diffuse, Reflection, Reflection Glossiness, Normal).

C pgpyron cTopoHbl, Ana Martepuana ‘glass” n npoynx MaTepuarnos,
obnagarowmnx Npo3padHOCTbO, HeobGXoOMMO BLINOMHUTL Te Xe ©0a3oBble
AENCTBUS, PacCMOTPEHHbIE HamMu Ha npumepe
Henpo3paydHoro matepunana “frame” (To0  eCTb NPUCOEOUHUTL  YeTbIpe
n3o6pakeHns TEKCTYP K COOTBETCTBYHOLMM CMIOTaM mMaTepuana), nocne 4Yero
cnegyet  BbIMOMHUTL  TpU  nNpocTble  onepauumn B pasgene “Reflect”
Bknagkm “Basic Parameters”:

o aktuBupoBaTb  a4yeunky “‘Affect  Shadows”, NHa4ve maTtepuan
ByneT YepHbIM;

. un3meHuTb “Refract Color” Ha uncto 6enbin nnu ceBeTno-cepbin (NOYTU
Benbin), ecrnv maTepuan oKaXeTCHa CrLLKOM Npo3padHbIM;

« CHM3UTb 3Ha4deHue “IOR”, Hanpumep, oo 1,04.

Takum obpasom, maTepuansl 6yayT HacTpPOEHbI NMPaBUIBHO.
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* Basic parameters

Diffuse I

Roughness

Reflect 4 Max depth 5

Glossiness 1,0 Reflect on back side

v Fresnel reflections Dim distance
L
Metalness 0,0
Affect channels g ply
Refract Wax depth g
Glossiness s v Affect shadows
IOR

Abbe number Affect channels  cql oy

Fog color ] Fog bias 0,0

Fog multiplier 1,0

Translucency

UmobblI ycmaHosumeb rosnynpospayHbit Mmamepuan VRayMtl, nocne
3a2py3Ku Yyembipex uzobpaxxeHul mekcmyp (Kak u 8 criydae HerpospayHbiX
Mamepuarios), Heobxodumo ydeniume 8HUMaHue Hacmpoukam Refract Color,

Refract IOR u Affect Shadowspasderna Basic Parameters mamepuarna.

PeHOepuHa u3obpaxxeHusl.
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I FA 251843 A (Multi Engine Textures Pack) HEFRRIERS|IEHE
$e)E PBR#E: &

HEUTHERES, BIUERWMEHRA 3D BEahmE 5 B8EEA (
Multi Engine Textures Pack) B9Z(EE, LK —SLnf#ifb 3R R PBR (2T
HHER) 3D EERBEFHMIT. RITKEER

. B{A[EZE Substance Painter 2019 S H g, LUESH Blender 3D

2.7x - Blender 3D 2.8x i PBR4 # ¥l hEHARTEMLIRE ; SCfr L, TEFR
F 3D BERMEtd, HE—1TEHHERE PBR4 #HEES X (Blender
2.7x - Blender 2.8x) , X412 1EATAE PBR ## ((N{EH 3 1M23EE&

) : ek, SEMRIERRY;

. HN{A[7E Marmoset TE @ 3 R{ERASRE IL/ER, EFHCE PBR ## ;
« IN{a[7E Substance Painter 2019 F AL ERIZE#FHHI/E PBR ## ;
o MAERMEMNEREIERE Unity TIE (2019 kR) S A FBX =AY

HEIUFNHE X PBR 4032

. WRMERAMHMEEHEEETIERIE L FBX 8#XSABRELURIFEESL
INE (4xhR) $rIHEx PBR 438 ;

. Wn{al7E 3D Studio Max 2020 1B S A FBX #& X HIHEEF14H X PBR %X
B, ¥ &£ B VRay ¥ K~ E % 5 EBE ,

EMAEMZRED, BIFEREMN— 3D BR B/ R —LEE, “mRIEET (
clinical thermometer) (A[EIEEIRME)  ET—TEMEGH T GZEGAE
HEA 3N HRII A8 EGAE N EREE 5, 78 3D Blender BIfEIA
=2/
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file:///C:/Users/franc/Desktop/METP---PDF-CGTRADER/sorgenti-da-JOOMLA-FM3D-online/tmp-metp-tutorial-da-codice-joomla-utf-8.html%23vray-4-for-3d-studio-max-2020
file:///C:/Users/franc/Desktop/METP---PDF-CGTRADER/sorgenti-da-JOOMLA-FM3D-online/tmp-metp-tutorial-da-codice-joomla-utf-8.html%23vray-4-for-3d-studio-max-2020
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B X LEEFE F I I R 21Tk 3 Wi 77 o °glass” FIR R B85

Hframe”,

FTORFEFEAXMEN, REAEER THMARME, BEARRE: 5
—H (frame) BAEAM, RN ER 7E&RBMBENTH D £ M (glass)
BB, ALk, ©FRFRVFRN 100 DA R RE

{58 PR ke = AEAR AL S8 AR w0580 P B A b e B2 Ay Z4ER A

. BETYERRA—FMH
EEE=RISHHE (“UV Layout’)
. BHaEEKN FBX R ;
« &7 PBR4 #1%#1 PBR 43 [f) BLEND X4, ATFXH4haSiEn ;

A, IRW] R,

. ZEIZBLHB MR (MULTI ENGINE TEXTURE PACK) , EdhdE
FRIERSIZMITERERBRAH MK PBR 403,
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PBR4 #¥IH4EEH (Blender 3D 2.7x - 2.8x)

7 3D EEB A BT, RSB MEM 2.7x-2.8x A (BT —ThRAE)
A RIR S . WO R S5 m A  ORBR SO A

BB BLEND XX ERITE, LT T i i) i 2 1 0%

o

AL, SNRARBEARRMBOSEERIN R, KA T GILAEIRK Blender 3
s IERATEREE 4M.  7& Blender WiH M5y, Z4Ma R4t J7
AER G, BN S H AR M,

i, 7E Blender BISTHEENIE S & A, AR “SHL” BILLX AT S NTE
BIXT %

1. M AR BT B o J IO 1 S 4
2. XM, B RED
3. IEHESAMIAXNR, Rafdi kAt “Mmn” (Append) ZhEE,
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45 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS___ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

Append from a Library .blend file.

M Blender Ji H [1)" X "R # 1A FFBIAT, 17X RIUAF A,

.
[ UVs-and-TEXTURES
E clinical thermometer.blend 7.59 MiB

.
[ Brush

= FreestyleLineStyle
[/ Image

[ Material

[ Mes

[ ModeTree

[ Object

[ Scene

[ Texture

[ World

T ..
 frame

& glass

APPEND [ B¢: #5142 # iir B I FILFEHINT R 1374 R FEXT R

Rt, X5 LA AGEA, Bl T MBSO, n] DURYE = 2T
Fe b
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) Blender” [C:\Users\Francesco-Fisso\Dropbox\ TERA\___ASSETS___\UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PERA blend]

FEA B L2 T I R AL 75 T R A P

MBAZY ST IANGE, BEAESILEIRGREE PR EDb—MEit, &
NPHTEIEE BMEM AR T REGREE I HAGaRE. 3 MRETLREMN
— > HDR &% EIRF s i BB 0L 5 5 5 Sth 9.

43 Blender* [C\Users\Francesco-Fisso\Dropbex\ TERA\___ASSETS___ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBRA blend]
&l | o223 Cycles Render 7 A

Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

;2R 3D Blender 1753197 i (HH AEHA T ED , FFIEGI R EST LR AR
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R, MRREQE - ASEFSOEE, Bl seika gt , I HAREAE IR
PEURMIA i P ) PBR4 5 g, RAZHLL—F AT LS PBR4 47 mi a4 1175 308!
A, BEERAF CAEREARIRR N 7 — D BRE T AT TR,

ERRT (AXFEHYE)

BB A PBR4 5 S — MU “Abs Strength’#1{E, & e B TR UkaRE",
LIXANT B Y E B RARE, T BT, e ES T PR e OaR

ZEHHESH

TR B R, R A A ROR e B R, SR
BHRT 1 (BRI, BTk, Bk g B, SAu4 Iy 0, &)
o AT R 2R

s, REDTUEHIKE IOR B8, ZSH B/~ TMEITS R, @it bk
WX b TR AR AT, AT DA e s i, e A, RS R A
fE21%24 2/,
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BN{af M Substance Painter 2019 51} Cycles / Eevee PBR4 # & {1538

AEARZRED, HATR Wi &SRV R 2 g BT, PR IEA R
“PBR4’#1)5ii (H T 3D Blender) FRZHI=FZH,

RRMRAHN, XN, Wn—AEfEhprik, LKA BLEND fREHRE
& LM, WRIREGRSE T (RUREF S5 A R —8dt) , (=
R, VREEEAEL (FIAnIREE 8 7 SCE IR T 8bes, B UM AR M L6
TS, BRI N ey b S SR R

A% F2 2 F Substance Painter 2019 lR5EREI, ERNFLEEXNFEFAH T IR
I TR CEARAR—DNERAHFD

Cycles/Eevee H1# PBR4 #1437 F 3 I -

1. 268 (REERGERE) BHE;

2. BIEBEME—FIEE ;

3. HEMMmM AR EE AR EME, KB, fFEAEERED PNG EHZH A
RGBA @& (4. %t W, Bf/Rvk) i,

= ocelr [
a v

uvmap ¢ [EIN o

Cycles/Eevee #179 PBR4 77 1#/H 3 T EE;: THEE ORMA F1& 4 7K
G CERs Wk, +/%. alpha) 2k, XLEEGEERZRG T 4 7 RGBA &
/‘Lg-o
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Rk, FEFHAIN Substance Wi HH, FATH —EeaBEILk, wTLIH%K
w4 . FRATE Substance Painter 2k £ T H 4R,

G}_ Substance Painter 2019.1.2 - Francesco-3-e-ADQOBE-2k (Read only)

ures...  Cirl+5hift+E

FE'TM Substance Painter 4 i1 £5“- G HI X P,

LA THE A /E RS - R 8 O RS (CONFIGURATION) 3, 7EiX
i, WAL PBRA QUM ST, S EAER
ity A=A SRS S, LM 7E 5 H 5 45 T 1 i s S
1 PBR4 B4 3,

Twnfy, EEFERX=ARIE, EATHE

1. &Em B AR RGB E&;, RAMA LS HE W W EMEFE A
“cycles_$textureSet_BaseColor” ; FA 1A S a ¥ bl B iEHERE R
(AZEHED

2. ORMA 231 R+G+B+A B[R GEHS. fHfE. &J&. alpha) ; Hitk, &
MHREANTFTRMEREE, E— N8O E I NARPINGE; FRAE
ZSCER I B Y R T B R 5 N “cycles $textureSet. ORMA”,

B EBENNKEM RGB KK M AL HEMHmEBIETZES A

“cycles_$textureSet_normal’,
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©, Export document... 7 *

EXPORT CONFIGURATION

Em - 4 Current presek:Admaron Lumberyard

FHIIFTHIALE BT (PR BEL T IRE)D

Output maps

1T Z % i T B HT =1 B 5

RIS, BRATT LA 200 53 5 A WSS PSR N S sl 3R B I RS, AT IR 24 3))

« Input Maps — E& L A

« Input Maps — ORMA ZUHE [ “R#& dh B3R 15 6 84S
« Input Maps — ORMA S “G"#ERIFAEEE

. Input Maps — ORMA Z(H {“B"fEFHIEE ;
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« Input Maps — ORMA S “A"#E R R B E ;
« Converted Maps —& @ 20 FE A7 1 %38 OpenGL

B ATV R B A WA 2 AU (Input Maps) &893 B9—&R45, XF T 1E
T OpenGL BREY (L F ey "885r) st

@, Export document... 7 *®

EXPORT CONFIGURATION

By = 4 Currentpreset

Output maps

Sydes_StextureSet BaseColor

Substance Painter F91th /571 75 Z 41/ HIX PE.Z [h] 75 B 1T HI T

BN SHEW R CLuEgmss, BR, i, RATLAHR A 3“5 H RS (
EXPORT DOCUMENT) A SHER, M TNER, ®E :

1. AR SR (ZRSCEEIGRD

2. 8 i PNG 8= (B VA Z N HAEPEER EIER, PrAAReft i
JPG #& =)

3. MIBIZMACE (M) , Ba®ESHEAR 3 TEENKE

4. FEQENEG PR (Flin, EREREIF, X2 2048x2048)
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@), Export document... 7 X

EXPORT CONFIGURATION

PR BB RYF 2

kb, KGR LLILE g1 5 H BIREAE, JF Ml 4% 3 Cycles/Eevee ) PBR4
LZE S
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I{A[7£ Marmoset Toolbag 3 RfEFAEHE T/ERE, EFCIEN K PBR #
R

£ “%5IE43Ha” (MULTI ENGINE TEXTURES PACK) Xf43ferf, Bt
Ah, A T R B T AN 4 8 AR RS I S5 3 6 i 1 PBR MBI SUEE . fEAR L
b, RATEE W 7E Marmoset T B /& dh{ 4% 1 T /E 7 Bk = 3 6 2
PBR # 7,

B, BIE—1H10 Marmoset TEGETIHH FA 3D #2288 FBX X :
TR 35 2% FBX X RIFER /Y 3D MK,

PG BN AR e i, R e R i LA EXFE T, A
PRt “glass” CGREFZERE ) A “frame” CREITHIERESD) o

A [ = | Fax
Hame
- v
A Nome
*
i

=Wty iR BT FBX X4 : Marmoset TE&JZ 7 BIiH I (FIHF
KRG ) ; 7EXFHEL T, HRFME: “glass”#Tframe”,

BNV frame”, RIFFTFF—DXHR WG, MAEL T HSEER
(S

U, FRATTZHE SN “PBR-SpecGloss "M i Z M B, ik, Al
DAL R T Ao e A 1H65) 3 Marmoset TE @

o REBFREGZHIE K- Albedo Map ;
. WEREEGTHOLEEZ-Gloss Map ;

. mEAREMEE- Normal Map ;

. REFEGHHEI- Specular Map,

ATy L& f e R
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7 Marmoset T E A& 1% & PBR #5117 /7 HIX P,

Xt Y glass™# i, % T U S sl A GE R B AR [R5 82 A3 20, (B 3ATIE
AT 73— AR FADB AR DA M E ] B AR F I i

BEAEGEAREITH, BAIOOEETEE, LHETHEN RS GREWER
Al EERRAR e B, FEMKE] 1.05 = 1.02) , MMAEVE, BUHET “EH
Microsurface” B & & HE,

WK, PIRR I &SR & 2 B AR A IR A MR RS2 O 7 7E M
%, BAEH T "ERVOL Wi, R T RRME CESRED , R
R H o
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-

Mormals *

Fhp 7
¥ Diffusion: Lambertian ~

¥ Reflectivity: Specular =

¥ Albedo: Albedo *

. Lo o

¥ Diffusion: Lambertian =

¥ Reflectivity: Specular ™

Refraction =

1.0l

¥ Reflection:

Horzen Occlusi

HBEHE B 1 1% B T Marmoset TE# 3 57 3D 17 215
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2019 £ Substance Painter i AEE T/ERBIYEK PBR #§

£ ‘S58B4 XXEkh, BREMA, FHTEH&ED L/ERME)E TE
MEF A PBR MTMLHE . fEAZEMEH, RATEE D W T H Material
Painter 2019 € B TR EHCIE PBR M5 W R ARAE T it a3 F &5 10
TAEREFCIEM I, 52T KT Marmoset TE A 3 BHIE,

B, BAVE BTSRRI H b S A=A FBX XX, 3% FBX X
HIEZIFEFRI =484 F . Substance Painter & 31 BIZSRE A 145 & &5 00 H
I B s BATAT AR BRI B B 482,

@), New project ? X

heme: S{MATERIAL_NAME)_normal

Substance Painter 2019 B91EZ 6/1E

Substance Painter 53 BIUR 5| 5 5% R EERL I RL,  FHB H N SR EE 51 R 7
. EIRXRFIEIE, RATEHEMHE: “glass” GREITHIEWH L) A“frame”
GCRETFHHERIT)

B SRR MBI MAT T IHER A o 2z ) a8 SR 2 R (FEA G R AT >
J2) 5 FERUE, AN MFEIE —METEE (FILL LAYER) o
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{  TEXTURE SET LIST g X LAYERS o X TEXTURE SET LIST

X} FRPBEGETN R THILET AT MR A SZ I B E R HI AT/ o

BERT, FATLFEATE SR ENR, B, JRATEFE -2 ANFRE, Ra
(FEHUHEIMAERRE LM IAREE DR, RATIEFHF W A A7 4 “PBR-
MetalRough_” #0144 i A RIS (FEFR BB+ 2 “glass”F1“frame”)

F AT AT LA S 3 N v AU

co-3-e-ADOBE-2k (Read only)

B, Import re
@, Select one or more files to open
« v 4 [ « MULTHENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v
Organizza Nuova cartella
~ lom
22 Dropbs Nome
& cycles glass ORMA.png
{68 Monica-Frances: =
& PBR-MetalRough_frame_BaseColor.png
88 Panzo & PBR-MetalRough frame_Height:png
& Public [ PBR-MetalRough_frame_Metallic.png
&) TERA & PBR-MetaRough_frame_Normal png
i oo &l PBR-MetalRough frame Roughness.png
& PBR-MetalRough_glass_BaseColor.png
I Desktop = 2
PBR-MetalRough_glass_Height.png
[ Documenti [ PBR-MetslRough_glass Metallic.png
¥4 Downlea d & PBR-MetalRough_glass_Normalpng
=] Immagini & PBR-MetalRough_glass Roughnese.png
D Musica & PBR-Spectloss fra
B video & PBR-SpecGloss. fra

& PBR-SpecGloss frame |
8 PBR-SpecGloss_frame_Normalpr
o Rete v  [H PBR-SpecGloss fra

BT HFHIXFE, HFET A MetalRough BIZEHIX ., Fe T LI % -GN B
J& (HEIGHT) /&%
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R G R, BALAU IR RO B, R
VRGNS TR, ROVEEE LN 2 AL,

), Import resources ? x

Import your resources and set their usage

Al IMportsd resoUrces (8

Import your resources bo:

REHIFABRIE

RIS, AR BT, BATAT TR AERA IO R R RS P e B A0, 18
EEGAMEEZ FLR-ETE (ER. €&, BEE. 58) .
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FANIE G E L VL A- B T4

BEXRFBEAME (I FER: “BRa” SEEFBAEME (FRN Alpha
B Opacity) , MMBAEMFH“AEHEE"EF, BE-BERXRXRHE (
PROPERTIES - FILL) #F3hix EH (BCAMHEdHaE)

—BRSER TR XY, REMamtel, stERangn—~, JFH, MiX
ARG, IR BES IR EE S IER T A S (Bl nasimiEs . it
AT AN RHEA F AL B KR TESS) o

MERILMENEH PBR 5, AT Unity, V-Ray., Adobe Dimension, Unreal
FOE 2R, {£F Substance Painter 2019 BOARML T {HSE, fn B3 A
HAEERIR & U N R PBRA ##LGIa gr 3, A5 W) ot B — ANRFIR
173 T o

B R AEIE RNy PBR4 G HOR U, 18 S FATE R 1 75— ke,
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Unity 2019 S AME ) PBR 40 (&8 T/ER)

ZE(HE M Unity 5 Frut 2% (I PBR B I/EMR) RIS, 560 aEEs
TiH "R TR X G FBX XX, LMEFERA LA F,

RAIRTE RS ARAG S A T LA R AT PR RER BRI, TFARI R KR, 1%
HAEATEEE,

7£ Unity 1A 19 FBX X AEJFIE#T 77 0 55, 1T EE,

WAL, FATCEESRMFEE, EY Unity 3 A FBX X, [{XHHEEHN
FMIFIRHETEA], BONER AR M5 & R ol LU 21 S AT R “# 8
R WEN A GEED 7, M “ERRAME ERE T &,

B F 2, Unity 25l HIZM FBX XHE-FAMERIXEE; (84, 2N I1T7
w1, NGHp AR XEELER,
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Rk, iEFATRSE “ERRAMM U CAERE) [ FHREIOY ERNEM
#O(EgY 7, SRR A AN H

@ Neone (Material)
@ None (Material)

BN TLTE EFILBBHF (160D "HTIE N E T

Unity 3018 —/~4%"4 Materials BIX#EIE, TR SR BUIA A, (HXRIR
IR L SCEA], B EATRANG Y., HE, MPUEEERIN R, Kb, f£5
NS R EIA GRISE NI BRI SR 5, VR RIE 25 M,

Noe

H RN X GV NIF T JTAFEELEINT R, Bl T BEVEE e T

RERS, BATRT AN 2 51 B GCHRA 3CASe fhig #% 447 “Unity5-Metallic” B4 1 14
B, IR HAEh B “TH" RIS R, AL
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NEDMEESD 3 ARG (R, ERKRpT, 6 MEE, FOEIE 2 4t
M .

Struments mmagmi UVs-and-TEXTUREs

Condividi  Visualiza
€« « 4« MULTIENGINE-TEXTURE-PACK » UVs-and-TEXTUREs v & CercainUs-and-TEXTUREs 0

- . - A Nome Data Tipo

o fcemc e | PBR-SpecGiloss_glass_S 23/0620192315 File PG
W TERA 6 uniey frame £ File PNG
|| Francesco-Fisso * | cthnes File PNG
&l _2018.12_creazione_nuove # || | s frame. 23/06/201923:14 File PNG.
B Desitop N [ i File PNG
¥ Download - & o 3115 File PNG

23/06/2019 23:15 FilePNG

23/06/2019 23:14

Documenti
Immagini
L T0-D0---wp
& air freshener

P
 frame_E File PNG
® Unreahd frame Normalpng 23/0620192314 Fils PNG
# Unreal._frame_OcclusionRoughnesshetaliic.png 23/06/2019 2314 File PN
8] Unreals_glass_BaseColor.png 23/06/2019.23:15
& clectranic_odal_fuse - Unrealt_glsss Normal.png 200620192315
-
-

1| Incoming Unreald_glass OcelusionReughnessMetalic.png 23/06/2019 2315
[ - TUTORIAL-METP——-APPUN UV-LAYOUT-frame.png 23/06/2019 2318
) UV-LAYOUT-—glasspng 23/06/201923:18.
s Creative Cloud Files [ vray_frame diffuse.png 06120192313
5 Drosbs [&] vray_frame_normal.png 23/06/201923:13
vray_frame_reflection.png 23/06201923:13
= ] vray_frame._ reflection_glossiness.png 23/06/2019.23:13
B Porco vray_glass_diffusepng 23/06/201923:14
& Public vray_glass_normal.png 23/06/2019 23:14
& TERA [ vray._glass_reflection.png 23/06/201923:14
vray.glass_reflection_glossiness.png 23/06201923:14

|48 Monica-Francesco

[ Questo PC

v <
48 elementi elementi selezionati 4,47 M8

LLZNTHF 77 A “Unity5-Metallic” BTS¢ 1 K 5 A “ % 51 X PE €57 XKt 2200 H 1Y
BT X AETE A,

NEM R s BSCRARHE R H, BUAEATA T 83

o MPEIERE A A SRS I R RSO

o MHEEEERNH SR T ERRNEGE

o MPUEEMR A EIEERNSE; Eds MBI, BATL R O
RAEM R AR P SR i ILEME £ 1R, DU B R ie e @G A

]
—
| Fiydem |
I
(E—
-
T
CO—

L]
C—
((—
OO
(CH—
o __~}
8

-

-

-

.

HE BT I, SR T BlTHE £ Bt 2 74 26 M
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HAIA T BT H A RO B B AR AE YA b X T HATIE W I iR
, EHHTIXSEEE )G, DLIUK MR A S B AT WER RS HM T E
B (BRMED OV ERR,

Xt FREEWERINE, — AR =T X GH G (G
D s Bl BAFIE R ATE W LN E ] o


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

7E£ Unreal Engine (4.x i) RS AMFEH) PBR 28

BARELSIZE Ax RERAZEA, B, WAL RE FBX X4 EIRE 4]
T H N A A

HAEFBX FANRIE O R ARG R FN, 8 R A gD T iF
H BT ES,

T FEE ST H HI P 255 i s H-FA FBX X

HERE G| FR SL AR FBX XIS EIN R (FERATHIZR BT, AP R
“frame” M “glass”) LARFRRBIF G, (HIXLEX RAETHIRIS R 22515 3
3D I IR R, SEbr b, BATPR - EOE BT, AR,
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e =8 28G5 p. 4.

(vP«W\@JE}

7£ Unreal _E1EH900 FIFT 7L

AARLIER, SHMEFIMTFF, RATKEE D Lo ie & 9 R A E IR i
e ANEW (8. BARBURE) MEMEEIM B ARX WA T, 2
RO SO BT A AR, PRIIEIRA TR I ANE I AL

B, AT HAEARLHTE N SEE N2 5] S AU AL SO SR 2T H N A3
wasts BB 3 ER, IERR T, Bk AT 6 1

F o ESANIEFLEER, Unreal R BMETATE B4 HIF 7 “Normal Map”s
RIEME, BoNEE T —NEEGA S ARmRbar i J AT OSSR “OK
AN Unreal BOIE1E,
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FEI H 114 2500 15 28 i 50 i 7 Unreal BTZEIIXPEIL%: 4142 Unreal 1841
1], AL EE, BHEN]E CFHMH T IEE A,

—BEATE A TIHEME, JATLAE —N 5k iE NSO ER . BRA
TEOLT, MBRT SRR N R AR AUE Y, MERE, JFRZ
P4 o 1) =~ SO R PA 2530 B 2846 50 BT ) i 4

LEFCNTEEAT T i #2251 9 I # A = PR R o LEZC TR L A 1955 1

/Mo
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ARG, HikFE “frame” #)5i CAEHEY, BIEEEMENTD , PUIXF
J7 AN BERRGCHE

o EARFGOLME KT (RGBA) FI#F T SR EAE O ;
o WZEMNEE & B (OcclusionRoughnessMetallic) B9 “R” % 2144 i

TR I EGE R

. HZEMKEE S ELH (OcclusionRoughnessMetallic) B “G” fiH Bl 44 %4
RS B RN

. PHZEMKEE S EL (OcclusionRoughnessMetallic) #J “B” i Hi 244l
1 B

o IEBZUERIG R (RGBA) it 251 A IEF Ao

LEFCN TR =T B R 1y i1} GE L2 T I T I F A g [ o

RN RAF B AN e, SR JEIR B BIRE PP i) B gm A% . UL RATRE G F
BRI (FEARGIH E glass”) o BT U s i 4 6 A CEE A 5 2 4
o BAITEBAZYM AR SCREERBIM RN, Bk, B, A1n
IPAT AR, BR, BADEBIIAT 57— DMER: ERABRIRSE AL HU e
ff] Alpha il (&E—1) . FREFEZEIIM BT A AEY ERIA

Am, —BREFETRER, RIEERXNRERRENEVIN,
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KRN, EM RSN, FATLIONHTIEM BB REER" M
FEH BMED WENFEY; Wwoh, EEEMANERE, BALICE "R
BRI SHELN "RERIRIER,

BTy (F) BRI PR E 1848, #XFEd T
s BN L7 1R 119 Alpha i GEFE IR 1R HIANZE B E A o

S FLBBE, B LA LB, JF IR st i 5
BIAEE,
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BR, AR ESOHRE T ds: DE, B BUE B SR e s,

=
.
B coe
Y
£
A.‘

RITHI 14

BRSNS ERE B BN Ra) , o7 LUEAR R S BB B T

I
N

WREIAEHEMA IR EEE. B0, 7£ 0.1 8 0.2 1, (I RARN1E

AN}

W (HEAZERZ .. BRI ANEZIEMATLLT) .
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A 3D Studio Max 2020 #J V-Ray 4.20 h##1 i 5 A\ PBR g(H

ERZFER, BTV T {7 3D Studio MAX 2020 #J V-Ray Next Update 2
(hRA 4.20) #FHECE PBR S (Nt £ 5| g aaH)

N T BVELEAZRE P W] WATES,, JRAE 3D Studio MAX T H Hil & /OGRS
FEMG: WERRHIREITR, EIE R B, e ;A rmE Ok
) 5 FrRAIRA T BHEYIRE A .

5% ff TS, EHFEIR LR AE IR

PERAMTM B R BT RL, “frame’FFiR, EEASBAMN,
EFATEE#E — VRayMtl # i, I H I8 2 S5 i “frame™ T %,

Fie, iEFATRTERSH M 2R, “REF R A FEETHEE
EILHTHE . ¥ HBL—1 Material / Map Browser” (%4 %3/t#h B % 28) & L
, BATLIE KA e B % E A A K . FRATIE L 25 e ELAH 1 S ]
% FATAT DA 2 R e SE B IEf G CRR e #l, XFT
“frame”iE R STHIIERE, FH AL 211 E “vray_frame_diffuse.png’ 403,

BEREFHEIANEMS, B Normal Map, FATAT DUIXFELRSE: 7445 i G 55
gy, BATRIMI YA, AR EE N VirayNormalMap 2875 . ZEX % 4 N,
AT AT LA AE “Normal map” #8 o ix B M B 8B CfE ARl oK

“vray_frame_normal.png’) .
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3 Material Editor - frame =

Modes  Material MNavigation Options  Utilities

- Maps
- General

E‘ﬁ Advancer

Bitmap

Diffuse map:
* Basic parameters * Coordinates

T BRDF rrection

Microfacet GTR Anisotropy arMap

Rotation

ombustion
omposite
4 Dent
M Falloff
> Options Ly v [l Gradient
Sur: 1,0 4 Blur: lGran:Iient Ramp

GTR tail falloff Map channel

Bump ¥ ¥ Map #12 (VRayNormalMap )

Ditfuse + ¥ Map [ fT e, + Moise

Diff. rough. :

AT roug =1 * Bitmap Parameters

d

v dap # Bitmap: ...ometer
Reload

io Map
ilteri Output
o Map Filtering . p

Mo Map . F:‘_,'rarnin:lal Particle Age

No Map :.]:::Ed Area Particle MBlur
p i Fl Perlin Marble

No Map 4 I””E' EHins Raytrace

Mo Map ; f ! s “I:I_lfiply

Mo Map
3 Channel

& nro

Translucent

BEBNTIF IV T 7, B =12 (7 RS2, BT i LR 2 55 M Z 5]
BRH A R EN T

]
Bump map: Map £12 lormalMap
* VRayMNormalMap Parameters

¥ normal map......... 1,0 + 1p #13 (vray_frame_normal.pn

v bump map.......... 1,0 Mo Map

e R s e

flip red b
MR o T RN Moo i i

map rotation.. ova SOEE

Z i & Normal Map, #1174 Bump FFFE7H 72 % VRayNormalMap, #
J&57 Normal Map ##z) Normal Texture,


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

SN4RFR L, 22K V-Ray FRE9REERHM i s BV 2 51 B4 0 524 PBR 21
B, BRGNS AR IRAE PNG EHR GRS &4 Kbt
MEEE. IEH)

X T glass"H R (LU FAEHERIFATH D |« RATLS frame’ T
EORH TAT AR R IOE AR BN : DSORGB 1B I )
L 2R RS =B ASH I R85 P e

o ETEMmEARS LI, BRI AT REE KGR RO

o FHHESESONA G, B, WRHEHORER, NSOy KA
, LA

« FHIOREFLZE 1.04,

* Basic parameters

Diffuse I

Roughness

Reflect M  Max depth 5
Glossiness e = Reflect on back side
¥ Fresnel reflections Dim distance

L
Metalness 0,0 4

Affect channels Col.nly -

Refract ] Max depth
Glossiness v Affect shadows
IOR 1,04 3
Abbe number Affectchannels ooy v

Fog color ] Fog bias 0,0

Fog multipler 1,0

Translucency

B EFEWHI VRayMtl #10%, —AZNT LAE TV RERE, FLEXAZY
FIEIITIRH) 1 Tl TUTE TG IR S L2 P IV ERE . 974 10
IR o8 & o
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SERE, MHBIERXE T

JEZ T RIS
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YWFIYIY T IRAF xRy IDT I RF v #FEALT YL VK

Yy 7YY Y TPBRY7 V7 VEEET 3200 TN

INHDF2—h Y T7ILTE, FAD 3D ET VD ITXNTODNy F—V I
NTWBEYNWNTFITYY T I72RAF RNy I7DT7 7 AFvE, WDMhODE
Va7 94X —vary8s0r3DLXY IS Tl 2 ALATPBRL XY v
7 PHR—ZAL &Y 7)) OldO2T Y 7L E i kel
FT. FIROLHIThD £7,

Blender 3D 2.79 - 2.8x T Cycles/Eevee ® PBR4 ~ 7 V) 7 )W IZ W 7% 7
JAFxvEHIT 7 AR—KNT B2 Substance Painter 2019 T 7 A
K=+ 7V ty FERET B HE. FEBIZ.3D ETLDITXTD ARy
F—=IW. D5 DBLFHED PBR w7 U 7L EEH T 5 BLEND 7 7 A
v (Blender 2.7x - 2.8x) A& ENTWET (3 DDF 2 A F v HED
AT) : &k (dielectric) « &J& (metal) . FEHEO H 2 (with
transparency) ;

Marmoset Toolbag3 (v —Ft v k= Vv —u Ny 7 3) OxFIv—27
o—% ML CPBR~7Y 7% BT 3%

Substance Painter 2019 ® x 2 V) v 7 v —2 7o —%ffH L T PBR «
7 U 7V EBET 25

STV T IWVDREDEARY vy 77— 7a0—%HL T, E7T V%
FBX JkxXC. 8+ UET 2 PBR 7 7 X F v % Unity (/A—Y 3~
2019) D7 vz 7 bZA v R— T 2

2T UV TINDEHIZARZRY) y 7Sy —2 70—%fFHL T, 7L
# FBX AT, BLUHET 2 PBR 7 7 A F ¥ % Unreal (/A— 3
YAX) D7 av s Mo YyER— N B
FBXTERXDET W ERET 3 PBR 7 7 A F v % 3ds Max 2020 ® 7' o
vz bZV-RayL v &) 7 2o TArR— T 3Bk

TRTCODF2— ) 7T WORTITEC AN 2RO [ 3D €7 v
OHEBERRL 7 (3 DOMFERMBIEAFE Ny 77 57 el COHK
T AF v EFFOY— > & L T Blender 3D fI® Cycles/Eevee TL > X
Dy 73Nl .
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mple 250/250

,,,,,,,,

Foa— Y P CIIIT BT T2 2 p it T2 DODF T2 b T
RS0 T & 7 BN DEE " glass” (45 R) . DDA DL
&it"frame" (7L —4) T

COETNVEIBALPEREIEL 2FM2/HD 2 D08 L 2~7 Y 7 v EmRL
TWaHh6TT. 1 HHOD ("frame") G AFEHT. SBEID LSBT O
TERS. 2 FEO ("glass") FZEHAEDT, 2T DY 7 hV 2T TV
Y THEWAEEAEET 2 HEERL T ET,

DL, 2D 3D EFNVOMHAEL T S N2 FihTiE F— 0T
EONEFROMDTRTD 3D TEFNVICHEHATR2ENTE £3., BEEL R
DeEBYTT:

« HATYI PIHLIDDYT YTV

« A—N—=F 9T DT I AF vy 7 ([UVL AT T N])

« RNy r—YRHFEEINBZFBXEH7 +—= v b

« Cycles HODPBR4~7 VU 7wk PBR7T 7 ZXAFv%%&E BLEND 7 7 A
JU

ZL TS,

e BEAKBKL YR YV I IV YHBLIU AR vy 2 ERFY—2 70—
(PBR~7YV 7)) HOPBR7 7V AF v BNEEFNTLWBEVILFIYY
VT IV AF Ny TV T LK,
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Cycles/[Eevee TO PBRA~7 V7 VDidD7 7 AF + (Blender 3D
2.7x-2.8x)

3D EF LD ZIP /Sy ¥ —Yilld. W 2.7x-2.8x (£ 712l 2N L) DO —
YarD7rul 5 ACEREN BLEND 77 A v 4. CD7 74
WIZE Y—=YRATO~7 ) 7IVICHEIE[ T s THW 2T 7 2AF vy EENY
IncTuwFd,

Ny = NDBLEND 7 7 4 LiCit, >—>TDEv L~ Y 7ID7 2
R F v lEPLT [Ny r— ) SATEENTOE T,

Lo T, It L e7 2 AF v &8 A7 Y27 bEFHL W
Al Blender > —> XA T Y27 NEBANTBZRETTT.,. HiERTA &
Lede A7V bRy r—oTHEENTHW2 EETHAL L
Blender 72>y =7 FDy—>T. [Z74 0] A=a2—n6 [TXV ]
FIRIRL & 7.
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4% Blender [C:\Users\Francesco-Fisso\Dropbo\ TERA\___ASSETS___\UTILITIES-SCRIPT-VARIE-ALTRO\20170715- --RENDER- SCENE-CON-PBRA.blend]

F 72z fEIFAL S GBlender 7’22 2 fD [T A ] X =2 —2
6 [ TR PN A 74 HRL F 5,

CNEIEIRTBE.Blender D7 7 AL = 757 TCLULTFOEBY A7V =
JhEAYR—P T BRLHDIZ [FEXS— ] TB3ELLHTL &I,

1. T4 A7 FORZALBIEBIRL W T 7 ANVERDTTIZY 2L 9

2.C77ANWVNHNT, [A7Y=z/ bl 2y avesVy 2L ET

B AVA— LIt A T2 PETXRNTIERL T, R7THD [T
Nl 2270y 2L &7,
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1 .
I UVs-and-TEXTURES
E clinical_thermometer.blend 7.59 MiB

1.
[ Brush
!'i FF'L'-'."C‘S[}.*[ELir'iEL'Stf,flE:'

[ Object
[ Scene

I World

TN ND 72 —X; 47z NIV TN ET A FrEr—NT 3B
it [4 722 ] FERTSL IICFRL TSI,

AV F VDT YTV ET VAF v EE b tEN 247V 22 NIt
AHCERT 2 ENTEFET,

) Blender” [CAUsers\Francesco-Fisso\Dropbos\ TERA\ ___ASSETS__ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE- CON-PER4.blend]

Camera Persp

Meters

Set Origin

L6

y—yxﬁxént#7vz}ﬁﬁg‘jy?%wwvfyfm&fixf
YIRS 7 Ty £ 7,
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ATz NETFDY—Y A Y AR— T 35EE. W OHhDNRIFEZ 21
MV BREOET7 07470 T328E5ENLELWTLPEEn, 291 %
We, MEFRENETA. ROEHRIE . HWFHI. 3 DD [Area Lamp ]
()7 Z2>7) . 8LPEERENY 77 77> FHD /N 7 7~ HDR
HE CHEREN 2y —r A7 vz balBET2 Lo THBEN &
L 7zo

42 Blender” [C:\Users\Francesco-Fisso\Dropbox\ TERA\ ASSETS___ \UTILITIES-SCRIPT-VARIE-ALTRON20170713---RENDER-SCENE-CON-PER4.blend]

Time:00:39.34 | Mem:160. , Peak:160.22M | Done | Path Tracing Sample 50/50

Set Origin

Display render preview.

Global 7@ @) ] - + BB ) (=

5 € o f )
ZA b EEFRERD Blender 3D (Cycles L > X1 >~ T
>P2) De—>TD7'L Ez2—L >KY 7,

& 012, Substance Painter 4 & THL W F 2 XA F x££y b EERL . et
SNTwa~7Y 7LD PBR4 /—Fafifld 3541k, PBR4 /—FEH
BN D2EICT I AF v E2ERTI2VLERNSHD 5. COBIMECHLT
s COREAA FOROF 22— ) 7L THHEINTL £7T,
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EFHTHE- B BHOAT Yz b

BD~7Y 71D PBR4 /— ik [Abs Strength| (WUXD5EE 4+ F£L &
T) EMEN2HEEFF > T ET. ZNiE. FEOINTHLBENE I DI
bod ., B~ 7 Y 7L xililEd 3 & &DNRWRINDIRE 5 HEE S 2 D%
Y=

PBR4 D-FiFH ~7 ) 7 DN ZF X —KIEJERL TS0,

XU —. 74, RU—KPCEEICEHTIE 2 WECE 4 £ DO FIEH O 4 f)
ED27YVT7NVOEEE. CORFA—KE 1 L0 KENME (F7 0 MED
WEREL 3, &K, EAYEY R, ATZALEDHLSE. 5 41—
X0 FF&Ed., 2o9Lavé, 747 LEKLRZF7.

F1.I0R RS A—REZLELARETBVERODEF S, CNlE~T Y T
D7L ANVEHTFREEREL. fBELA Y KX—Fy MERTCITSCICRO2T B2
ENRTEEST. BAIE EAVYEY FOGEE. 2156 2.4 OO JEHE 2 1
LTwZEd,
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Substance Painter 2019 #> 5 Cycles/Eevee ® PBR4 ~7 Y 7 )V D 7 7 R
Fri T AR—MNTBHE

COF2—bFY7)Cid. Blender 3D HH® Cycles T PBR4 ~7 U 7 )L il 4
30077 AF v EEET 3-8 12, Substance Painter N® 7 7 2 F %
DTy AR— NERET 2HIEEHNL &7

FHOF2—rY 7N EINTHBEEBEND, ADFXTD BLEND 7
W DT Y TUHBMNBLTHWEDT, 727 AF x5 BHLENAZN
GGG B (FIZIE. e T 2BINT 2207 7 AF v E2EVDHEL.
=Y WNOMD AT Y2 s b ED—EWEMEFFT IV ENRD ZGLE) . T 7
AF v HBEET I AR N T E2HEEH > TELSDLENRDHY £7,

ZDF 22— Y 7)LiE Substance Painter ® 2019 N— 3 > 2 H L TIERK
SNl 7 CI7r7 LBl C—EDHEARTIREL T ET (2
NEREARK L F2—NITLTEHY ELA) »

Cycles DPBR4 7 Y 7 VI EW 3OO HBE 2 & ¥,

NR=AATF7—ELTOHZ (TN EIER—AHF7—)
R~y 7 (/—= v~y 7)) OHEIE

3. EREwik PNG HAZD 4 DD RGBA (FR. %% H. BLU 77 7) F
vV AN EL THRGESNTVLEA4ODEZL 27 L — A7 — LiEECHS
ST 2 HEIE,

N —
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Repeat

Single Image

wmap ¢ [EINTER

Single Image

Cycles D PBR4 .~/ — it 3 DD 7 2 X F v lR & L & 9. #F(- ORMA
HZE HEFED4 DD RGBA 7 + > # 2 FIEN I 6 474 DDIE (42
=3, FTRA XKY w2, T T 7)) TSN TOET,

D& A, Substance 7 v Y 2 7 NCREWL TV AFxbEN ATV 2
J b T 7 AR— MARELIRRETHUS L £ 7

_L"_::}_ Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

ures...  Cirl+5hift+E

Substance Painter @ 7 » 4/ X = 2 —z>5 [Export Textures| ##H L &
j_o


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

FTAAT LA WLRRINEN BV 1>~ N7 T, [Configuration] X7 W BHL &
¥, 2T, PBRA IOHL LI 7 AR— T ) £y FEERT 25, &1
FEEFO7 Y £y FEIERT 20%2ERTCE& LT, 8512, TZ7AR—FL
FETH. ZOT Y Ly NOITLDT 2 AF v & PBRE D7 7 AF v & 4 ¥
200N ELIDDT 7V AF v e F2—IZIBINTE X,

G)_ Export document...

/Export Document / ( /Export Textures/ #»5 ) & [Configuration/ X =",

3ODHEGEEERT 212E IROLDHBNET S,

1. R—ZA#5—&LT. RGB £4 7Dilifg; D7 7 AF +® [Output
Mapl 7 1+ —v FiZ k. “cycles_$textureSet BaseColor’z AN JjL £ ¢
2 EPE (AEWE) OEEEE A
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22.0RMA 7 7 A F v (A7 Vv—Yary, 274 XX Yy 27, T7
7) £LT. R+G+B+A XA 70mH{E; 1 DD Texture 12 4 DD %
2y 7 RFANT BG4 DO0[DEF v A VBUBETT, COF
7 AF x®D [Output Map| 7 1+ —)v KiZ [cycles_ $ textureSet ORMA |
ENIL & T

3. kE~ vy 7D RGBH%; CD7 7 AF v ® [OutputMap] 7 4 —iv F
(2 “cycles_$textureSet normal’# &H & £ ¥,

Output maps

T X — NHICEES 3 3 DDMEHE,

COBET, GO~y 7% [Output Maps] OZnZFhDAa vy FDHIZ
Ny Z7& Ny 7 T230ENRHDET. Kz T2 FIv 7L EL D,

« XN—RZA#Z7—D7 27 AF %I [Input Maps — Base Color] @~ v 7
e« ORMA 7 7 ZXF ¥ ®D R A vy biZ [Input Maps — Ambient Occlusion
(7vexy oA 0—vay) | ODvv 7
e« ORMA7 7 Z2F%® G A v biZ [Input Maps — Roughness (7 7 *
2) | O~y 7
e« ORMA 7 7 ZXF+® G A v hiZ [lnput Maps — Metallic ( £ X VU v

7) | O~y 7

« ORMA7 727 ZF x®A Zua v biZ [Input Maps —Opacity NiZEHE) |
D~y 7

« /—<IWDT 7 AF ¥IZ [Converted Maps — Normal OpenGL | @ < v
-

[ Converted Maps| @iz D> 54 % [Normal OpenGL| ~ v 7" % [
T, AHOIDICTXRTONVEL <y 7 E [Input Maps] £ 7> a > icd &
nTHwEd,
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&, Export document... 7 b4

EXPORT CONFIGURATION

Ty Current press!
-+

Userb

Substance Painter O v v 7' & (k9 8 7 2 X F + DH] D BIESf L F

T/ AR— 7YV y PEAEHENRTETHEST. DK AT [ Export
Document] 7 4 > F7® [Export] 27RO, IROXDFHH%REL &
L&,

1. T2 AR— b7 7 ANVERGETEZT A A EDNRNR (3DDT 7 AF ¥
5

2.8t v b PNGERX GEHF v > A2 OEBELLEL DT, JPG
REBYITEDY FEA)

3.Cycles HiLZ 7 AR — &N 3 3 DDHEHBEDOREND 2712120 & DI
KLtcayv74Far—y3y (FYtky b)

4. fER S 0 2 E1E D FIEE (FADIGA L 048 x 2048 T3 &
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@, Export document... ? x

EXPORT CONFIGURATION

[Export Document/ © + > N> @D [Export (L2 XA5—f) | X7

%1% . Cycles/Eevee D €7 )LD PBR4 ~ 7 ) 7 )L & & K 2 RET ., %
RN RLZCT 7 AR—FINE T,
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Marmoset Toolbag3 (v —E vy b Y — Ry 7 3) ORHFY7—7 7
—3fHLCA7Y 27 bOPBR~7 Y 7V 2HEERT 3 HE

TNWNFIUOY T IO RAF xRNy 7B T xR IIE. IRV —2 7o —
EAXRY ) —0 70— %o TPBR~7 V7 IWVEHETILEDDT 7 R
Fryb#ETnEd., COF2—rY 7ILTIE. Marmoset Toolbag 3.05 €
HR7—2 7o—%fHL CPBR~7 V7 VBT 2 EEHENL £,
ARy o —r7a—%5FHLC~7 V7 Vv ERKRT 3 HEOHPD 20
21X . Substance Painter 2019 T 2D F 22— b Y 7B EIZT TEL
723,

9. 3D E7 VD FBX 7 7 £ v &# L \» Marmoset Toolbag 7' @ ¥ = 7
WWAYA—b L ET: FBX 7740 %27 07740 3D 22— NFy 7T
5120 Td.

70l 2 LEeT VT v ETSEXAL. s ENIRY —2 7 o—¢& B
£ 4. AEICIE. 2OTd: "glass" (KEEFDIBEH) & "frame" (f&
IRETD 2 DD E D) .

E7IWFBX 7 7 40& 3D >—20 1 >4—FL & 7. Marmoset Toolbag
Ev7 Y TnET SN &T (HEDLLICTRENTHEEED)
D5, [glass) & [frame ) T 7
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. "frame" X7V ) vy 2L ET. 77 A7 Z 74 (File Browser)
A Y RTTC. Ny Tr—YRZEENTOBT IAF D7+ VKX EFHT 54

C DR T, “PBR-SpecGloss "0 7'V 7 4 v 7 A& ~7 U 7ILDZLHEIDMH
BERNSY 7L ET. FNHERDE S Marmoset (2 KT v 7 L &L &

Y

. [Albedo — Albedo Map] iz [Diffuse (JLfkt) | O mi{%
« [Microsurface — Gloss Map| (& [Glossiness (JtIR) | OmH#
« [Surface — Normal Map] & [Normal (iE&%) | O H&
 [Reflectivity — Specular Map] (Z [Specular () | OEE,

[Height] OE{RIE 2D 1L TBL I ERNTE £,

Marmoset Toolbag TR/ D PBR v 7 1) 71 D7 2 X F + & &
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* Basic parameters

Diffuse I

Roughness

Reflect 4 Max depth -
Gloss| M Reflect on back side
¥ Fresnel reflections Dim distance
L
Metalness 0,0
Affect channels Col.nly
Max depth 5
v Affect shadows
I0R 5
Abbe number Affect channels Col_nly =

Fog color ] Fog bias 0,0

Fog multiplier 10

Translucency
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Utilizar o Multi Engine Textures Pack para recriar materiais PBR em

diferentes motores de renderizagao: introducao

Nestes Tutoriais vamos ver como utilizar o Multi Engine Textures Pack ,
presente em todos os pacotes de modelos 3D, com os materiais para o PBR
(Physically Based Rendering ou Renderizagdo com Base Fisica) de algumas
visualizagdes e os programas de renderizacdo 3D; em particular, vamos ver:

como configurar uma exportacdo Pré-definida no Substance Painter
2019 para exportar as Texturas necessarias para o Cycles / Eevee no
Blender 3D 2.79 - 2.8x PBR4 material; na verdade, em todos os pacotes
de modelos 3D, ha um ficheiro BLEND (Blender 2.7x - 2.8x) com o
mesmo material PBR4 que opera todos os Materiais PBR (utilizando
apenas 3 imagens de Textura): o material dialéctrico, o metalico e o com
transparéncia;

como recriar o material PBR com o Specular Workflow no Marmoset
Toolbag 3;

como recriar o material PBR com o Metallic Workflow no Substance
Painter 2019;

como importar o modelo no formato FBX e as Texturas PBR
relacionadas num projecto Unity (versdo 2019), utilizando o Metallic
Workflow para o material;

como importar o modelo no formato FBX e as Texturas PBR
relacionadas num projecto Unreal (versdo 4.x), utilizando o Metallic-
Roughness Workflow para o material;

como importar o modelo no formato FBX e as Texturas PBR
relacionadas num projecto 3D Studio MAX 2020 com o V-Ray como
motor de renderizacgao.

Em todos os Tutoriais, vou mostrar algumas imagens utilizando um dos meus
modelos 3D , o “termémetro clinico”’ (ndo fornecido com o guia), visivel na
préxima imagem (que foi renderizada com o Cycles /Eevee para o 3D Blender
utilizando uma cena com 3 fontes de luz e uma imagem de Textura como fundo
de um universo virtual).


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

o

4M, Peak:155.64M | Dane | Path Tacing Sample 250250

O objecto que vou usar nestes tutorais € composto por dois objectos: o
“vidro” para as partes transparentes e a “moldura” para o restante.

Decidi utilizar este modelo porque apresenta dois materiais diferentes com
caracteristicas diferentes: a primeira (€ “a moldura”) que é opaca e
mostra o metalico, e as partes dielétricas; a segunda (o “vidro®) que é
transparente, entdo vai'permitir abordar como gerir a transparéncia
no software que foi utilizado.

As técnicas discutidas utilizando este modelo 3D podem ser aplicadas a todos
os meus modelos 3D, que foram criados com o meu padréo:

« um Material para cada Objecto;

« 0 Mapa de Texturas (“UV Layout’) sem sobreposi¢des;

. o formato de troca FBX incluido no pacote;

« o ficheiro BLEND com Material PBR4 e Texturas PBR para Cycles esta
incluido no ficheiro;

e, obviamente,

« o ficheiro MULTI ENGINE TEXTURE PACK que comporta as Texturas
PBR para os diferentes motores de renderizacdo e para o Workflow
Metallic e o Specular (materiais PBRSs).
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As Texturas para o Material PBR4 no Cycles / Eevee (Blender 3D 2.7x -
2.8x)

Vai sempre encontrar um ficheiro BLEND criado com uma versao 2.7x (ou
seguinte), nos ficheiros ZIP dos modelos 3D. Este ficheiro tem as imagens de
Texturas associadas com os materiais presentes na cena.

UV Editing Scene

O ficheiro BLEND presente no pacote tem sempre imagens de
Texturas incluidas no pacote para os varios Materiais presentes na cena.

Assim, se desejar utilizar o objecto com as texturas que eu forneci, basta
simplesmente colocar o objecto na sua cena do Blender. Vamos ver como.

Na sua cena do projecto Blender, na qual deseja colocar o objecto da mesma

forma como foi fornecido no pacote, seleccione Anexar a partir do menu
Ficheiro.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

42 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS____\UTILITIES-SCRIPT-VARIE-ALTROMV20170715---RENDER-5CENE-CON-PBR4.blend]

X Cycles Render

Append from a Library .blend file.

Seleccione ANEXAR no menu FICHEIRO no projecto Blender no qual quer
colocar o objecto.

Neste ponto, na janela de Navegacao de Ficheiro do Blender, tem de
“‘navegar” até importar os Objectos desejados desta forma:

1. encontre e clique no Ficheiro em que esta interessado, através do
caminho deste no disco;

2. dentro do ficheiro, clique na secg¢ao do Objecto;

3. seleccione todos os objectos que deseja importar e clique em Anexar in
forma.

Entdo, os objectos serdo inseridos na forma actual, equipados com os
Materiais e Texturas originais, prontos a serem transformados conforme
desejado.
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1 .
i UVs-and-TEXTURES
E clinical_thermometer.blend 7.59 MiB

4 .

[ Brush

& glass

Fases FINAISda APP; particularmente, enquanto se faz o upload do objecto
com os Materiais e as Texturas, preste atengdo para seleccionar OBJECTO.

% Blender [C:\Users\Francesca-Fisso\Dropbox\ TERA\___ASSETS__ \UTILITIES-SCRIPT-VARIE-ALTRON20170715---RENDER-SCENE-CON-PBRA.blend]

O objecto inserido na cena esta equipado com os Materiais e as Texturas
originais.
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Se importar o0 objecto para uma cena vazia, ndo se esqueca de activar os
recursos de luz ou pelo menos uma cor no fundo , ou n&o sera capaz de ver
nada; a préxima imagem foi obtida colocando o objecto numa cena feita com
uma superficie branca, fontes de luz 3 Area Lamp e uma imagem HDR
panoramica para o fundo do universo virtual.

4@ Blender* [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS__ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCEME-CON-PBR4.blend]

H |5 Default o [ S2 IR Scene 552 Cycles Render ¢
Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

Global ¥

Renderizar a pre-visualizagdo de uma cena 3D Blender (Cycles como motor
de renderizagcdo), com as luzes e a imagem de fundo correctamente
definidas.

Ao invés disso, se desejar criar um novo conjunto de Textura, por exemplo no
Substance Painter, e quiser utilizar o n6 PBR4 a partir do material que eu
forneci, tem de criar as Texturas de uma maneira que seja compativel com o
n6 PBR4. Esta operacao foi descrita noutro Tutorial deste guia basico.

NOTA IMPORTANTE - OBJECTOS (SEMI) TRANSPARENTES

O n6 PBR4 dos meus materiais tem um valor chamado“Abs Strength’ que
significa “Absorption Strength (Forca de Absorcido) ” e serve para ajustar a
intensidade da absorgao quando esta passa através de um material semi-
transparente, colorido ou n&o.
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Preste atengcdo aos parametros do material.

Para os materiais coloridos semi-transparentes, tais como a geleia, vinho, e
fluidos n&o completamente transparentes em geral, este parametro tem de ter
valores superiores a 1 (que é o valor por defeito), mas para a agua, diamantes
ou “vidros” puros, tem de reduzir este valor até 0, ou o objecto ira parecer
escuro.

Além disso, tera de definir correctamente o pardmetro IOR, que mostra o
indice refractivo do material e que pode rapidamente achar com uma simples
procura na Internet Internet; por exemplo, procurando por um diamante, o
melhor valor que vai encontrar esta entre 2.1 e 2.4.
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Como exportar as Texturas para o Cycles / Eevee PBR4 material a partir
do Substance Painter 2019

Neste tutorial vamos ver como configurar a exportagdo das Texturas no
Substance Painter para obter trés Texturas necessarias para o Cycles / Eevee
PBR4 material para o 3D Blender.

Isto é util porque - conforme descrito noutro Tutorial - todos os meus modelos
BLEND estdo equipados com esse material e, se quiser continuar a usa-los
(para manter a coeréncia com outros objectos na cena), mas desejar alterar
as Texturas (por exemplo, porque os recriou e adicionou um logo, ou porque
os criou do zero) tera de de saber como exportar as imagens de
Textura necessarias.

Este tutorial foi feito com o Substance Painter, versdo 2019, e é pensado para
quem ja tem um bom conhecimento do programa (ndo € um tutorial basico).

O material PBR4 no Cycles / Eevee, usa 3 imagens em particular:

1. uma imagem para a cor base (Albedo ou Cor Base);

2. uma imagem como um Mapa Normal;

3. uma imagem composta por outras quatro imagens diferentes, em escala
de cinza, armazenada nos quatro canais RGBA (Red, Green, Blue,
Alpha) de uma unica imagem PNG.

Non-Colo
Linear
Flat

Repeat

Single Image Y . e s wiap 't EIER

Single Image

O n6 PBR4 no Cycles / Eevee utiliza 3 imagens de Texturas; em particular, a
imagem ORMA é composta, na verdade, por 4 imagens (Ocluséo,
Rugosidade, Metalico, Alfa), ligadas aos quantro canais RGBA.
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Assim, no nosso porjecto Substance, temos um objecto que esta
completamente texturizado e pronto a ser exportado. Escolhnemos Exportar
Texturas no menu do Substance Painter.

EI_ Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

Import resources..

Export Mesh

Export Textures... Cirl+5hift+E

Escolhemos Exportar Texturas a partir do menu do Substance Painter.

Vamos ver a aba CONFIGURACAO que vai surgir no ecrd. Aqui, podemos
escolher criar uma nova Pré-definicdo de exportacdo para o PBR4 ou
seleccionar uma que ja exista e adicionar as trés Texturas necessarias a fila,
para podermos ter as Texturas originais da Pré-definicao e as Texturas para o
PBR4 apds a exportacio.

De qualquer forma, para criar trés imagens, precisamos de:

1. uma imagem RGB para a cor base; escrevemos
“cycles_$textureSet BaseColor” no Mapa de Saida desta Textura; ndo
vamos colocar informacgao de transparéncia (Opacidade) nesta Textura;

2. uma imagem R+G+B+A para a Textura ORMA (Oclusdo, Rugosidade,
Metalico, Alfa); entdo, precisamos de 4 canais de informacéo distintos para
inserir mapas diferentes em apenas uma Textura; escrevemos
“cycles_$textureSet ORMA” no campo do Mapa de Saida desta Textura;

3.uma imagem RGB para o Mapa Normal; escrevemos
“cycles_$textureSet normal” para o campo de Mapa de Saida desta
Textura.
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@), Export document... ? X

EXPORT CONFIGURATION

3 Current preset: Amazon Lumberyard

Dutput maps

O formuléariode Configuragdo em Exportar Documento (do Exportar
Texturas).

Output maps

As trés imagens que precisa de criar para a exportagao.

Neste ponto, temos de deslocar os mapas que estdo na parte direita do
formulario, respectivamente dentro do Espaco de Mapas de Saida; sendo que,
em particular, vamos arrastar:

. Mapas de Entrada — Cor Base na Textura BaseColor ;
« Mapas de Entrada — Oclusdo do Ambiente no espago “R" da Textura
ORMA,;
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. Mapas de Entrada — Rugosidade no espaco “G” da Textura ORMA,;
. Mapas de Entrada — Metalico no espaco “B” da Textura ORMA;

. Mapas de Entrada — Opacidade no espaco “A” da Textura ORMA,;
. Mapas Convertidos — Normal OpenGL na Textura normal.

Todos os mapas em que estamos interessados fazem parte da seccéo de
Mapas de Entrada, excepto o mapa Normal OpenGL, que estad na secgao
Mapas Convertidos.

@, Export document... 7 x

EXPORT CONFIGURATION

4 Current preset: 2019 UVs-and TEXTUREs-multi-engine Input maps

Presets Ep -

Output maps

Eydes_StextureSet_BaseColor

Converted maps

As associagbes que tém de ser feitas entre os mapas do Substance Painter e
as Texturas que tém de ser criadas.

A nossa Pré-definicdo de exportacao esta pronta; obviamente, neste ponto,
temos de voltar ao formulario de Exportacdo na janela EXPORTAR
DOCUMENTO, e, tal como apresentado nesta imagem, definir:

1. 0 caminho no disco para colocar os ficheiros exportados (as trés
imagens de textura);
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2. o formato 8-bit PNG (porque precisamos de uma imagem com o canal
de transparéncia; por isso, por exemplo, o JPG ndo pode ser utilizado);

3. a configuracdo recém criada (a Pré-definicdo) que apresenta as
definicbes para as 3 imagens que tém de ser exportadas para o Cycles;

4. aresolugao das imagens que precisam de ser criadas (por exemplo, no
meu caso, 2048x2048).

®, Export document... 7 X

EXPORT CONFIGURATION

O formulario de EXPORTAR na janela EXPORTAR DOCUMENTO.

Entdo, as imagens serdao exportadas para o caminho escolhido do disco e
ficardo prontas para serem associadas ao Material PBR4 no Cycles / Eevee.
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Como recriar o Material PBR do objecto com o Specular Workflow no
Marmoset Toolbag 3

No ficheiro do MULTI ENGINE TEXTURES PACK ha, entre ouras coisas, as
Texturas para recriar os Materiais PBR com o Specular e o Metallic Workflow.
Neste tutorial, vamos ver como recriar um Material PBR com o Specular
Workflow no Marmoset Toolbag.

Em primeiro lugar, importamos o ficheiro FBX do modelo 3D num projecto
Marmoset Toolbag novo: s6 precisamos de arrastar o ficheiro FBX para dentro
da Visualizagado 3D do programa.

O programa vai imediatamente reconhecer os Materiais, associando-os ao
Specular Workflow; neste caso, ha dois Materiais: o “vidro” (as partes
transparentes do termometro) e a “moldura’ (o resto do termémetro).

Importar o ficheiro FBX do modelo para a cena 3D; o Marmoset Toolbag vai
reconhecer imediatamente os Materiais (listados no canto superior direito da
imagem); neste caso, ha dois: o “vidro” e a “moldura”.

Temos de fazer duplo clique na “moldura’, e depois abrimos a janela de
Navegacao de Ficheiros e entramos no ficheiro que tem as Texturas dentro do
pacote.

)

Neste ponto, temos de arrastar as imagens com o “PBR-SpecGloss ” e o
nome do Material, entdo, temos que os arrastar no Marmoset Toolbag da
seguinte forma:

« 0 Difuso na imagem Albedo — o Mapa Albedo;

« 0 Bilho na imagem Microsurface — o Mapa de Brilho;

« 0 Normal na imagem de Superficie — o Mapa Normal;

. 0 Especular na imagem de Reflectividade — o Mapa Especular.

Podemos deixar a imagem “Height” de fora.
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Strument) immagini  UVs-and-TEXTUREs - o x
Viauakza

« “ 4[|« MULT-ENGINE-TEXTURE-PACK » Ws-and-TEXTURES v|@| [ Corcain We-and- TEXTUREs B

"
4 5 POR Metsiough glass Roughnesspng 23
B | PBR-SpecGloss_frame Diffusepng
5] PBR- SpecGloss.frame Qasiness prgmae

FdePNG *

“““““

Definir as Texturas para o Material Especular PBR no Marmoset Toolbag.

Relativamente ao Material “vidro” , as mesmas consideragcbe sobre como
arrastar e associar os mapas sao validas, mas nos temos de realizar outra
operagao também: temos de clicar no formulario Transparéncia, no canto
inferior direito, para seleccionar Refracgao.

O formulario de Transparéncia ira abrir e nds temos de definir, em especial, 0
valor do indice de Refraccéo (recomendo que o baixe tanto quanto possivel;
por exemplo, para 1.05 ou 1.02) e, se necessario, desselecionar a caixa de
seleccao “Usar Micro-superficie”.

Obviamente, o aspecto final dos objectos também sera influenciado pela
imagem que foi usada como iluminacdo ambiente; para criar a imagem
apresentado em baixo, utilizei a Pré-definigao “Indoor Fluorescents” e reduzi a
intensidade do fundo (Backdrop Brightness ou Brilho do Pano de Fundo) para
fazer com que o objecto se destaque.
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As defingbes de lluminagéo de Ambiente e o fundo da cena 3D no Marmoset
Toolbag 3.
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Como recriar o material Material PBR do objecto com o Metallic
Workflow no Substance Painter 2019

No ficheiro do MULTI ENGINE TEXTURES PACK, ha, entre outros, as
Texturas para recriar os Materiais PBR com o Specular Workflow e a o
Metalico. Neste tutorial, vamos ver como recriar um Material PBR com o
Metallic Workflow no Substance Painter 2019; se quiser ver como recriar o
Material com o Specular Workflow, veja o meu tutorial no Marmoset Toolbag.

Em primeiro lugar, importamos o ficheiro FBX do modelo 3D num novo projecto
Substance Painter, arrastando o ficheiro FBX para dentro da Vista 3D do
programa. O Substance Painter vai pedir-nos, imediatamente, para
especificarmos as definicdes para criar um novo projecto; podemos confirmar
as definicdes padrao e continuar.

), Mew project 7 x

heme: S{MATERIAL MAME) normal

A criagdo do projecto no Substance Painter 2019.
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O Substance Painter vai reconhecer de forma imediata os Materiais
associados ao objecto e vai coloca-los na seccdo Texture Set List (Lista de
Texturas); neste caso temos dois materiais: o “vidro” (as partes transparentes
do termdmetro) e a “moldura’ (o resto do termémetro).

A primeira coisa a fazer é remover a Layer vazia que é automaticamente criada
pelo Substance Painter a partir dos Materiais (ha dois, neste caso); uma vez
que isto tenha sido feito, devemos criar uma FILL LAYER (CAMADA DE
PREENCHIMENTO) para cada Material.

X TEXTURE SET LIST g X LAY o ¥  TEXTURE SET LIST

Para cada Material na Texture Set List, apague a Layer padrdo e crie uma
nova Fill Layer.

Neste ponto, temos de importar as imagens de Textura do projecto, entéo,
escolhemos Ficheiro - Importar Recursos e, depois (na janela de Importar
Recursos que vai surgir no ecra), seleccionamos as Texturas com o prefixo
‘PBR-MetalRough_” e o nome do Material (“vidro” e “moldura’ no meu caso).

Podemos evitar importar as Texturas de Altura (HEIGHT Textures).

Antes de clicar em “Importar”, temos de alterar o tipo de recurso de Indefinido
para Textura; entdo, no selector “Importar os seus recursos para:”,
escolhemos importar as imagens na Sessao Actual.
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. Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

Q.
©, Select one or more files to open
“- L MULTI-ENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v
Organma Nuova cartella
3 Drophex Nome Data Tipo
Ao & cycles_glass ORMA png 14 File PN
W Moskceraeeco & PBR-MetalRough_frame_BaseColorpng  23/06/2019 2314 File PNG
R Panzo & PBR-MetaRough_frame_Height, 6 e PN
g ight.png
& Public & PBR-MetalRough_frame_Metallic pg e PN
&) TERA & PBR-MetalRough_frame_Normalpng e PNG
B oo & PBR-MetalRough _frame_Roughnesspng PNG
& PBR-MetaRough_glass BaseColor.png o PNG
M Desiaop & PBR-MetaRough_gless_Height png e PNG
) Documenti & PBR-MetalRough_glass_Metallic.png File PNG
& Download & PBR-MetalRough_glass Normal.png PN
& Immagini Cl Pﬂlva\Rmngh’ynsiﬁughmpng 23/06/2019 e PNG
B Msica il PBR-SpecGloss._frame_Diffuse.png 23/06/2019 2314 File PN
B Ve W PBR-SpecGloss_frame Glossiness png 14 Ph
. & PBR-SpecGloss frame Height png 4 P
e Disco locale (C:)
& PBR-SpecGloss._frame_ Normal.png ‘ File P}
b Rete «  [H PBR-SpecGloss_frame_Specular.png 3/06/2013 23:14 File PN
Nome file: | “PBR-MetalRough_glass_Roughness.png” “PER-MetaiRough frame_BaseColor.png” “PBR-Meta

Importar as Texturas no projecto, escolhendo aquelas com o prefixo
MetalRough. Podemos evitar importar as Imagens de Altura (HEIGHT
images).

©), Import resources ? x

Import your resources and set their usage

texture

Import your resources to:

Definicbes de Importagdo de Texturas.
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Neste ponto, para cada material, podemos comecar a definir as Texturas nos
espacos de Camada de Preenchimento que criamos, seguindo as
correspondéncias entre os nomes das imagens e O0s espacos de
PREENCHIMENTO das Propriedades (Cor Base, Metalico, Rugosidade,
Normal).

As correspondéncias entre as imagens importadas e as PROPRIEDADES
dos materiais - espacos de PREENCHIMENTO.

Uma nota para os materiais semi-transparentes, tais como o vidro: o meu
pacote ndo inclui uma Textura para a semi-transparéncia, que é denominada
como Alfa ou Opacidade, pelo que tera de definir o valor manualmente (ou
criar uma nova Textura para este propdsito) no campo de Opacidade dos
Materiais, em PROPRIEDADES - FILL form.

Uma vez que tenha feito tudo isto, ira ter os Substance Materials tais como eu
os criei e comecando a partir desta base, podera realizar todas as alteracdes
que julgue serem mais adequadas (adicionar logos, alterar cores ou as
propriedades de qualquer outro material em diferentes pontos, etc.).

Os Materiais podem ser exportados como um PBR genérico, para Unity, VRay,
Adobe Dimension, Unreal e outros programas, utilizando as Pré-definicoes
nativas do Substance Painter 2019; porém, se deseja criar as Texturas para o
Material PBR4 do Cycles, utilizando o ficheiro BLEND presente nos pacotes,
tera de criar uma Pré-definicdo de exportagao especial para o Substance.

As instrugcdes sobre como criar a Pré-definicdo para o PBR4 no Cycles estéo
noutro Tutorial deste guia.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Importar as Texturas PBR para os Materials no Unity 2019 (Metallic
Workflow)

Para utilizar a Textura no Unity 5 Standard Shader (que utiliza o PBR Metallic
Workflow), primeiro de tudo, temos de arrastar o ficheiro FBX do objecto que
esta dentro da aba Projecto, para que possa ser colocado no projecto actual.

O objecto ira parecer como tendo sido feito com duas geometrias e dois
Materiais, que inicialmente sera cinzentos e sem qualquer Textura.

O ficheiro FBX que foi importado no Unity ira ter os Materiais vazios, sem
qualquer Textura.

Neste momento, ndo podemos alterar as definicbes dos Materiais porque o
Unity importa os ficheiros FBX atribuindo-lhes os Materiais presentes no
ficheiro, tal como é visivel no formulario de Materiais do Inspector para o
objecto importado: aqui, o “Modo de Criacdo de Materiais” € definido em

“Importar (Legacy)”, enquanto a “Localizacao” é definida em “Usar Materiais
Integrados (Embedded Materials)”.
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Como Padréo, o Unity tenta importar os Materiais e as Texturas directamente
dos ficheiros FBX; no entanto, no nosso caso, sO ha os Materials, mas as
imagens de Texturas estdo em falta.

Assim, vamos clicar na opc¢ao “Usar Materiais Integrados” (no espago
“Localizacao”), e alterar esta opcao para “Usar Materiais Externos (Legacy)” e
clicar em Aplicar para aplicar as alteracoes.

@ Mone (Material)
@ None (Material)

Vamos seleccionar a opgao "Usar Materiais Externos (Legacy)" para a
Localizacéo e aplicar as alteragées.
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O Unity vai criar um ficheiro chamado Materiais e ira colocar la os Materiais de
objectos, mas desta vez podemos altera-los nas Texturas. No entanto, os
Materiais serdo associados ao objecto, assim, uma vez que tenha colocado
uma cépia do seu objecto na sua Cena (arrastando-o do Projecto para o
Inspector), ira ver as alteragdes imediatamente.

oy set uvo
Forward Rendering Options
Specular Highfights
aaaaaaaa 2

<+ )

—a— |Assemundie Nene ~ ! None

Q Assets/Materials/frame mat

Os novos Materiais, criados na pasta Materiais, serdo associados ao objecto
e poderéao altera-lo.

Neste ponto, podemos seleccionar os ficheiros de imagens com o prefixo
“Unity5-Metallic” a partir da pasta Multi Engine Texture Pack e arrasta-los para
a pasta Materiais na aba Projecto; em particular, vamos ter de arrastar 3
imagens para cada Material (assim, no meu caso, 6 imagens, visto que temos
2 Materiais).

Definir as Texturas para cada Material € muito facil porque s6 precisamos de
arrastar:

. as texturas com o sufixo AlbedoTransparency no espagco do canal
Material,

. atextura com o sufixo MetallicSmoothness no espaco do canal Material;

. atextura com o sufixo Normal no espaco do canal Material; neste ultimo
caso, temos de clicar no botdo “Fix Now (Definir Agora)” que ira surgir
no formulario Material, para marcar a imagem como um Mapa Normal.
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Vamos arrastar as imagens com o prefixo "Unity5-Metallic" da pasta Multi
Engine Texture Pack para a pasta Materiais do Projecto.

Arrastar as Texturas nos seus espacos de Material e clicar no botdo “Fix Now
(Definir Agora)” para o Mapa Normal.

Nao ha necessidade de fazer mais nada para definir um Material opaco basico;
relativamente aos Materiais com transparéncias, por outro lado, uma vez feitas
estas associagoes, € necessario alterar o parametro “Rendering Mode (Modo
de Renderizacdo)” , no topo do formulario do Inspector de Materiais, de
“Opaco” (o valor padrao) para “Transparente”.
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Relativamente aos Materiais com transparéncia, uma vez que sejam
conjugadas as trés imagens de Texturas (tal como acontece com 0s
Materiais opacos), sera necessario alterar o Modo de Renderizagdo de
Opaco para Transparente.
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Importar as Texturas PBR para os Materiais no Unreal Engine (versoées
4.x)

Para usar o modelo no Unreal Engine 4.x, em primeiro lugara, temos de
arrastar o ficheiro FBX do objecto dentro do Navegador de Conteudos do
nosso projecto Unreal.

Clicamos em “Importar Todos” na janela “FBX Import Options (Opg¢des de
Importar FBX)” e continuamos a ignorar quaisquer avisos sobre a falta de
“Grupos de Suavizacao” nos modelos.

@o 20 =E @@ E) (=)=

Importar o ficheiro FBX no Navegador de Conteudos do Projecto Unreal.

O motor do jogo vai reconher imediatamente os objectos presentes no ficheiro
FBX (no nosso exemplo, ha dois: a “moldura’ e o “vidro”) e os Materiais
relacionados, mas estes estardo vazios no inicio; arrastando os objectos na
cena 3D, de facto, iremos vé-los uniformemente, sem qualquer Textura.
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nport  [B)SaveAll € & Content » Content »

Os objectos e os Materiais carregados no Unreal.

Neste tutorial, tal como nos tutoriais para outros programas, vamos ver como
configurar dois tipos difernetes de Materiais: os opacos (metalico, dielétrico ou
mistura) e os semi-transparentes; em ambos o0s casos, as combinacdes a fazer
para as Texturas fornecidas no pacote sdo as mesmas, pelo que vamos
comegar a falar sobre os materiais opacos.

Antes de mais, arrastamos as texturas com o prefixo UNREAL a partir da pasta
Multi Engine Texture Pack para o Navegor de Conteudos do projecto; temos 3
imagens para cada material, por isso, no meu exemplo, vou importar 6 destas.

NOTA: durante a importacdo de Texturas Normais, o Unreal pode informar-
nos que converteu automaticamente a imagem num “Mapa Normal”, conforme
€ visivel no painel no canto inferior direito da préxima imagem; podemos
confirmar a operagcao do Unreal clicando no botao “OK”.
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Arraste as Imagens de Texturas com o prefixo Unreal no Navegador de
Conteudos do projecto; clique em OK se o Unreal o informar de que
transformou os Mapas Normais.

Uma vez importadas as imagens do projecto também, temos de fazer duplo
cligue num material para inserir as imagens de Textura; como padrao , o no
do Material esta ligado a um vazio: temos de o seleccionar, apaga-lo e arrastar
as trés imagens de Texturas deste Material a partir do Navegador de
Conteudos para o editor de Materiais.

Vamos inserir as trés Imagens no editor de Materiais para o Material
seleccionado. Vamos apagar 0s nés vazios que criados por defeito.
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Neste exemplo, vou seleccionar o Material da “moldura’ (as partes opacas,
quer metalicas quer dialéctricas), associando as Texturas desta forma:

a BaseColor texture composite output (RGBA) (saida composta de

textura BaseColor) para a entrada do n6 de de Material BaseColor;

. a saida “R” da Textura OcclusionRoughnessMetallic para a entrada de
Oclusao de Ambiente do n6 de Material;

. a saida “G” da Textura OcclusionRoughnessMetallic para a entrada de
Rugosidade do né de Material;

. a saida “B” da Textura OcclusionRoughnessMetallic para a entrada
Metalica do n6 de Material;

« a saida composta de uma Textura Normal (RGBA) para a entrada

Normal do n6 de Material.

—

o] The material's attributes describe a 3d surface

v Pixel Depth Offset

Vamos associar as trés saidas de imagens de Textura com as portas de
entrada do no de Material.

Vamos guardar as alteragdes para as aplicar e voltar ao Editor Principal do
programa.

Vamos ver agora os Materiais semi-transparentes (neste exemplo, o “vidro”).
Temos de fazer duplo clgiue no novo Material para entrar no editor de Materiais
novamente.

Precisamos de associar as Texturas ao ndde Materiais exactamente com os
Materiais opacos. Assim, em primeiro lugar, temos de fazer esta operacéo.
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No entanto, também temos de criar outra associacdo: vamos pegar numa
saida Alfa (a ultima) na Cor de Base da Textura e associa-la a saida de
Opacidade do né de Material.

Texture Sample &

P im = ——

Texture Sample &

e = s
> —

Vamos usar a mesma configuragdo de Texturas e Nos ara os materiais semi-
transparentes também; porém, neste caso, temos também de associar a
saida Alfa da imagem BaseColor a saida de Opacidade do n6 de Material.

Uma vez guardadas as alteragdes, porém, veremos que o objecto vai parecer
opaco. Isto acontece devido ao facto de a esquerda do editor de Materiais
termos de alterar a definicdo do Blend Mode (Modo Mistura) do material Opaco
(valor padr&o) para Translucido para o material seleccionado; além disso, no
canto inferior esquerdo do formulario, temos de alterar o parédmetro “Lighting
Mode (Modo de lluminagao)” para “Surface Forward Shading (Sombreamento
Adiantado de Superficie)”.

Uma vez mais, guardamos as alteragdes e voltamos ao Editor Principal; agora,
o material semi-transparente ira surgir correctamente na cena.

NOTA --- Caso o objecto parega “demasiado transparente” (isto é: invisivel), pode
associar um no Escalar a entrada de Opacidade do n6 do Material e definir o valor
Escalar, por exemplo, como 0.1 ou 0.2, tornando o objecto semi-transparente
(mas ndo demasiado... s6 o suficiente para que seja possivel vé-lo).
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Para os Materiais semi-transparentes, é necessario definir o Blend Mode
como Translucido e o Lighting Mode como Surface Forward Shading.

o FE @ @ s =)

& import [ Save All € & Content » Content »

O resultado final.
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Importar as Texturas PBR para os Materiais no V-Ray 4.20 para 3D
Studio MAX 2020

Neste tutorial vamos ver como configurar as Texturas PBR (anexadas no
pacote Multi Engine Textures Pack) num material V-Ray Next Update 2 (versao
4.20) para Studio MAX 2020.

Para criar as renderizacdes que sio visiveis neste tutorial, usei uma fonte del
uz na imagem de fundo no projecto do 3D Studio MAX ; sem estes elementos,
na verdade, as renderizagdes iriam surgir como preto. Adicionei, também, um
plano (cinzento) para que seja possivel colocar la o objecto e ver as sombras.

A cena inicial: além dos objectos, existe um plano, uma fonte de luz e uma
camera virtual.

Vamos comegar com o material mais faci, a “moldura”, que é opaca.

Vamos criar um material VRayMtl e atribuir este material a “moldura” , que é
o objecto na cena.

Assim, vamos clicar nas caixas quadradas junto dos espacos de “Diffuse
(Difuso)”, “Reflect (Reflectir)” e “Reflect Glossiness (Reflectir Brilho)” , na
seccao do material “Basic Parameter (Parametro Basico)” . Ira surgir uma
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janela de “Material / Map Browser” , na qual teremos de criar um BITMAP para
esse canal. Vamos ter, ainda, de especificar a imagem de Textura que
queremos usar; podemos seleccionar a imagem correcta utilizando o sufixo
presente no nome do ficheiro para a reconhecer; por exemplo, para 0s
espacos da “moldura’ Diffuse’, teremos de definir a Textura
‘vray_frame_diffuse.png”

3 Material Editor - frame = Material Editor - frame =7

Modes  Material MNavigation Options  Utilities Modes  Material MNavigation Options  Utilities

/| frame Y VRayMtl Diffuse map: d
* Basic parameters * Coordinates

® Texture © cron
Anisotropy 0,0
Rotation 0,0
® localaxis X

Map channel 1 : 8

$ 0,0

* Options + UV Vi \ Wl Gradient

Mans dur: 1,0 4 Blur: Gradient Ramp
Bump 30,0 :

Diftuse 1000 %
Diff. rough. 100,0 #

* MNoise
* Bitmap Parameters
lum 100,0 = Mo Map

: MultiTil
00,0 = = g Bitmap: ...ometer\Uys-z il

B noise
Il osLmap
M output

Mo Map
Particle Age

Mo Map

Mo Map

Mo Map

00,0 + Mo Map

s 1000 = Mo Map

00,0 # Mo Map

Translucent 100,00 % RSB G Qi
3 & nro

Particle MBlur
” Perlin Marble

® RGE Intensity

Dos quatro mapas que vamos utilizar, trés deles serdo do tipo Bitmap e
podemos facilmente reconhecé-los a partir dos nomes de ficheiro presentes
no Multi Engine Texture Pack.

Para definir a quarta imagem, o Mapa Normal, podemos agir da seguinte
forma: vamos abrir a secgdo Mapas do material e clicar no espago Bump,
depois vamos alterar o tipo VrayNormalMap . Dentro deste objecto, vamos
definir, no espaco “Normal Map” , a textura correspondente (neste caso:
‘vray_frame_normal.png’).
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Para definir o Mapa Normal, vamos clicar em Bump e alterar o tipo para
VRayNormalMap, depois vamos arrastar a Textura Normal no espago do
Mapa Normal.

Como pode ver, para definir um Material opaco no V-Ray com Texturas PBR
fornecidas no Multi Engine Texture Pack, s6 temos de associar quatro imagens
PNG que podemos reconhecer a partir dos seus nomes (Diffuse, Reflection,
Reflection Glossiness, Normal).

Relativamente ao “vidro” (e a todos os Materiais com transparéncia em geral),
temos de realizar as mesmas operacdes basicas para a “moldura’ , que € um
material opaco (isto é: combinar as quatro imagens de Texturas com os
respectivos espagos de Material); depois disso, teremos de realizar trés
operacdes simples na esccao “Reflect” da aba “Basic Parameters”:

. verificar a caixa de verificacdo “Affect Shadows”; de outro modo, o
material pode surgir preto;

. alterar o “Refract Color” para branco puro, ou, caso surja demasiado
transparente, para cinzento muito claro, quase branco;

« diminuir o valor “IOR”; por exmeplo, para 1.04.

Uma vez que isto tenha sido feito, os Materiais vao surgir como estando
correctamente definidos.
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Diffuse v

Roughness

Reflect 4 Max depth 5
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L
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Col.nly =

Refract ] Max depth 5

Glossiness . v Affect shadows
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Abbe number Affectchannels  co qy -

Fog color ] Fog bias 0,0
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[P E | PR P

Para definir um material VRayMtl semi-transparente, uma vez carregadas as

quatro imagens de Texturas tal como feito para os materiais opacos, temos

de prestar atengéo as definicbes Refract Color, Refract 10 e Affect Shadows,
na seccao de Parametros Basicos do material.

font  Hob

A imagem renderizada.
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Utilizzare le Textures del Multi Engine Textures Pack per ricreare i
Materiali PBR in vari motori di rendering: introduzione

In questa serie di Tutorial vedremo come utilizzare le Textures del Multi
Engine Textures Pack, presente in tutti i pacchetti dei miei modelli 3D, con i
Materiali per la resa PBR (Physically Based Rendering) di alcuni programmi di
visualizzazione e di rendering 3D; in particolare, vedremo:

. come configurare un Preset di esportazione in Substance Painter 2019 in
modo da esportare le Textures necessarie per il Materiale PBR4 di
Cycles / Eevee in Blender 3D 2.79 - 2.8x; in tutti i pacchetti di modelli 3D,
infatti, & presente un file BLEND (Blender 2.7x) con lo stesso Materiale
PBR4, che gestisce (facendo uso di appena 3 immagini Textures), tutti i
tipi di Materiali PBR: dielettrici, metallici e con trasparenza,;

. come ricreare il materiale PBR con il Workflow Specular in Marmoset
Toolbag 3;

. come ricreare il materiale PBR con il Workflow Metallic in Substance
Painter 2019;

. come importare il modello in formato FBX e le relative Textures PBR in
un progetto Unity (versione 2019), utilizzando il Workflow Metallic per il
materiale;

. come importare il modello in formato FBX e le relative Textures PBR in
un progetto Unreal (versione 4.x), utilizzando il Workflow Metallic-
Roughness per il materiale;

. come importare il modello in formato FBX e le relative Textures PBR in
un progetto 3D Studio MAX 2020 con motore di rendering V-Ray.

In tutti i Tutorial mostrerd delle immagini facendo uso di un mio modello 3D,
“Termometro clinico”, visibile nellimmagine seguente (renderizzato in Cycles
per Blender 3D facendo uso di una scena con tre fonti di luce e una Texture
immagine come sfondo dell'universo virtuale).
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L'oggetto che utilizzero in qusti tutorials e composto, n ealté, da du
oggetti: "glass" per le parti trasparenti, "frame"” per tutto il resto.

Ho scelto di utilizzare questo modello perché presenta due diversi Materiali con
caratteristiche diverse: il primo (“frame”) &€ opaco e presenta sia parti
metalliche che dielettriche; il secondo (“glass”) € trasparente, per cui Ci
consentira di vedere come gestire la trasparenza nei vari motori software
utilizzati.

Le tecniche discusse facendo uso di questo modello 3D potranno quindi essere
applicate a tutti gli altri miei modelli 3D realizzati con il mio standard:

« un Materiale per ogni Oggetto;

. mappe delle Textures (“UV Layout’) senza sovrapposizioni;

. formato di interscambio FBX incluso nel pacchetto;

. file BLEND con Materiale PBR4 e Textures PBR per Cycles incluse nel
file;

e, ovviamente,

. la cartella MULTI ENGINE TEXTURE PACK, contenente le Textures
PBR per diversi motori di rendering e per i Workflow Metallic e Specular
(materiali PBR).
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Le Textures per il Materiale PBR4 in Cycles / Eevee (Blender 3D 2.7x -
2.8x)

Nei pacchetti ZIP dei modelli 3D trovate sempre un file BLEND, realizzato con
una versione 2.7x (o successiva) del programma. Questo file contiene,
impacchettate al suo interno, le immagini Textures associate ai Materiali
presenti nella scena.

Il file BLEND preséhte nel pacchetto contiene sempre, "impacchettate” al suo
interno, le immagini Textures per i vari Materials presenti nella scena.

Se volete utilizzare I'oggetto con le Textures che vi ho fornito, quindi, non
dovete fare altro che inserire l'oggetto nella vostra scena di Blender. Vediamo
come.

Nella scena del vostro progetto Blender, all'interno del quale volete inserire
l'oggetto cosi come vi & stato fornito nel pacchetto, selezionate la
voce Append dal menu File.
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42 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS____\UTILITIES-SCRIPT-VARIE-ALTROMV20170715---RENDER-5CENE-CON-PBR4.blend]

X Cycles Render

Append from a Library .blend file.

Selezionare la voce APPEND dal menu FILE, nel progetto Blender nel quale
volete inserire l'oggetto.

A questo punto, nella finestra File Browser di Blender, dovrete “navigare” fino
ad importare gli Objects desiderati, in questo modo:

1. individuate e cliccate il File che vi interessa, dal suo percorso su disco;

2. cliccate, all'interno del File, sulla sezione Object;

3. selezionate tutti gli oggetti che volete importare e cliccate su Append,
nella scheda.

Gli oggetti verranno cosi inseriti nella scena corrente, provvisti di Materiali e
Textures originali, pronti per essere trasformati a piacere.
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Le fasi di APPEND; in particolare, per caricare I'oggetto con Materiali e
Textures, fate attenzione a scegliere OBJECT.

# Blender [C:A\Users\Francesco-Fisso\Dropbo\ TERAY, ASSETS, AUTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE- CON-PER4.blend]

fode v @3 %S L2 Global v @ L | O 12 IGai i ey

L'oggetto inserito nella scena e provvisto di aterial e Textures originalli.
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Se importate I'oggetto in una scena vuota, non dimenticate di attivare delle fonti
di luce o almeno un colore di sfondo, altrimenti non vedrete nulla; I'immagine
seguente ¢ stata ottenuta posizionando I'oggetto in una scena composta da un
piano bianco, 3 fonti di luce Area Lamp e un'immagine HDR panoramica per lo
sfondo dell'universo virtuale.

4% Blender* [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS__ AUTILITIES-SCRIPT-VARIE-ALTRON20170713---RENDER-SCENE-CON-PER4.blend]

Scene X Cycles Render 5 A
Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

Set Origin

Display render preview.

e:l% 2 Global 1 @ ) [8)|&7] -+ &

Anteprima di rendering in una sena di Blender 3D (motore di rendering
Cycles / Eevee), con luci e immagine di sfondo della scena correttamente
impostate.

Se, invece, volete creare un nuovo set di Textures, ad esempio in Substance
Painter, e volete utilizzare il nodo PBR4 del Material che vi ho fornito, dovete
creare le Textures in modo che siano compatibili con il nodo PBR4. Questa
operazione e descritta in un altro Tutorial di questa guida di base.
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NOTA IMPORTANTE - OGGETTI (SEMI)TRASPARENTI

Il nodo PBR 4 dei miei Materiali presenta un valore chiamato “Abs Strength”,
che sta per “Absorption Strength® e serve a regolare lintensita
dell'assorbimento della luce quando questa attraversa un materiale
semitrasparente, provvisto o meno di colore.

Attenzione ai parametri dei materiali semitrasparenti in PBRA4.

Per materiali semitrasparenti colorati come gelatina, vino e, in generale,
bevande non completamente trasparenti, questo parametro deve avere valori
maggiori di 1 (che & il valore di default), ma per I'acqua, i diamanti o il vetro
“puri” dovrete abbassare a 0 questo valore, altrimenti I'oggetto apparira scuro.

Dovrete inoltre impostare correttamente il parametro IOR, che indica l'indice di
rifrazione del materiale e che potete recuperare velocemente con una semplice
ricerca su Internet; ad esempio, per un diamante sara piu indicato un valore tra
21e24.
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Esportare le Textures per il Materiale PBR4 di Cycles / Eevee da
Substance Painter 2019

In questo tutorial vedremo come configurare I'esportazione delle Textures in
Substance Painter per ottenere le tre Textures necessarie per il materiale
PBR4 in Cycles / Eevee per Blender 3D.

Cio é utile perché — come descritto in un altro Tutorial — tutti i miei modelli
BLEND vengono forniti con quel materiale e, se volete continuare ad utilizzarlo
(per mantenere la coerenza con altri oggetti della scena) ma volete cambiare
le Textures (ad esempio, perché le avete ricreate e avete aggiunto un logo,
oppure perché le avete rifatte da zero), dovete sapere come esportare le
immagini Textures necessarie.

Questo tutorial & stato realizzato con la versione 2019 di Substance Painter ed
e rivolto a chi ha gia una buona conoscenza del programma (non € un tutorial
di base).

Il materiale PBR4 in Cycles / Eevee fa uso, in particolare, di 3 immagini:

1. un'immagine per il colore base (Albedo o Base Color);

2. un'immagine di tipo Normal Map;

3. un'immagine composta, in realta, da quattro diverse immagini, in scala di
grigi, memorizzate nei quattro canali RGBA (Red, Green, Blue, Alpha) di
una sola immagine di tipo PNG.

Nel nostro progetto Substance abbiamo, quindi, un oggetto completamente
texturizzato e pronto per I'esportazione. Dal menu File di Substance Painter,
scegliamo Export Textures.
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Il nodo PBR4 in Cycles / Eevee fa uso di 3 immagini Textures; I'immagine
ORMA, in particolare, e composta in realta da 4 immagini (Occlusion,
Roughness, Metallic, Alpha), associate ai quattro canali RGBA dell'immagine.

C‘}_ Substance Painter 2019.1.2 - Francesco-3-e-ADQOBE-2k (Read only)

Import resources..
Expart Mesh
Export Textures... Ctrl+5hift+E

Chuit

Dal menu File di Substance Painter, scegliamo Export Textures.
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Nella finestra che apparira a video, spostiamoci nella scheda
CONFIGURATION. Qui possiamo scegliere se creare un nuovo Preset di
esportazione per PBR4, oppure se selezionarne uno gia esistente e
aggiungere in coda le tre Textures necessarie, cosi da avere le Textures
originali di quel Preset e le Textures per PBR4, dopo I'esportazione.

©, Export document... 7 »

EXPORT CONFIGURATION

La scheda Configuration in Export Document (da Export Textures).

Ad ogni modo, per creare le 3 immagini abbiamo bisogno di:

1. un'immagine di tipo RGB per il colore di base; scriviamo
“cycles_$textureSet BaseColor” nel campo Output Map di questa
Texture; non metteremo le informazioni di trasparenza (Opacity) in
questa Texture;

2. un'immagine di tipo R+G+B+A per la Texture ORMA (Occlusion,
Roughness, Metallic, Alpha); abbiamo bisogno dei quattro canali di
informazione separati per inserire quattro diverse mappe in un'unica
Texture; scriviamo “cycles_$textureSet ORMA” nel campo Output Map
di questa Texture;

3. un'immagine di tipo RGB per Ila Normal Map; scriviamo
“cycles_$textureSet_normal” per il campo OutputMap di questa Texture.
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Output maps

Le tre immagini da creare per l'esportazione.

A questo punto dobbiamo trascinare le mappe, che sitrovano nella parte destra
della scheda, all'interno dei rispettivi Slot delle Output Maps; in particolare,
trasciniamo:

. la mappa Input Maps — Base Color nella Texture BaseColor;

. la mappa Input Maps — Ambient Occlusion nello slot R della Texture
ORMA,;

. la mappa Input Maps — Roughness nello slot G della Texture ORMA,;

. la mappa Input Maps — Metallic nello slot B della Texture ORMA;

. la mappa Input Maps — Opacity nello slot A della Texture ORMA;

. la mappa Converted Maps — Normal OpenGL nella Texture normal.

Tutte le mappe che ci interessano fanno quindi parte della sezione Input Maps,
ad eccezione della mappa Normal OpenGL che si trova in Converted Maps.

©, Export decument... 7 X
EXPORT  CONFIGURATION

— 4 Currentpreset: 2013 UVs-an

Presets =

Output maps

Cydes_StextureSet_BaseColor

Converted maps

Le associazioni da fare tra le mappe di Substance Painter e le Textures da
creare.
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Il nostro Preset di esportazione € pronto; ovviamente, a questo punto
dobbiamo tornare nella scheda EXPORT della finestra EXPORT DOCUMENT
e, come visibile nell'immagine seguente, impostare:

1. il percorso su disco ove depositare i files esportati (le tre immagini
textures);

2. il formato PNG 8 bit (perché abbiamo bisogno di una immagini con
canale di trasparenza, quindi ad esempio le JPG non vanno bene);

3. la configurazione (il Preset) appena creata, che presenta le impostazioni
per le 3 immagini da esportare per Cycles;

4. la risoluzione delle immagini da creare (ad esempio, nel mio caso,
2048x2048).

@, Export document... 7 S

EXPORT  CONFIGURATION

La scheda EXPORT della finestra EXPORT DOCUMENT.

Le immagini verranno quindi esportate nel percorso scelto e pronte per essere
collegate al Materiale PBR4 del modello in Cycles / Eevee.
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Come ricreare il Materiale PBR dell'oggetto, con Specular Workflow, in
Marmoset Toolbag 3

Nella cartella MULTI ENGINE TEXTURES PACK del pacchetto sono presenti,
tra le altre, le Textures per ricreare dei Materiali PBR con i due Workflow
Specular e Metallic. In questo tutorial vedremo come ricreare un Materiale PBR
con Workflow Specular, in Marmoset Toolbag 3.05; per vedere come ricreare
il Material con Workflow Metallic, rimando al mio tutorial su Substance Painter
2019.

Per prima cosa, importiamo il file FBX del modello 3D in un nuovo progetto di
Marmoset Toolbag: é sufficiente trascinare il file FBX all'interno della vista 3D
del programma.

Il programma riconoscera subito i Materiali presenti, associando loro il
Workflow Specular; in questo caso, i Materiali sono due: “glass” (le parti
trasparenti del termometro) e “frame” (tutto il resto del termometro).

2 [ = | FBK-—clinical thermonneter
h Home  Condiw isuslizza
€ 0 clinical thermometes > FBX-—clinical_thesmometer
t :

Importare il file FBX del modello nella scena 3D; Marmoset Toolbag
individuera subito i Materiali presenti (visibili in alto a destra, nell'immagine),
che in questo caso sono due: “glass” e “frame”.

Facciamo doppio click su “frame”, quindi apriamo una finestra File Browser ed
entriamo nella cartella con le Textures del pacchetto.

A questo punto dobbiamo trascinare le immagini con prefisso “PBR-
SpecGloss " e il nome del Materiale, quindi trascinarle in Marmoset in questo
modo:

. limmagine Diffuse in Albedo — Albedo Map;

. limmagine Glossiness in Microsurface — Gloss Map;
« limmagine Normal in Surface — Normal Map;

. l'immagine Specular in Reflectivity — Specular Map.

Possiamo tralasciare I'immagine Height.
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Strument) immagini  UVs-and-TEXTUREs - o x
Viauakza G

« “ 4[|« MULT-ENGINE-TEXTURE-PACK » Ws-and-TEXTURES v|@| [ Corcain We-and- TEXTUREs B

"
4 5 POR Metsiough glass Roughnesspng 23
B | PBR-SpecGloss_frame Diffusepng
5] PBR- SpecGloss.frame Qasiness prgmae

Per quanto riguarda il Material “glass”, valgono le stesse considerazioni su
come trascinare e associare le mappe, ma dobbiamo fare anche un'altra
operazione: dobbiamo cliccare sulla scheda Transparency, in basso a destra,
per selezionare la voce Refraction.

Si aprira la scheda Transparency, nella quale dovremo impostare soprattutto il
valore di Index of Refraction (vi consiglio di abbassarlo molto, ad esempio a
1.05 0 1.02) e, se necessario, disattivare la casella “Use Microsurface”.

Ovviamente, I'aspetto finale dell'oggetto verra influenzato anche dall'immagine
utilizzata come illuminazione ambientale; per realizzare I'immagine seguente,
ho utilizzato il Preset “Indoor Fluorescents” e ho abbassato l'intensita dello
sfondo (Backdrop Brightness), in modo da far risaltare I'oggetto.
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Impostazioni di illuminazione ambientale e sfondo della scena 3D i
Marmoset Toolbag 3.
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Come ricreare il Materiale PBR dell'oggetto, con Metallic Workflow, in
Substance Painter

Nella cartella MULTI ENGINE TEXTURES PACK del pacchetto sono presenti,
tra le altre, le Textures per ricreare dei Materiali PBR con i due Workflow
Specular e Metallic. In questo tutorial vedremo come ricreare un Materiale PBR
con Workflow Metallic, in Substance Painter 2019; per vedere come ricreare il
Material con Workflow Specular, rimando al mio tutorial su Marmoset Toolbag.

Per prima cosa, importiamo il file FBX del modello 3D in un nuovo progetto di
Substance Painter, trascinando il file FBX all'interno della vista 3D del
programma. Substance Painter ci chiedera subito di specificare le impostazioni
per creare un nuovo progetto; possiamo confermare le impostazioni di default
e proseguire.

), Mew project 7 x

heme: S{MATERIAL MAME) normal

Creazione del progetto in Substance Painter 2019.
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Substance Painter riconoscera subito i Materiali associati all'oggetto e i
inserira nella sezione Texture Set List; in questo caso, abbiamo due materiali:

“‘glass” (parti trasparenti del termometro) e “frame” (tutte le altre parti del
termometro).

La prima cosa da fare € rimuovere, in tutti i Materiali (due, in questo caso) il
Layer vuoto creato automaticamente da Substance Painter; fatto cio, creare un
FILL LAYER per ciascun Materiale.

LAYERS " X TEXTURE SET LIST

LAYERS o X TEXTURE SET LIST

Per ogni Materiale in Texture Set List, eliminare il Layer di default e creare un
nuovo Fill Layer.

A questo punto dobbiamo importare le Textures immagine nel progetto, per cui
scegliamo File — Import Resources, quindi (nella finestra Import Resources che
apparira a video) selezioniamo le Textures con prefisso “PBR-MetalRough_" e
il nome del Materiale (“glass” e “frame”, nel mio caso). Possiamo anche
evitare di importare le Textures di tipo HEIGHT.

20191 o-3-e-ADOBE-2k (Read only)

Plugins  Help

Q.

©, Select one or mere files to open
<« v A4 || « MULTI-ENGINE-TEXTURE-PACK > U¥s-and-TEXTUREs

Organizza v Muova cartella

;;;;;;

&* Dropbox
18 Monica-Francesco
82 Panzo

& cycles_glass_ORMA.png
& PBR-MetalRough_frame BaseColorpng 2
& POR-MetalRough_frame_Height png
& PBR-MetalRough_frame_Metallic.png
&) TERA & POR-MetalRough frame Normal.ong
& PBR-MetalRough_frame_Roughness.png 2
{8 PBR-MetalRough_glass_BaseColorpng
& PBR-MetalRough_gless Height png
& PBR-MetalRough_glass Metallic.png

Public

Iortare le Textures nel progetto, scegliendo quelle con prefisso PBR-
MetalRough. Possiamo anche evitare di importare le immagini HEIGHT.
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Prima di cliccare su “Import”, cambiamo il tipo di risorsa da Undefined a

Texture, quindi scegliamo (nel selettore “Import your resources to:”) di
importare le immagini nella Current Session.

£), Import resources

Import your resources and set their usage

Import your resources bo:

Altre impostazioni di importazione delle Textures.

A questo punto, per ogni Materiale, possiamo iniziare ad impostare le Textures
nei vari slot del Fill Layer che abbiamo creato, seguendo le corrispondenze tra

i nomi delle immagini e degli slot di PROPERTIES - FILL (Base Color, Metallic,
Roughness, Normal).
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Le associazioni tra le immagini importate e gli slot del Materiale in
PROPERTIES - FILL.

Una nota a parte va fatta per i Materiali con semitrasparenza, come il vetro: il
mio pacchetto NON prevede una Texture per la (semi)trasparenza, detta Alpha
o Opacity, per cui sara necessario impostare tale valore manualmente (o con
una Texture creata appositamente) nel campo Opacity del Materiale, nella
scheda PROPERTIES - FILL.

Completate queste operazioni, avrete i Materiali Substance cosi come li ho
creati e, partendo da questa base, potrete fare tutte le modifiche che riterrete
piu opportune (aggiungere loghi, modificare colori o altre proprieta dei materiali
in vari punti, eccetera).

| Materiali possono essere esportati come PBR generici, per Unity, per V-Ray,
per Adobe Dimension, per Unreal e altri programmi utilizzando i Preset nativi
di Substance Painter 2019; se, pero, volete creare le Textures per il Materiale
PBR4 di Cycles, utilizzato nei file BLEND presenti nei pacchetti, allora dovrete
creare un apposito Preset di esportazione per Substance.

Le istruzioni su come creare il Preset per PBR4 in Cycles sono presenti in un
altro Tutorial di questa guida.
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Importare le Textures PBR per i Materiali in Unity 2019 (Metallic
Workflow)

Per utilizzare il modello nel motore di rendering Unity 5 utilizzando lo Standard
Shader (che fa uso del PBR Metallic Workflow), per prima cosa dobbiamo
trascinare il file FBX dell'oggetto all'interno della scheda Project, in modo da
caricarlo nel progetto corrente.

L'oggetto ci apparira composto dalle due geometrie e dai due Materials, che
inizialmente saranno grigi, senza Textures.

Il file importato inity avra i Materials vuoti, senza Textures.

In questa fase non possiamo modificare le impostazioni dei Materiali, perché
Unity importa i file FBX dando loro i Materials presenti nel file, come visibile
nella scheda Materials dell'lnspector per I'oggetto importato: qui, il “Material
Creation Mode” € impostato su “Import (Legacy)’, mentre “Location” &
impostato su “Use Embedded Materials”, appunto.
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Di default, Unity cerca di importare Materiali e Textures direttamete dal file
FBX; nel nostro caso, pero, ci sono solo i Materiali, ma mancano le immagini
Textures.

Selezioniamo quindi I'opzione “Use External Materials (Legacy)” per “Location’
e clicchiamo su Apply, per applicare le modifiche.

@ Mone (Material)
@ Mone (Material)

Selezioniamo l'opzione "Use External Materials (Legacy)" per Location e
applichiamo le modifiche.
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Unity creera una cartella chiamata Materials e vi mettera i Materiali
dell'oggetto, ma questa volta potremo modificare i Materiali inserendovi le
Texture. | Materiali saranno comunque automaticamente collegati all'oggetto,
per cui — dopo aver inserito una copia dell'oggetto nella scena, trascinandolo
dal Project all'lnspector — potremo vedere subito le modifiche.

Assare ststasial frams. —a— lassetbundie vore

I nuovi Méteria7i, creati nella cartella Materials, saranno collegati all’éggetto e
potranno essere modificati.

A questo punto possiamo selezionare i file delle immagini con prefisso “Unity5-
Metallic” dalla cartella del Multi Engine Texture Pack e trascinarli nella cartella
Materials della scheda Project; in particolare, dovremo trascinare 3 immagini
per Materials (quindi, nel mio esempio, 6 immagini, dal momento che abbiamo
2 Materials).

IRB= Strumentiimmagini UVs-and-TEXTURES

Y « MULTI-ENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v &  Cercain UVs-and-TEXTUREs

A Nome Data

W] PBR-SpecGloss_glass_Specularpng 23/06/2019 23:15
IbedoTransparency.png 23/06/2019.23:14
EERT]

nRoughnessMetallic.png
rpng

ng
RoughnessMetallic.ong

- TUTORIAL-METP-—-APPUN

@ Creative Cloud Files

& Dropbox
|8 Monica-Francesco

Trasciniamo le immagini con prefisso "Unity5-Metallic" dalla cartella Multi
Engine Texture Pack alla cartella Materials del Project.
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Impostare le Textures per ciascun Material € semplicissimo, in quanto é
sufficiente trascinare:

. la texture con suffisso AlbedoTransparency nello slot del canale del
Material;

. la texture con suffisso MetallicSmoothness nello slot del canale del
Material;

« la texture con suffisso Normal nello slot del canale del Material; in
quest'ultimo caso, dovremo anche cliccare sulla casella “Fix Now” che
apparira nella scheda del Material, in modo da contrassegnare (“Mark”)
I'immagine come Texture Map.

Opaque

Enable GPU Instancing

¥k Favorites  asscts ) Materials ouble Sided Glabal T

CL A8 Materiale

|

|
ghass UnepS-Mec UniyS-Mee UniS-Met. UneyScber UniepSeies UneyS-Mes

 Assets/Materials/frame mat

Trascinare le Textures nei rispettivi slot del Material e cliccare su "Fix Now"
per la Normal Map.

Non bisogna far altro per impostare un Material opaco di base; per quanto
riguarda i Material con trasparenza, invece, dopo aver fatto queste
associazioni € necessario cambiare il parametro “Rendering Mode”, in alto
nella scheda Inspector del Material, da “Opaque” (valore di default) a
“Transparent”.
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Per i Materiali con trasparenza, dopo aver associato le tre immagini Textures
(come avviene con i Materiali opachi), sara necessario cambiare il Rendering
Mode da Opaque a Transparent.
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Importare le Textures PBR per i Materiali in Unreal Engine (versioni 4.x)

Per utilizzare il modello nel motore di rendering Unreal Engine 4.x, per prima
cosa dobbiamo trascinare il file FBX dell'oggetto all'interno del Content
Browser del nostro progetto Unreal.

Clicchiamo su “Import All” nella finestra “FBX Import Options” e continuiamo,
ignorando eventuali avvertimenti circa I'assenza di “Smoothing Groups” nei
modelli.

FOECE EE o

Importare il file FBX nel Content Browser del prog Unreal.

Il motore di gioco riconoscera subito gli oggetti presenti nel file FBX (nel nostro
esempio, sono due: “frame” e “glass”) e i relativi Materials, ma questi saranno
inizialmente vuoti; trascinando gli oggetti nella scena 3D, infatti, li vedremo
colorati in maniera uniforme, senza Textures.
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Gli oggetti e i Materiali caricati in

In questo tutorial, come in quelli per gli altri programmi, vedremo come
configurare due diversi tipi di Materiali: quelli opachi (siano essi metallici,
dielettrici o misti) e quelli semitrasparenti; in ogni caso, le associazioni da fare
per le Textures fornite nel pacchetto sono le stesse, per cui iniziamo parlando
dei materiali opachi.

Per prima cosa, trasciniamo le Textures con prefisso UNREAL dalla cartella
del Multi Engine Texture Pack al Content Browser del progetto; si tratta, in
particolare, di 3 immagini per Materiale, per cui nel mio esempio ne importero
sei.

NOTA: durante limportazione delle Textures Normal, Unreal potrebbe
informarci di aver convertito automaticamente I'immagine in “Normal Map”,
come visibile nel riquadro in basso a destra nellimmagine seguente;
eventualmente, confermiamo l'operazione di Unreal cliccando su OK.
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uuuuuuuuuuuuuuu

Trascinare le immagini Textures con prefisso Unreal4 nel Content Browser
del progetto; cliccare su OK se Unreal ci informa di aver trasformato le
Normal Maps.

Dopo aver importato anche le immagini nel progetto, facciamo doppio click su
un Materiale per inserirvi le immagini Texture; di default, al nodo del Materiale
e collegato un nodo vuoto: selezioniamolo, cancelliamolo e trasciniamo
nell'editor dei Materiali le tre immagini Textures di questo Materiale, dal
Content Browser.

Inserire le tre immagini Textures nell'editor dei Materiali per il Materiale
selezionato. Eliminare eventuali nodi vuoti presenti di default.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

In questo esempio, sto selezionando il Materiale “frame”, ovvero le parti
opache (sia metalliche che dielettriche), collegando le Textures in questo
modo:

l'uscita composita (RGBA) della Texture BaseColor all'ingresso

BaseColor del nodo del Materiale;

. luscita R della Texture OcclusionRoughnessMetallic all'ingresso
Ambient Occlusion del nodo del Materiale;

. luscita G della Texture OcclusionRoughnessMetallic all'ingresso
Roughness del nodo del Materiale;

. l'uscita B della Texture OcclusionRoughnessMetallic all'ingresso Metallic
del nodo del Materiale;

« l'uscita composita (RGBA) della Texture Normal all'ingresso Normal del

nodo del Materiale.

[ctace > |

o] The material's attributes describe a 3d surface

ol/egare le uscite delle tre immagini Textures alle porte di ingresso del nodo
del Materiale.

Salviamo le modifiche per far apportare i cambiamenti e torniamo alla finestra
principale del programma.

Passiamo adesso ai Materiali semitrasparenti (in questo esempio, “glass”), per
cui facciamo doppio click sul nuovo Materiale per ritrovarci di nuovo nell'editor
dei Materiali.

Le Textures vanno collegate al nodo del Materiale esattamente come per i
Materiali opachi, per cui per prima cosa effettuiamo questa operazione.
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Effettuiamo perd anche un altro collegamento: preleviamo l'uscita Alpha
(I'ultima) della Texture Base Color e colleghiamola all'ingresso Opacity del
nodo del Materiale.

Texture Sample &

uvs -t

Texture Sample &

————
[ 2

Texture Sample &

Utilizziamo la stessa configurazione di Textures e Nodi anche per il materiale
(semi)trasparente; in questo caso, pero, colleghiamo anche Il'uscita Alpha
dellimmagine BaseColor all'ingresso Opacity del nodo del Materiale.

Dopo aver salvato le modifiche, comunque, vedremo che l'oggetto ci apparira
opaco.

Cio e dovuto al fatto che, a sinistra nell'editor dei Materiali, dobbiamo cambiare
il “Blend Mode” del materiale da Opaque (valore di default) a Translucent per
il materiale selezionato; inoltre, in basso a sinistra nella scheda, dobbiamo
cambiare il parametro “Lighting Mode” in “Surface Forward Shading”.

Salviamo nuovamente le modifiche e torniamo alla finestra 3D principale del
programma: adesso il materiale semitrasparente verra visualizzato
correttamente nella scena.
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Per i Materiali semitrasparenti € necessario impostare il Blend Mode su
Translucent e il Lighting Mode su Surface Forward Shading.

Il risultato finale.

NOTA --- Qualora l'oggetto dovesse risultare... “troppo trasparente” (invisibile),
potete collegare un nodo Scalar all'ingresso Opacity del nodo del Materiale e
impostare il valore di Scalar, ad esempio, a 0.1 o 0.2, rendendo l'oggetto
semitrasparente (non troppo, ma abbastanza da farlo vedere).
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Importare le Textures PBR per i Materiali in V-Ray 4.20 per 3D Studio
MAX 2020

In questo tutorial vedremo come configurare le Textures PBR del pacchetto
Multi Engine Textures Pack in un materiale V-Ray Next Update 2 (versione
4.20) per 3D Studio MAX 2020.

Per realizzare i rendering presenti in questo tutorial ho utilizzato delle fonti di
luce e un'immagine di sfondo nel progetto 3D Studio MAX; senza questi
elementi, infatti, i rendering apparirebbero neri. Ho aggiunto anche un piano (di
colore grigio chiaro) sul quale poggiare I'oggetto, per visualizzare le ombre.

SR N

= O B ik

: o o e
La scena iniziale: oltre all'oggetto, sono presenti un piano, una fonte di luce e
la telecamera virtuale.

< af24

Iniziamo dal materiale piu semplice, “frame”, che & opaco.

Creiamo un materiale di tipo VRayMtl ed assegniamolo all'oggetto “frame”
nella scena. Clicchiamo quindi sulle caselle quadrate accanto agli slot
“Diffuse”, “Reflect” e “Reflect Glossiness”, nella sezione “Basic Parameter” del
materiale. Ogni volta apparira una finestra chiamata “Material / Map Browser”,
nella quale dovremo specificare che vogliamo creare una BITMAP per quel
canale, dopodiché dovremo specificare, come immagine, la Texture
corrispondente, utilizzando il suffisso presente nel nome file per riconoscerla;
ad esempio, per lo slot Diffuse di “frame” dovremo impostare la Texture
‘vray_frame_diffuse.png’.
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2 Material Editor - frame = 3 Material Editor - frame =

Modes  Material Mavigation Options  Utilities Modes  Material igation Options  Utilities

A frame

* Basic parameters

* Hoise

* Bitmap Parameters

opy 100,00 % wi
jon i

1
1
100,0 =

Translucent 100,0 * RGB Channel Output:

Su quattro mappe che utilizzere, tre saranno di tipo Bitmap e potremo
riconoscerle facilmente dai nomi dei file presenti nel Multi Engine Texture
Pack.

Per impostare la quarta immagine, ossia la Normal Map, procediamo in questo
modo: apriamo la sezione Maps del materiale, quindi clicchiamo sullo slot
Bump e cambiamo il tipo in VrayNormalMap. All'interno di questo oggetto
potremo impostare, nello slot “Normal Map”, la texture corrispondente (in
questo caso: “vray_frame_normal.png’).

]
Bump map: * Map #12 VRayMNormalMap
* VRayMormalMap Parameters
¥ normal map......... 1,0 v 1p #13 (vray_frame_normal.pn
v bump map

map channel,

map rotation.....

Per impostare la Normal Map, clicchiamo su Bump e cambiamone il tipo in
VRayNormalMap, quindi trasciniamo la Texture Normal nello slot Normal
Map.
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Come potete vedere, per impostare un Material opaco in V-Ray con le Textures
PBR fornite nel Multi Engine Texture Pack, & sufficiente collegare quattro
immagini PNG, che potrete riconoscere dai loro nomi (Diffuse, Reflection,
Reflection Glossiness, Normal).

Per quanto riguarda il materiale “glass” e, in generale, tutti i Materiali provvisti
di trasparenza, dobbiamo effettuare le stesse operazioni di base viste per il
materiale opaco “frame” (ovvero: associare le quattro immagini Textures ai
rispettivi slot del Materiale), dopodiché dovremo svolgere tre semplici
operazioni nella sezione “Reflect” della scheda “Basic Parameters”:

. attivare la casella “Affect Shadows”, altrimenti il materiale potrebbe
apparire nero;

. cambiare il “Refract Color” in bianco puro o, nel caso dovesse sembrare
troppo trasparente, in un grigio chiarissimo, quasi bianco;

. abbassare il valore di “IOR”, ad esempio a 1,04.

* Basic parameters

Diffuse I

Roughness

Reflect 4 Max depth 5
Glossiness g Reflect on back side
v Fresnel reflections Dim distance

L
Metalness 0,0

Affect channels col._nly

Refract ] Max depth 5
Glossiness F R v Affect shadows
IOR 1,08 =

Abbe number Affect channels g ply

Fog color ] Fog bias 0,0

Fog multiplier 1,0

Translucency

I E il i L

Per impostare un materiale VRayMtl semitrasparente, dopo aver caricato le
quattro immagini Textures come fatto con i materiali opachi, dovremo
prestare attenzione alle impostazioni Refract Color, Refract IOR e Affect
Shadows, nella sezione Basic Parameters del materiale.
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Fatto questo, i Materiali saranno correttamente impostati.

EEEET B w@w s

L'immagine renderizzata.
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Comment utiliser le Multi Engine Textures Pack pour recréer matériaux
PBR dans différentes moteurs de rendu: introduction

Dans ces Tutoriaux nous allons voir comment utiliser les textures du Multi
Engine Textures Pack, présents dans tous les paquets de modeles 3D, avec
les matériaux pour le PBR (Rendu Physique Réaliste, PBR pour ces sigles en
anglais) de quelques visualisations et les programmes de rendu 3D; en
particulier, nous allons voir:

« comment configurer une exportation Preset en Substance Painter
2019 pour exporter les Textures nécessaires pour les Cycles / Eevee en
matériel PBR4 de Blender 3D 2.79 - 2.8x; en effet, en toutes les paquets
de modéles 3D, il y a un fichier BLEND (Blender 2.7x - 2.8x) avec le
méme mateériel PBR4 qui opére toutes les Matériaux PBR (on utilisant
seulement 3 images de Texture): le matériel diélectrique, le métallique et
celle avec transparence;

. comment recréer le matériel PBR avec Specular Workflow en Marmoset
Toolbag 3;

. comment recréer le matériel PBR avec Metallic Workflow en Substance
Painter 2019;

. comment importer le modele on format FBX et les Textures reliés dans
un projet de Unity (version 2019), en utilisant Metallic Workflow pour le
the matériel;

. comment importer le modele on format FBX et les Textures reliés dans
un projet de Unreal (version 4.x), en utilisant Metallic-Roughness
Workflow pour le matériel;

. comment importer le modele on format FBX et les Textures reliés dans
un projet de 3D Studio MAX 2020 avec V-Ray comme le moteur de
rendu.

Dans toutes les Tutoriaux, je vais vous montrer quelques images en utilisant
un de mes modeles 3D, le “clinical thermometer” (ne pas fourni dans cette
guide), visible dans I'image suivant (laquelle a été rendu dans Cycles pour 3D
Blender en utilisant une scéne avec 3 sources de lumiere et une image de
Texture comme fond de l'univers virtuelle).
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B

4M, Peak:155.64M | Done | Path Tacing Sample 250250

L’objet que jutilise dans ces tutoriaux est compose par deux objets: “glass”
pour les parties transparents et “frame” pour le reste.

J’ai décidé utiliser ce modéle parce qu’il montre deux matériaux différentes
avec caractéristiques différentes: le premier (the “frame”) est opaque et il
montre les parties métalliques et les parties diélectriques; le seconde (“glass”)
est transparent, alors, il nous permet de voir comment gérer la transparence
dans le logiciel qui a était utilisé.

Les techniques discuté qu’on utilise dans ce model 3D peut étre appliqué a
tous mes modeles 3D qui ont été créeé avec mon standard:

« un Matériel pour chaque Objet;

. la carte de Textures (“UV Layout’) sans revétements;

. le format d’échange FBX inclus dans le paquet;

« lefichier BLEND avec le Matériel PBR4 et les Textures PBR pour Cycles
inclus dans ce fichier;

et, évidemment,

« le dossier MULTI ENGINE TEXTURE PACKqui porte les Textures PBR
pour les différents moteurs de rendu et pour Workflow Metallic et
Specular (matériaux PBR).
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Les Textures pour le Matériel PBR4 en Cycles / Eevee (Blender 3D 2.7x-
2.8x)

Vous allez toujours trouver un fichier BLEND créé avec une version 2.7x (0
supérieur), dans les paquets comprimé des modéles 3D. Ce fichier a les
images de Textures associe avec les Matériaux présente dans la scene.

B edtmode 3| DY %

Le fichier BLEND présente dans le paquet est toujours rempli avec des
images de Textures pour les divers Materiaux présente dans la scene.

Alors, si vous voulez utiliser I'objet avec les textures que jai fourni, vous
simplement devez mettre I'objet dans votre scéne de Blender. Voyons voir
comment.

Dans votre scéne de Projet de Blender, dans lequel vous voulez mettre I'objet
de la fagon comme il a été fourni dans le paquet, sélectionne Append du menu
Fichier.
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43 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERA\ ASSETS____\UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

E Y et 122123 M s 192 |23 Cycles Render

CtiN 5

T S | —
Shift Ctrl O i e " |

Ctrl Alt O

Append from a Library .blend file.

Sélectionne APPEND du menu FICHIER dans le projet Blende, dans lequel
vous voulez mettre 'objet.

Dans ce point, dans la fenétre File Browser de Blender, vous devez “naviguer’
jusqu’a vous importer les Objets désiré de cette fagon:

1. trouver et cliquer dans le Fichier dans lequel vous étes intéressé, de son
route dans le disque;

2. dedans le fichier, cliqué dans la section de I'Objet;

3. sélectionner tous les objets vous voulez importer et cliquer
en Append dans le formulaire.

Alor, les objets seront introduit dans sa forme actuelle, équipé avec les
Matériaux et les Textures originales, prét pour étre transforme comment en
désire.
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't o
— UVs-and-TEXTUREs

f clinical_thermometer.blend

o .

& Brush

= FreestyleLineStyle
& Image
& Material
i Mesh
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& Object
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& Texture
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Phases de APPEND; particulierement, pendent téléecharge de I'objet avec les
Matériaux et les Textures, préter attention pour sélectionner 'OBJET.

% Blender [C:\Users\Francesco-Fisso\Dropbox\ TERA\___ASSETS___\UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBRA.blend)

Les objets introduits dans la scene sont équipé avec les Matériaux et les
Textures originales.
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Si vous importez I'objet dans une scene vide, n'oublié pas d’activer les sources
de lumiére ou au moins un couleur dans le fond, ou vous ne serez pas capable
de rien voir; I'image suivant a été obtenu putting 'objet dans une sceéne fait
avec une surface blanche, 3 sources de lumiére de Lampe d’area et une image
panoramique HDR pour le fond de l'univers virtuelle.

4@ Blender” [C:\Users\Francesco-Fisso\Dropbox\TERA\, ASSETS___\UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

sfault [ 52 PRAEY scen e 251572 Cycles Render
Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

Set Onigin

e
€ Material

= Display render preview.
€ Texture

* Solid

& wireframe

(1) frame <F_01> @, Bounding Box

© ObjectMode + © 3| % 7[5l L |2 Global

Apergu de rendu d’une scene 3D de Blender (Cycles comme moteur de
rendu), avec les lumieres et une image de fond correctement placé.

Plutét, si vous voulez créer un nouveau jeu de Texture, par exemple en
Substance Painter, et vous voulez utiliser le noeud PBR4 du matériel que jai
fourni a vous, vous devez créer les Textures dans une fagon qu’ils soient
compatible avec le nceud PBR4. Cette opération a été décrite dans an autre
Tutorial de cette guide basique.
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NOTE IMPORTANT - OBJETS (SEMI)TRANSPARENTS

Le nceud PBR4 de mes Matériaux a une valeur appelé “Abs Strength’ que
signifie “Absorption Strength” et il serve pour ajuster l'intensité de I'absorption
de lumiére quand celle passe un matériel semi-transparent, coloré ou non.

Préter attention a les parametres du matériel.

Pour les matériaux colorés semi-transparent comme la confiture, vin, et fluides
pas complétement transparent en général, ce paramétre doit avoir valeurs plus
grand que 1 (lequel est la valeur para défaut), mais pour I'eau, les diamants ou
“‘pure” glasses vous devez le démonter a 0, ou 'objet aura I'air sombre.

De plus, vous devrez configurer correctement le paramétre IOR, lequel montre
'index réfractive du matériel, et que vous retrouverez rapidement avec un
simple recherche dans I'Internet; par exemple, pour un diamant, la meilleure
valeur que vous trouvera sera entre 2.1 et 2.4.
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Comment exporter les Textures pour le Matériel PBR4 de Cycles / Eevee
de Substance Painter 2019

Dans ce tutorial nous allons voir comment configurer I'exportation de Texture
en Substance Painter pour obtenir les trois Textures nécessaires pour le
matériel PBR4 de Cycles / Eevee pour 3D Blender.

Ca c’est utile parce que - comme il est décrit dans un autre Tutorial — tous mes
modéles de BLEND sont équipés avec ce matériel et, si vous voulez continuer
en l'utilisé, (pour garder la cohérence avec les autres objets dans la scene)
mais vous voulez changer les Textures (par exemple, parce que vous les avez
recréé et vous avez ajouté un logo, ou parce que vous les avez créé a partir
de rien), vous devez savoir comment exporter les images de Textures
nécessaires.

Ce tutorial a était fait avec la version 2019 de Substance Painter, et ce pour
ceux qui ont déja une bonne connaissance du logiciel (ce ne pas un tutorial
basique).

Le matériel PBR4 en Cycles / Eevee particuliérement utilise 3 images:

1. une image pour le couleur base (Albedo ou Base Color);

2. une image comme Normal Map;

3. une image compose d’autres quatre images différentes, en échelle de
gris, gardé dans les quatre canaux RGBA (Rouge, Vert, Bleu, Alpha)
d’'une seule image PNG.

Alors, dans notre projet de Substance nous avons un objet lequel est
complétement texturisé et prét pour I'exportation. Nous choisissons Export
Textures dans le menu de Substance Painter.
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Le nceud PBR4 en Cycles utilise 3 images de Textures; particulierement,
I'image ORMA est composé in réalité de 4 images (Occlusion, Roughness,
Metallic, Alpha), lié a les quatre canaux RGBA de I'image.

5, Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k {Read only)

Export Textures Ctel=Shift=E

Nous choisissons Export Textures dans le menu de Substance Painter.
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Passons a I'onglet de CONFIGURATION dans la fenétre qui apparaitra dans
I'écran. Ici nous pouvons choisir de créer un nouveau Preset d’exportation pour
le PBR4 ou de sélectionner un lequel est déja existante et ajouter a la queue
les trois Textures nécessaires, donc nous pouvons avoir les Textures
originales de Preset et les Textures pour le PBR4, apres I'exportation.

@, Expert document... 2 %

EXPORT CONFIGURATION

Le formulaire de Configuration dans 'Export Document (d’Export Textures).

Quand méme, pour créer les trois images, nous avons besoin de:

« une image RGB pour le couleur base; nous écrivons
“cycles_$textureSet_BaseColor” dans le Output Map de la Texture; nous
ne mettrons pas d’information de transparence (Opacity) dans cette
Texture;

« une image R+G+B+A pour la Texture ORMA (Occlusion, Roughness,
Metallic, Alpha); alors, nous avons besoin de 4 distinct canaux
d’'information pour mettre quatre cartes différentes dans une seule
Texture; nous écrivons “cycles_$textureSet ORMA” dans le champ
Output Map de la Texture;

« une image RGB pour le Normal Map; nous écrivons
“cycles_$textureSet _normal” pour le champ Output Map de cette texture.
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Output maps

Les trois images que vous avez besoin de créer pour I'exportation.

Dans ce point, nous devons trainer les cartes qui sont dans la partie droite du
formulaire, respectivement dedans la place du Output Maps; particulierement,
nous trainons:

Input Maps — Base Color dans la Texture BaseColor;

Input Maps — Ambient Occlusion dans la place “R” de la Texture ORMA,;
Input Maps — Roughness dans la place “G” de la Texture ORMA,;

Input Maps — Metallic dans la place “B” de la Texture ORMA,;

Input Maps — Opacity dans la place “A” de la Texture ORMA,;

Converted Maps — Normal OpenGL dans la Texture normal.

Toutes les cartes lesquelles nous sommes intéressés sont partie de la section
Input Maps, a exception de la carte Normal OpenGL, laquelle est dans la
section Converted Maps.

Notre Preset d’exportation est prét; évidement, a ce moment, nous devons
retourner au formulaire Export dans la fenétre EXPORT DOCUMENT, et,
comme il est montre dans I'image suivant, configurer:

1.

2.

la route au disque pour mettre les fichiers exportés (les trois images de
textures);

le format PNG de 8-bit (parce que nous avons besoin d’'une image avec
un canal de transparence; alors, par exemple, le JPG ne peux pas étre
utilisé);

. la configuration justement créé (le Preset) qui montre les paramétres

pour les 3 images qu’on besoin d’étre exporte pour Cycles;

. la résolution des images qu’on besoin d’étre créé (par exemple, en mon

cas, 2048x2048).
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Les associations qui ont besoin d’étre fait entre les cartes de Substance
Painter et les Textures qu’on a besoin d’étre créeé.

©, Export document... 7 X

EXPORT  CONFIGURATION

Le formulaire EXPORT dans la fenétre EXPORT DOCUMENT.

Alors, les images seront exportées dans la route choisie au disque et seront
prét pour étre lié au Matériel PBR4 en Cycles / Eevee.
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Comment recréer le Matériel PBR de I'objet avec Specular Workflow en
Marmoset Toolbag 3

Dans le dossier MULTI ENGINE TEXTURES PACK il y a, entre autres, les
Textures pour recréer les Matériaux PBR avec Specular et Metallic Workflow.
Dans ce tutorial nous allons voir comment recréer un Matériel PBR avec
Specular Workflow en Marmoset Toolbag. Tout d’abord, nous importons le
fichier FBX du model 3D dans un nouveau projet Marmoset Toolbag: nous
devons trainer le fichier FBX dedans la Vue 3D du logiciel.

Le logiciel tout de suite reconnaitra les Matériaux, lie eux au Specular
Workflow; dans ce cas, il y a deux Matériaux: le “glass” (les parties
transparents du thermometre) et le “frame” (le reste du thermomeétre).

chnical thermometer fox

Important le fichier FBX du modele dans la scene 3D; Marmoset Toolbag tout
de suite reconnaitra les Matériaux (listé dans le coin droite en haute de
I'image); dans ce cas, il y a deux: le “glass” et le “frame”.

Nous devons faire un double clique en “frame”, aprés nous ouvrirons la fenétre
File Browser et nous rentrerons dans le dossier qui a les Textures dedans le
paquet. A ce moment, nous devons trainer les images avec “PBR-SpecGloss
et le nom du Matériel’, donc, nous devons les trainer en Marmoset Toolbag de
cette fagon:

Diffuse dans I'image Albedo — I'’Albedo Map;
Glossiness dans I'image Microsurfacee — le Gloss Map;
Normal dans 'image Surface — le Normal Map;
Specular dans 'image Reflectivity — le Specular Map.

Nous pouvons exclure I'image Height.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Struments immaginl  UVs-and-TEXTURES

S PBR-SpecGlort frame, Height prg
& PBR-SpecGioss_frame_ Nermalpng
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Réglage des Textures pour le Matériel PBR Specular en Marmoset Toolbag.

Concernant le Matériel “glass”, les mémes considérations en comment trainer
et lier les cartes sont valides, mais nous devons faire une autre opération aussi:
nous devons cliquer dans le formulaire de Transparency, en bas droite, pour
sélectionner Refraction.

Le formulaire de Transparency s'ouvrira et nous devrons configurer
spécialement la valeur de I'lndex de Refraction (je vous recommande le réduire
autant que possible; par exemple, a 1.05 ou 1.02) et, s’il y est nécessaire,
décocher la case a cocher “Use Microsurface”.

Evidemment, le regarde final de I'objet sera aussi influence par I'image laquelle
a été utilisé comme éclairage environnemental; pour créer I'image dessus, jai
utilisé le Preset “Indoor Fluorescents” et jai réduit I'intensité du fond (Backdrop
Brightness) pour faire I'objet ressortir.
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La configuration d’éclairage environnemental et le fond de la scene 3D en
Marmoset Toolbag 3.
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Comment recréer le Matériel PBR de I’objet avec Metallic Workflow en
Substance Painter 2019

Dans le dossier MULTI ENGINE TEXTURES PACK, il y a, entre autres, les
Textures pour recréer les Matériaux PBR avec Specular Workflow et Metallic
Workflow. Dans ce tutorial nous allons voir comment recréer le Matériel PBR
avec le Metallic Workflow en Substance Painter 2019; si vous voulez voir
comment recréer le Matériel avec Specular Workflow, regarde mon tutorial en
Marmoset Toolbag 3.

Tout d’abord, nous importons le fichier FBX de le modéle 3D dans un nouveau
projet Substance Painter, trainant le fichier FBX dedans la Vue 3D du logiciel.
Substance Painter tout de suite nous demandera de spécifier les paramétres
pour créer un nouveau projet; nous pouvons confirmer les parametres par
défaut et continuer.

), New project ? b4

=: S(MATERIAL_MAME)_ normal

La création du projet en Substance Painter 2019.
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Substance Painter tout de suite reconnaitra les Matériaux lie a I'objet et les
mettra dans la section Texture Set List; dans ce cas nous avons deux
matériaux: le “glass” (parties transparentes du thermomeétre) et le “frame” (le
reste du thermométre).

La premiére chose a faire c’'est enlever la Layer vide qui a été créer
automatiquement par Substance Painter depuis les Matériaux (il y a deux,
dans ce cas); une fois qu'’il a était faite, nous devons créer une FILL LAYER
pour chaque Matériel.

LAYERS s a TEXTURE SET LIST LAYERS o a TEXTURE SET LIST

Pour chaque Matériel dans la Texture Set List, supprimer la Layer par défaut
et créer un nouveau Fill Layer.

A ce moment, nous devons importer les images de Texture dans le projet,
donc, nous choisissons File - Import Resources, et aprés, (dans la fenétre
Import Resources qui apparaitra on I'écran), nous sélectionne les Textures
avec le préfixe “PBR-MetalRough_” et le nome du Matériel (“glass” et “frame”
dans mon cas). Nous pouvons éviter importer les Textures HEIGHT.

Avant cliquer en “Import”, nous devons changer le tipe de ressource de
Undefined a Texture; donc, dans le sélecteur “Import your resources to:”, nous
choisissons a importer to import les images dans la Session Actuelle.
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O, Substance Paintes 2019.1.2 - Francesco-3-e-ADOBE- 2k (Resd only)

- + ENGINE-TEXTURE-PACK » Us-and-TEXTUREs

& cycles_glass ORMA png
& PBR-MetalRough frame_BaseColorpng
a8 Panzo  PBR-MetalRough frame_Height.prg

&1 Public & PBR-MetalRough frame_ Metallc.png
&l TERA & PBR-MetaiRough frame Normalpng 20192
_—— & POR-MetaiRough frame_Roughnesspng  23/06/2019 2314
& PBR-MetaiRough_glass_BaseColor.png
B Deskop T
& PBR-MetsiRough_glass Heght png
Documenti & PBR-MetalRough_glass_Metalic.png
& Downloa d & PBR-MetalRough_glass_Netmalpng

& Immagini & PBR-MetaiRough_gless floughnesspng  23/06/2079 2314

Importe les Textures dans le projet, on choisit ceux avec le préfixe
MetalRough. Nous pouvons éviter importer les Textures HEIGHT.

©, Import resources ? X

Import your resources and set their usage

Import your resources to:

Les parametres d’importation des Textures.
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A ce moment, pour chaque Matériel, nous pouvons commencer a configure les
Textures dans les places de Fill Layer qui nous avons créé, on suivant les
accouplements entre les noms des images et les places de PROPERTIES —
FILL (Base Color, Metallic, Roughness, Normal).

Les accouplements entre les images importés et les places de PROPERTIES
- FILL du Matériel.

Une note pour les Matériaux semi-transparents, comme glass: mon paquet
N’inclue PAS une Texture pour semi-transparence, lequel est appelé Alpha
ou Opacity, donc, vous devrez configurer la valeur manuellement (ou créant
une nouvelle Texture pour ce propos) dans le champ Opacity du Matériel,
dans le formulaire PROPERTIES - FILL.

Une fois que vous avez fait tout ¢a, vous aura les Matériaux Substance
justement comme je l'ai est créé, et, en commencgant de cette base, vous
serez capable de faire tous les changes que vous croiriez seront les plus
approprié (ajoutant logos, changeant couleurs ou autres propriétés du Matériel
en places différentes, etc.).

Les Matériaux peuvent étre exportés comme PBR génériques, pour Unity, pour
V-Ray, pour Adobe Dimension, pour Unreal et autres logiciels qui utilisent les
Presets natives de Substance Painter 2019; mais, si vous voulez créer les
Textures pour le Matériel PBR4 de Cycles, en utilisant le fichier BLEND
présente dans ces paquets, vous devrez créer un Preset d’exportation spécial
pour Substance.

Les instructions en comment créer le Preset pour le PBR4 en Cycles est dans
un autre Tutorial de cette guide.
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Importer les Textures PBR pour les Matériaux en Unity 2019

Pour utiliser la Texture en Unity 5 Standard Shader (qui utilise le PBR Metallic
Workflow), tout d’abord nous devons trainer le fichier FBX de I'objet qui est
dedans I'onglet du Projet, donc nous pouvons le placer dans le projet actuelle.

L’objet se va voir comme s'il est fait de deux figures géométriques et deux
Matériaux, qui au début seront gris sans aucune Texture.

Le fichier FBX importe en Unity aura les Matériaux vides, sans aucune Texture.

Maintenant, nous ne pouvons pas changer les paramétres des Matériaux,
parce que Unity importe les fichiers FBX on les donnant les Matériaux présente
dans le fichier, comme il est visible dans le formulaire Inspector's Materials
pour I'objet importé: ici, le “Material Creation Mode” est configuré en “Import
(Legacy)”, pendant que “Location” est configuré en “Use Embedded Materials”.

Comme défaut, Unity essaye d’importer les Matériaux et les Textures
directement des fichiers FBX; cependant, dans notre cas, il y a seulement les
Matériaux, mais les images de Textures sont absentes.
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Alors, on va cliquer dans I'option “Use Embedded Materials” (place “Location”),
change le a “Use External Materials (Legacy)” et clique en Apply pour appliquer
les changes.

On va sélectionner l'option "Use External Materials (Legacy)" pour Location
et appliquer les changes.

Unity créera un dossier appelé Materials et mettra dedans les Matériaux de
I'objet, mais cette fois nous pourrons les changer par les mettre dans les
Textures. Cependant, les Matériaux seront liés a I'objet, donc, aprés vous avez
mis une copie de I'objet dans la Scéne (para trainer le du Project au Inspector),
vous allez voir les changes tout de suite.

Les nouveaux Mateériaux, créé dans le dossier Materials, seront liés a I'objet
et nous serons capables de les changer.
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A ce moment, nous pouvons sélectionner les fichiers d'images avec le préfixe
“Unity5-Metallic” de le dossier Multi Engine Texture Pack et le trainer dans le
dossier de Matériaux dans l'onglet du Projet; en particuliere, nous devrons
trainer 3 images pour chaque Matériel (alors, dans mon exemple, 6 images,
parce que nous avons 2 Matériaux).
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v Sl File Home Condividi Visualizza Gestisd
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Francesco-Fisso W Unity5-Metallic_frame_MetallicSmocthness.png
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f
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37 Dropbox o
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a » .
@2 Panzo & v
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QLAY 48eclementi 6 elementi selezionati 4,47 M8
O, all
, All Prefabs
©, All Conflicte
¥ B Assets glazs
= oo
I Scenes
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Allons trainer les images avec le préfixe "Unity5-Metallic” du dossier Multi
Engine Texture Pack au dossier des Matériaux d Projet.

Configurer les Textures pour chaque Matériel c’est tres facile, parce qu’on doit
seulement trainer:

. les textures avec le suffixe AlbedoTransparency dans la place de canal
du Matériel;

. la texture avec le suffixe MetallicSmoothness dans la place de canal du
Matériel;

. latexture avec le suffixe Normal dans la place de canal du Matériel; dans
ce cas, nous devons cliquer dans le bouton “Fix Now” qui apparaitra dans
le formulaire du Matériel, pour marquer 'image comme Normal Map.
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Trainer les Textures on leur place du Matériel et cliquer le bouton “Fix Now”
pour le Normal Map.

Il N’y a pas rien a faire pour configurer un Matériel opaque; concernant les
Matériaux avec transparence, plutdt, apres faire ces liens, c’est nécessaire
changer le paramétre “Rendering Mode”, en haute de le formulaire du Material
Inspector, de “Opaque” (la valeur par défaut) a “Transparent”.

Concernant les Matériaux avec transparence, une fois que les trois images
de Textures sont combinées (comme il passe avec les Matériaux opaques),
c’est nécessaire changer le Rendering Mode d’Opaque a Transparent.
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Important les Textures PBR pour les Matériaux en Unreal Engine (4.x)

Pour utiliser le modele dans Unreal Engine 4.x, tout d’abord, nous devons
trainer le fichier FBX de l'objet dedans le Content Browser de notre projet
d’Unreal. Nous cliqguons en “Import All” dans la fenétre “FBX Import Options”
et nous continuons ignorant des alarmes sur I'absence des “Smoothing
Groups” dans les modéles.

BAdANEW® & import ©

Importe le fichier FBX dans le Content Browser de Projet d’Unreal.

Le moteur du jeu tout de suite reconnaitra les objets présentes dans le fichier
FBX (dans notre exemple, il y a deux: le “frame” et le “glass”) et les Matériaux
reliés, mais ils seront vides au début; trainant les objets dans une scéne 3D,
en effet, nous les verrons uniformément, sans aucune Texture.
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Les objets et les Matériaux téléchargés en Unreal.

Dans ce tutorial, comme dans ceux pour les autres logiciels, nous verrons
comment configurer deux différentes tipes des Matériaux: opaques
(métallique, diélectrique ou mélangé) et semi-transparents; tous les deux, les
combinaisons pour les Textures fournis dans ce paquet sont les mémes, alors
allons commencer a parler sur les Matériaux opaques.

Tout d’abord, nous trainons les textures avec le préfixe UNREAL du dossier
Multi Engine Texture Pack au Content Browser du projet; nous avons 3 images
pour chaque Matériel, donc, dans mon exemple, j'importerai 6 d’eux.

NOTE: pendant I'importation des Textures Normal, Unreal peut nous informer
qu’il a converti automatiquement I'image en “Normal Map”, comme il est
visible dans le panneau en bas a droite dans I'image suivante; nous pouvons
confirmer 'opération d’'Unreal para cliquant dans le bouton “OK”.
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FoBr @ T @)t

Trainer les Images des Textures avec le préfixe Unreal dans le Content
Browser du projet; clique en OK si Unreal nous informe qu’il a transformé les
Normal Maps.

Une fois que nous avons importé les images aussi, hous devons faire double
clique dans un Matériel pour introduire les images de Texture; comme défaut,
le noeud du Matériel est lié a un vide: nous devons le sélectionner, le
supprimer et trainer les trois images des Textures de ce Matériel de Content
Browser au I'éditeur de Matériaux.

Allons introduire les trois images des Textures dans I'éditeur de Matériaux
pour le Matériel sélectionné. Allons supprimer les nceuds vides par défaut.
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Dans cet exemple, je sélectionne le Matériel “frame” (les parties opaques, tous
les deux métalliques et diélectriques), liant les Textures de cette facon:

. la sortie du composite de Texture de BaseColor (RGBA) a la donnée
BaseColor du nceud du Matériel;

. la sortie “R” du Texture OcclusionRoughnessMetallic a la donnée
Ambient Occlusion du noeud du Matériel;

. la sortie “G” du Texture OcclusionRoughnessMetallic ala donnée
Roughness du nceud du Matériel;

. la sortie “B” du Texture OcclusionRoughnessMetallic a la donnée
Metallic du nceud du Matériel;

« la sortie du composite de Texture de Normal (RGBA) a la donnée Normal
du nceud du Matériel.
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Allons lier les sorties de les trois images de Texture a les ports de données
du nceud du Matériel.

Allons garder les changes pour les appliquer et retournez au Main Editor du
logiciel.

Allons voir maintenant les Matériaux semi-transparentes (dans cet exemple, le
‘glass”). Nous devons faire double clique dans le nouveau Matériel pour
rentrer I'éditeur de Matériaux une autre fois.
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Nous avons besoin de lier les Textures au nceud du Matériel exactement
comme pour les Matériaux opaques, donc, tout d’abord, nous devons faire
cette opération.

Cependant, nous devons faire un autre lien aussi: allons prendre la sortie Alpha
(la derniére) dans le Base Color du Texture et la lier avec la donnée Opacity
de nceud du Matériel.

Allez utiliser les mémes configurations de Textures et Noeuds pour les
Matériaux (semi-)transparents, aussi; cependant, dans ce cas-la, nous
devons aussi lier la sortie Alpha de I'image BaseColor au la donnée Opacity
du nceud du Matériel.

Une fois qu’on a gardé les changes, cependant, nous verrons que I'objet va se
regardé opaque. Ca c’est par le fait que, en la gauche du Materials’ editor,
nous devrons configure le “Blend Mode” du Matériel de Opaque (valeur par
défaut) a Translucent pour le Matériel sélectionner; de plus, en le bas gauche
de le formulaire, nous devrons changer le parametre “Lighting Mode” a
“Surface Forward Shading”.

Encore, nous gardons les changes et nous retournons au Main Editor;
maintenant, le Matériel semi-transparent sera correctement montré dans la
scene.
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Pour les Matériaux semi-transparent, il est nécessaire to configurer le Blend
Mode en Translucent et le Lighting Mode en Surface Forward Shading.

o
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* * * v

Le résultat final.

NOTE --- Dans le cas que I'objet se voie “trop transparent” (ca c’est: invisible),
vous pouvez lier un nceud Scalar au la donnée Opacity du nceud du Matériel
et configure la valeur de Scalar, par exemple, a 0.1 ou 0.2, en faisant I'objet
semi-transparente (mais pas trop... juste assez donc il y est possible de le voir).
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Important les Textures PBR pour les Matériaux en V-Ray 4.20 pour 3D
Studio MAX 2020

Dans ce tutorial nous allons voir comment configure les Textures PBR (attaché
dans le paquet Multi Engine Textures Pack) dans un Matériel V-Ray Next
Update 2 (version 4.20) pour 3D Studio MAX 2020.

Pour créer les rendues qui sont visibles dans ce tutorial, j'ai mis une source de
lumiere et une image de fond dans le projet 3D Studio MAX projet; sans ces
éléments, en effet, les rendues sembleront noir. J’ai aussi ajouter un plan (gris),
donc, nous pouvons mettre I'objet dedans pour voir les sombres.

S EEHEET & % e e

La scene initiale: en plus de les objets, il y a un plan, une source de lumiere
et une caméra virtuelle.

Allons commencer avec le Matériel plus facile, le “frame”, lequel est opaque.
Allez créer un Matériel VRayMtl et lui assigner a I'objet “frame” dans la scéne.

Donc, allons cliquer dans les boites carrées prés de les places “Diffuse”,
‘Reflect” et “Reflect Glossiness”, dans la section du Matériel “Basic
Parameter”. Une fenétre “Material / Map Browser” apparaitra, dans laquelle
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nous devrons spécifier que nous voulons créer un BITMAP pour ce
canal. Nous devrons spécifier 'image de Texture que nous voulons utiliser,
aussi; nous pouvons sélectionner I'image correcte on utilisant le suffixe
présente dans le nom du fichier pour le reconnaitre; par exemple, pour les
places Diffuse du “frame”, nous devrons de configurer la Texture
‘vray_frame_diffuse.png’.

3 Meaterial Editor - frame
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De les quatre cartes qu’on va utiliser, trois of eux seront du tipe Bitmap et
nous les reconnaitra facilement du nom du fichier présente dans le Multi
Engine Texture Pack.

Pour configure la quatrieme image, le Normal Map, nous pouvons allez de
cette facon: allons ouvrir la section de Material’s Maps et cliquer dans la place
Bump, ensuite allons le changé au tipe VrayNormalMap. Dedans cet objet
nous pouvons configurer, dans la place de “Normal Map”, la texture
correspondante (dans ce cas: “vray_frame_normal.png”).
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Pour configurer le Normal Map, allons cliquer en Bump et change le tipe a
VRayNormalMap, ensuite allons trainer la Texture Normal dans la place de
Normal Map.

Comme vous pouvez voir, to configurer un Matériel opaque in V-Ray avec les
Textures PBR Textures fourni dans le Multi Engine Texture Pack, nous devons
seulement to lier quatre images PNG que nous pouvons reconnaitre para leurs
noms (Diffuse, Reflection, Reflection Glossiness, Normal).

Concernant le Matériel “glass” (et pour tous les Matériaux qui ont transparence
en général), nous devons faire les mémes opérations basiques pour le Matériel
opaque “frame” (ca c’est: combinant les quatre images des Textures images
avec ses respectives places de Matériel); aprés ¢a, nous devrons faire trois
simples opérations dans la section “Reflect” de 'onglet “Basic Parameters”:

« cocher |la case a cocher “Affect Shadows”; sinon le Matériel semblera
noir;

« changer le “Refract Color” en pure blanc, ou, dans le cas il semble trop
transparent, en a gris tres léger, presque blanc;

« réduire la valeur “IOR”; par exemple, a 1.04.

Une fois que cela a était faite, les Matériaux seront correctement établis.
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* Basic parameters

Diffuse I

Roughness

Reflect v  Max depth 5
Glossiness 1,0 Reflect on back side
¥ Fresnel reflections Dim distance

L
Metalness 0,0

Affectchannels nly

Refract Max depth 5
Glossiness 1 ¥ Affect shadows
IOR.

Abbe number Affectchannels cof iy

Fog color ji——| Fog bias 0,0
Fog multiplier 1,0

Transhucency
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Pour configurer un Matériel VRayMtl Matériel semi-transparent, une fois
qu’on a téléchargé les quatre images des Textures comme il a était faite pour
les Matériaux opaques, nous devrons préter attention au parameétres Refract

Color, Refract 10 et Affect Shadows, dans la section Basic Parameters.
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L’image rendue.
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Wie man das Multi Engine Textures Pack verwendet, um PBR-
Materialien in verschiedenen Rendering-Engines nachzubilden:
Einfuhrung

In diesen Tutorials erfahren Sie, wie Sie Multi Engine Textures Packs
verwenden kénnen" Texturen, die in allen 3D-Modellpaketen enthalten sind,
mit den Materialien fir das PBR (Physically Based Rendering) einiger
Visualisierungen und den 3D-Rendering-Programmen, insbesondere werden
wir sehen:

. wie man eine Exportvorgabe in Substance Painter 2019 konfiguriert, um
die notwendigen Texturen fur die Cycles /Eevee in Blender 3D 2.79s -
2.8x PBR4-Material zu exportieren; in der Tat gibt es in allen 3D-
Modellpaketen eine BLEND-Datei (Blender 2.7x) mit dem gleichen
PBR4-Material, die alle PBR-Materialien (mit nur 3 Texturbildern)
bedient: das dielektrische Material, das metallische und das mit
Transparenz;

. wie man das PBR-Material mit dem Specular Workflow in Marmoset
Toolbag 3 nachbildet;

« wie man das PBR-Material mit dem Metallic Workflow im Substance
Painter 2019 neu erstellen kann;

« wie man das Modell im FBX-Format und die zugehorigen PBR-Texturen
in einem Unity-Projekt (Version 2019) mit Hilfe des Metallworkflows fur
das Material importiert;

« wie man das Modell im FBX-Format und die zugehorigen PBR-Texturen
in einem Unreal-Projekt (Version 4.x) mit dem Metallic-Roughness
Workflow fir das Material importiert;

« wie man das Modell im FBX-Format und die zugehorigen PBR-Texturen
in einem 3D Studio MAX 2020 Projekt mit V-Ray als Rendering-Engine
importiert.

In allen Tutorials zeige ich einige Bilder mit einem meiner 3D-Modelle,
dem klinischen Thermometer (nicht im Lieferumfang enthalten), das im
nachsten Bild sichtbar ist (das in Cycles for 3D Blender mit einer Szene mit 3
Lichtquellen und einem Texturbild als Hintergrund des virtuellen Universums
gerendert wurde).
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Das Objekt, das ich in diesen Tutorials verwenden werde, besteht aus zwei
Objekten: dem "Glass" fiir die transparenten Teile und dem "Frame" fiir den
Rest.

Ich" habe mich fur dieses Modell entschieden, weil es zwei verschiedene
Materialien mit unterschiedlichen Eigenschaften zeigt: das erste (das " frame")
ist undurchsichtig und zeigt Dbeides, und 2zwar die metallischen
und die dielektrischen Teile; das zweite (das "Glas") ist transparent, so dass
wir sehen konnen, wie wir die Transparenz in der Software die verwendet
wurde, verwalten konnen.

Die mit diesem 3D-Modell diskutierten Techniken konnen auf alle meine 3D-
Modelle angewendet werden, die mit meinem Standard erstellt wurden:

. ein Material fur jedes Objekt;

. die Textures-map ("UV-Layout") ohne Overlays;

. das im Lieferumfang enthaltene FBX-Austauschformat;

. die BLEND-Datei mit PBR4 Material und PBR Texturen fur Cycles, die in
der Datei enthalten sind;

und, offensichtlich,

« der MULTI-ENGINE TEXTURPACK Ordner, der die PBR-Texturen fur
die verschiedenen Rendering-Engines und fur den Workflow Metallic and
Specular (PBR-Materialien) enthalt.
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Die Texturen fiuir das PBR4-Material im Cycles/Eevee (Blender 3D 2.7x-
2.8x)

In den ZIP-Paketen fur 3D-Modelle finden Sie immer eine BLEND-Datei, die
mit einer 2.7x-Version (oder hoher) erstellt wurde. Diese Datei hat die
Texturbilder, die mit den in der Szene vorhandenen Materialien verknupft sind.

UV Editing Scene

Die BLEND-Datei, die im Paket enthalten ist, hat immer Texturbilder, die flir
die vielen Materialien, die in der Szene vorhanden sind, eingepackt sind.

Wenn Sie also das Objekt mit den von mir bereitgestellten Texturen verwenden
mochten, mussen Sie das Objekt einfach in lhre Blender-Szene aufnehmen.
Mal sehen, wie das geht.

In der Blender-Projektszene, in der Sie das Objekt so platzieren mdchten, wie
es im Paket bereitgestellt wurde, wahlen Sie Append aus dem Menu File.
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42 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS____\UTILITIES-SCRIPT-VARIE-ALTROMV20170715---RENDER-5CENE-CON-PBR4.blend]

T cycles Render

Ctrl Alt U

ctlu

Ctrl Alt O

Append from a Library .blend file.

r-')‘ Export

=& External Data

(0] Quit

Wéhlen Sie APPEND aus dem Mentli FILE im Blender-Projekt, in das Sie das
Objekt einfiigen moéchten.

An dieser Stelle, im Blender" Datei-Browser Fenstermussen Sie bis zu einem
bestimmten Punkt "navigieren", um die gewunschten Objekte auf diese Weise
zu importieren:

1. finden und klicken Sie auf die Datei, an der Sie" interessiert sind, uber
ihren Pfad auf der Festplatte;

2. in der Datei, klicken Sie auf den Objektbereich;

3. alle Objekte markieren die Sie importieren mochten, und klicken Sie
auf Append in dieser Form.

So werden die Objekte in der aktuellen Form eingefugt, mit den Materialien
und den originalen Texturen ausgestattet, bereit, wie gewunscht transformiert
zu werden.
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4 -

I UVs-and-TEXTURES
E clinical_thermometer.blend 7.59 MiB

1 -
[ Brush

= F /leLineStyle
[ Imag

i Material

[ Object
[ Scene
& Texture
[ World

1 -
& frame

& glass

APPEND-Phasen; insbesondere, wahrend hochladen des Objekts,
mit den Materialien und den Texturen, achten Sie darauf, OBJECT
auszuwéhlen.

) Blender® [C:\Users\Francesco-Fisso\Dropbox\ TERA\___ASSETS___ \UTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4 blend]

Das in die Szene eingefligte Objekt ist ausgestattet mit den Materialien
und den originalen Texturen.
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Wenn Sie das Objekt in einer leeren Szene importieren, vergessen Sie nicht,
die Lichtquellen oder zumindest eine Farbe im Hintergrund zu aktivieren, oder
Sie werden nichts sehen kdonnen; das nachste Bild wurde erhalten, indem Sie
das Objekt in eine Szene aus einer weilten Flache, 3-Flachen-Lampenquellen
und einem HDR-Panoramabild fir den Hintergrund des virtuellen Universums
setzen.

4% Blender* [C:\Users\Francesco-Fisso\Dropbox\ TERAY ASSETS__ AUTILITIES-SCRIPT-VARIE-ALTRON20170713---RENDER-SCENE-CON-PER4.blend]

= o 572 A oh (52 Cycles Render 3 A

Time:00:39.34 | Mem:160.22M, Peak:160.22M | Done | Path Tracing Sample 50/50

Set Origin :

Display render preview.

Rendering-Vorschau einer 3D-Blender-Szene (Cycles als Rendering-Engine),
wobei die Lichter und ein Hintergrundbild korrekt eingestellt sind.

Wenn Sie stattdessen ein neues Textur-Set anlegen mochten, z.B. im
Substance Painter, und Sie den Knoten PBR4 aus dem Material verwenden
mochten, das ich Ihnen zur Verfugung gestellt habe, mussen Sie die Texturen
so anlegen, dass sie mit dem Knoten PBR4 kompatibel sind. Dieser Vorgang
wurde in einem weiteren Tutorial dieses Basisleitfadens beschrieben.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

WICHTIGER HINWEIS - (HALB-)TRANSPARENTE OBJEKTE

Der PBR4-Knoten meiner Materialien hat einen Wert namens Abs
Strength" was "Absorptionsfestigkeit" bedeutet und zur Einstellung der
Lichtabsorptionsintensitat dient, wenn diese durch ein halbtransparentes
Material geht, farbig oder nicht.

Achten Sie auf die Materialparameter.

Fur die farbigen semitransparenten Materialien wie Gelee, Wein und nicht
vollstandig transparente FlUssigkeiten im Allgemeinen muss dieser Parameter
Werte groler als 1 haben (was der Standardwert ist), aber fur das Wasser, die
Diamanten oder die "reinen" Glaser mussen Sie ihn auf 0 herunterstufen, sonst
sieht das Objekt dunkel aus.

Aullerdem mussen Sie den IOR Parameter, welcher den Brechungsindex der
Materialien anzeigt, korrekt einstellen und mit einer einfachen Recherche im
Internet schnell Wiederfinden, z.B. flir einen Diamanten liegt der beste Wert
zwischen 2,1 und 2,4.
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So exportieren Sie die Texturen flir die Cycles/Eevee PBR4 Material aus
Substance Painter 2019

In diesem Tutorial erfahren wir, wie wir den Export von Texturen auf Substance
Painter konfigurieren, um die drei notwendigen Texturen fur das Cycles /Eevee
PBR4 Material fur den 3D Blender zu erhalten.

Dies ist nutzlich, da - wie in einem anderen Tutorial beschrieben - alle meine
BLEND-Modelle mit diesem Material ausgestattet sind und, wenn Sie es
weiterhin verwenden wollen (um die Koharenz mit den anderen Objekten in der
Szene zu erhalten), aber Sie die Texturen andern wollen (z.B. weil Sie sie neu
erstellt "haben und ein Logo"hinzugefugt haben, oder weil Sie sie von Grund
auf neu erstellt haben), mussen Sie wissen, wie man die notwendigen
Texturbilder exportiert. Dieses Tutorial wurde mit der Version 2019 von
Substance Painter erstellt und ist fur diejenigen gedacht, die bereits gute
Kenntnisse Uber das Programm haben (es ist kein einfaches Tutorial).

Das PBR4-Material in Cycles / Eevee verwendet insbesondere 3 Bilder:

1. ein Bild fur die Basisfarbe (Albedo oder Basisfarbe);

2. ein Bild wie Normal Map;

3. ein Bild, das aus vier weiteren verschiedenen Bildern in Graustufen
besteht, die in den vier RGBA-Kanalen (Rot, Grun, Blau, Alpha) eines
einzelnen PNG-Bildes gespeichert sind.

EY oel (023
- Data ¥

Der Knoten PBR4 in Cycles verwendet 3 Texturen Bilder; insbesondere
besteht das ORMA-BIld in Wirklichkeit aus 4 Bildern (Occlusion, Roughness,
Metallic, Alpha), die mit den Bildern vier RGBA-Kanélen verbunden sind.
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In unserem Substance-Projekt haben wir also ein Objekt, das vollstandig
texturiert und fur den Export bereit ist. Wir wahlen Export Texturen im
Substance Painters Menda.

EI_ Substance Painter 2019.1.2 - Francesco-3-e-ADOBE-2k (Read only)

ctures...  Cirl+=5hift+E

Wir wéhlen Export Texturen aus dem Substance Painters Menli.

Gehen wir zum CONFIGURATION tab, in dem Fenster, das auf dem
Bildschirm angezeigt wird. Hier konnen wir wahlen, ob wir ein neues Export-
Preset fur den PBR4 erstellen oder ein bereits bestehendes auswahlen und
die drei notwendigen Texturen zur Warteschlange hinzufiugen mochten, damit
wir nach dem Export die urspringlichen Texturen und die Texturen fur den
PBR4 haben.

Wie auch immer, um die drei Bilder zu erstellen, brauchen wir:

1. ein RGB-Bild far die Grundfarbe; wir schreiben
"cycles_$textureSet BaseColor" in diese Textures Output Map; wir
werden keine Transparenzinformationen (Opazitat) in diese Textur
einfugen;

2. ein R+G+B+A-Bild fur die ORMA-Textur (Occlusion, Roughness,
Metallic, Alpha); daher bendtigen wir 4 verschiedene Informationskanale,
um vier verschiedene Karten in nur einer Textur einzufligen; wir
schreiben "cycles_$textureSet. ORMA" in dieses Textures Output Map-
Feld,;

3. ein RGB-Bild fur  die Normal Map; wir  schreiben
"cycles_$textureSet _normal" fir dieses Textures Output Map Feld.
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G)_ Export document...

EXPORT CONFIGURATION

Input maps Mesh maps

Output maps

Die drei Bilder, die Sie flir den Export erstellen miissen.

An dieser Stelle mussen wir die Karten, die sich im rechten Teil des Formulars

bzw. innerhalb des Output Maps Slot befinden, ziehen; insbesondere ziehen
wir:

. Input Maps Basisfarbe in der BaseColor Textur;
« Input Maps Ambient Occlusion im ORMA Textures R" Slot;
« Input Maps Rauheit im ORMA Textures G Slot;
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« Input Maps Metallicim ORMA Textures B Slot;
« Input Maps Deckkraft im ORMA Textures A Slot;
. Konvertierte Maps Normal OpenGL in der normalen Textur.

Alle Karten, die uns interessieren, sind Teil des Abschnitts Input Maps, mit
Ausnahme der normalen OpenGL-Karte, die sich im Abschnitt Converted Maps
befindet.

@, Export document... 7 *®

EXPORT CONFIGURATION

Die Assoziationen, die zwischen Substance Painters Karten und den zu
erstellenden Texturen gemacht werden miissen.

Unser Exportvorschlag ist fertig; naturlich mussen wir an dieser Stelle wieder
auf das Exportformular im Fenster EXPORT-DOKUMENT zuruckgreifen und,
wie im nachsten Bild gezeigt, einstellen:

1. den Pfad zur Festplatte, um die exportierten Dateien (die drei
Texturbilder) einzuflgen,;

2. das 8-Bit-PNG-Format (weil wir ein Bild mit einem Transparenzkanal
bendtigen; so kann z.B. das JPG nicht verwendet werden);

3. die gerade erstellte Konfiguration (das Preset), die die Einstellungen fur
die 3 Bilder anzeigt, die fur Cycles exportiert werden mussen;

4. die zu erstellende Bildauflosung (z.B. in meinem Fall 2048x2048).
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©, Export document... ? %

EXPORT CONFIGURATION

Das Exportformular im EXPORT-DOKUMENT Fenster.

So werden die Bilder in den gewahlten Pfad zur Festplatte exportiert und sind
bereit, mit dem PBR4-Material in Cycles / Eevee verknupft zu werden.
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Wie man das PBR-Material "des Objekts mit spiegelndem Workflow in
Marmoset Toolbag 3 wiederherstellt.

Im Ordner MULTI ENGINE TEXTURES PACK befinden sich unter anderem
die Texturen zur Wiederherstellung der PBR-Materialien mit dem Specular und
dem Metallic Workflow. In diesem Tutorial "erfahren Sie, wie Sie ein PBR-
Material mit dem Specular Workflow in Marmoset Toolbag nachbilden konnen.

Zuerst importieren wir die FBX-Datei der 3D-Modelle in ein neues Marmoset
Toolbag-Projekt: Wir mussen nur die FBX-Datei in die 3D-Ansicht des
Programms ziehen.

Das Programm erkennt die Materialien sofort und verknuUpft sie mit dem
Specular Workflow; in diesem Fall gibt es zwei Materialien: das "Glas" (die
transparenten Teile des Thermometers) und der Rahmen (der Rest des
Thermometers).

7 [ v | FBX-—clinical thermometer
Home
« * dlinical_thermometes » FBX-—clinical thermometer
L "
i

|7 chinical_thermometer.fbx

Durch den Import der FBX-Datei des Modells in die 3D-Szene erkennt
Marmoset Toolbag sofort die Materialien (aufgelistet in der oberen rechten
Ecke des Bildes); in diesem Fall gibt es zwei davon: das Glas und den
"Rahmen”.

Wir mussen einen Doppelklick auf" frame", dann offnen wir ein Datei-
Browser Fenster und geben es in den Ordner ein, der die Texturen im Paket
enthalt.
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An dieser Stelle mUssen wir die Bilder mit dem "PBR-SpecGloss " und dem
Materialnamen" ziehen, also mussen wir sie auf diese Weise ins Marmoset
Toolbag ziehen:

das Diffuse in Albedo-Bild die Albedo-Karte;

das Glossiness in Microsurface Bild die Gloss Map;
das Normal in Oberflachenbild der Normal Map;
das Bild Spiegel in Reflexionsgrad die Spiegelkarte.

Wir kdnnen das Hohenbild weglassen.

= A4 [ « MULTI-ENGINE-TEXTURE-PACK » Ws-and-TEXTUREs

i PBR-MetaiRough_glass Metalic.png

Einstellen der Texturen flir das PBR-Spiegelungsmaterial imr Marmoset
Toolbag.

Was das "glass" Material betrifft, gelten die gleichen Uberlegungen, wie man
die Karten zieht und verbindet aber, wir mussen eine weitere
Operation durchfuhren:Wir mussen auf das Transparenzformular klicken,
rechts unten, um Refraktion auszuwahlen.

Das Transparenzformular wird sich 6ffnen und wir missen darin insbesondere
den Brechungsindex einstellen (ich empfehle Ihnen, ihn so weit wie mdglich zu
senken, z.B. auf 1.05 oder 1.02) und bei Bedarf das Kontrollkastchen "Use
Microsurface" deaktivieren.

Naturlich wird der endgultige Look des Objekts auch von dem Bild beeinflusst,
das als Umgebungsbeleuchtung verwendet wurde; um das Bild unten zu
erstellen, habe ich das Indoor Fluorescents "Preset" verwendet und die
Hintergrundintensitat (Backdrop Brightness) gesenkt, um das Objekt
hervorzuheben.
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Mormals *

¥ Diffusion: Lambertian ~

¥ Microsurface: P -
. . ¥ Reflectivity: Specular =
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¥ Albedo:

P

¥ Diffusion: Lambertian ~

¥ Reflectivity: Specular

Refraction ~

¥ Reflection:

Horizon Occlusi

Die Einstellungen der Umgebungsbeleuchtung und "der Hintergrund der 3D-
Szene in Marmoset Toolbag 3.
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Wie Sie die Objekte PBR-Material mit Metallworkflow im Substance
Painter 2019 wiederherstellen kdnnen.

Im Ordner MULTI ENGINE TEXTURES PACK befinden sich unter anderem
die Texturen zur Wiederherstellung der PBR-Materialien mit dem Specular
Workflow und dem Metallic Workflow. In diesem Tutorial erfahren Sie, wie Sie
ein PBR-Material mit dem Metallic Workflow in Substance Painter 2019
nachbilden konnen; wenn Sie sehen mochten, wie Sie das Material mit dem
Specular Workflow nachbilden konnen, schauen Sie sich mein Tutorial Uber
Marmoset Toolbag 3 an.

Zuerst importieren wir die FBX-Datei des 3D-Modells in ein neues Substance
Painter-Projekt und ziehen die FBX-Datei in die Programme" 3D View.
Substance Painter wird uns sofort bitten, die Einstellungen fur die Erstellung
eines neuen Projekts anzugeben; wir kdonnen die Standardeinstellungen
bestatigen und fortfahren.

), New project 7 x

heme: ${MATERIAL MAME) normal

Die Projekterstellung im Substance Painter 2019.
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Substance Painter erkennt sofort die mit dem Objekt verknupften Materialien
und setzt sie in den Abschnitt Texture Set List ein; in diesem Fall haben wir
zwei Materialien: das "glass" (die transparenten "Teile des Thermometers) und
den " frame (der Rest des Thermometers).

Zuerst mussen Sie die leere Ebene, die von Substance Painter automatisch
erzeugt wird, aus den Materialien entfernen (es gibt in diesem Fall zwei davon);
sobald dies geschehen ist, mussen wir fur jedes Material einen FILL LAYER
erstellen.

% TEXTURE SET LIST ¥  TEXTURE SET LIST

Flr jedes Material in der Textursatz-Liste, I6schen Sie die Standardebene
und erstellen eine neue Flillschicht.

An dieser Stelle mussen wir die Texturbilder im Projekt importieren, also
wahlen wir Datei - Ressourcen importieren, und dann (im Fenster Ressourcen
importieren, das auf dem Bildschirm erscheinen wird) wahlen wir die Texturen
mit dem Prafix "PBR-MetalRough " und dem Materialnamen ("glass" und
" frame in meinem Fall).

Wir konnen den Import der HEIGHT-Texturen vermeiden.

Bevor wir auf "Importieren" klicken, mussen wir den Ressourcentyp von
Undefiniert auf Textur andern; daher wahlen wir im Auswahlfenster "Import
your resources to": selector, die Bilder in der Current Session importieren.
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©. Substance Painter 2013.1.2 - Francesco-3-e-ADOBE-2k (Read only)

File i

0. Im

©), Select one or more files to open

€« = 4 || « MULTFENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v
Organizza *  Nuova cartella
A e £
2 Dropbox Neme Tipo
8 cycles_glass ORMA.png File PNG
|82 Monica-Francesco T
5 PBR-MetalRough _frame BaseColor.png File PNG
88 Panzo & PBR-MetalRough_frame._Height.png File PNG
&/ Public [§ PBR-MetalRough_frame_Metallic.png File PNG
&l TERA |8 PBR-MetalRough_frame_Mormal.png F
- & PBR-MetalRaugh frame Roughness.png
[& PBR-MetalRough_glass BaseColor.png
1B Desktop T ,
PBR-MetalRough_glass_Height.png
% Documenti & PBR-MetalRough_glass_Metallic.png
& Download /& PBR-MetalRaugh._glass_Mormalpng
&1 Immagini & paR-Mmmougn,gmsﬁughnmpng
D Musica & PBR-SpecGloss frame Difuze.png
B video & PBR-SpecGloss_frame_Glossiness.png

& PBR-SpecGloss_frame Height.png
[8 PBR-SpecGloss_frame Normal.png
b Rete v [ PBR-SpecGloss frame Specular.png

'L Disco locale (C)

Nome file: | “PER-MetalRough glass Roughness png” “PER-MetalRough frame._BaseColor png” “PER-Meta

LOG SHELF

Importieren Sie die Texturen im Projekt, wahlen Sie die mit dem MetalRough-
Préfix. Wir kbnnen den Import der HEIGHT-Bilder vermeiden.

©, Import resources

B
x

Import your re rces and set their usage

Import your resources to:

Die Einstellungen fiir den Import von Texturen”.
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An dieser Stelle konnen wir fur jedes Material beginnen, die Texturen in den
Fill Layers-Slots" einzustellen", die wir erstellt haben, indem wir den
Ubereinstimmungen zwischen den Bildnamen "und den "PROPERTIES FILL-
Slots (Grundfarbe, Metallic, Rauheit, Normal) folgen.

Die Ubereinstimmungen zwischen den importierten Bildern und den
Materials" PROPERTIES - FILL Slots.

Ein Hinweis fur die semitransparenten Materialien, wie z.B. Glas: Mein Paket
enthalt KEINE Textur fur die Semitransparenz, die Alpha oder Opazitat
genannt wird, so dass Sie den Wert (oder eine neue Textur zu diesem Zweck
erstellen) im Feld far "Materialopazitat im Formular® PROPERTIES FILL
manuell einstellen mussen.

Sobald Sie dies alles getan haben, haben" Sie die Substanz-Materialien genau
wie ich sie erstellt habe, und, ausgehend von dieser Basis, werden Sie in der
Lage sein, alle Anderungen vorzunehmen, die Sie flir angemessen halten
(Hinzufigen von Logos, Andern von Farben oder anderen
Materialeigenschaften an verschiedenen Orten, etc.).

Die Materialien kdnnen als generisches PBR, fur Unity, fur V-Ray, fur Adobe
Dimension, fur Unreal und andere Programme mit den nativen
Voreinstellungen des Substance Painters 2019 exportiert werden; wenn Sie
jedoch die Texturen flur das PBR4-Cyclesmaterial unter Verwendung der in den
Paketen vorhandenen BLEND-Datei erstellen mdchten, missen Sie eine
spezielle Exportvoreinstellung fur die Substanz erstellen.

Die Anweisungen zum Erstellen des Presets fur den PBR4 in Cycles finden Sie
in einem weiteren Tutorial dieses Handbuchs.
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Import der PBR-Texturen fur die Materialien in Unity 2019
(Metallworkflow)

Um die Textur in Unity 5 Standard Shader (der den PBR Metallic Workflow
verwendet) zu verwenden, mussen wir zunachst die FBX-Datei der Objekte,
die sich innerhalb der Registerkarte Project befindet, so ziehen, dass sie in das
aktuelle Projekt eingefugt werden kann.

Das Objekt sieht aus wie aus zwei Geometrien und zwei Materialien, die am
Anfang grau ohne Textur sind.

Die in Unity importierte FBX-Datei hat die Materialien leer, ohne Textur.

Im Moment konnen wir die Materialeinstellungen nicht andern", da Unity die
FBX-Dateien importiert, die ihnen die in der Datei vorhandenen Materialien
geben, wie es in der Form Inspectors Materials fur das importierte Objekt
sichtbar ist: Hier ist der Material Creatio Mode auf Import (Legacy)" eingestellt,
wahrend "Location" auf Use Embedded Materials.
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Standardméfig versucht Unity, die Materialien und die Texturen direkt aus
den FBX-Dateien zu importieren; in unserem Fall gibt es jedoch nur die
Materialien, aber die Texturbilder fehlen.

Klicken wir also auf die Option "Embedded Materials verwenden" ("Location
Slot"), andern Sie sie auf Externe Materialien verwenden (Legacy) "und klicken
Sie auf Ubernehmen, um die Anderungen zu tbernehmen.

open.

odet i animsce [

@ Mone (Material)
@ None [Material)

Waélen Sie fir Location die Option "Use External Materials (Legacy)" und
tibernehmen Sie die Anderungen.

Unity wird einen Ordner namens Materials erstellen und die Objekte Materials
in diesen Ordner einflgen, "aber diesmal konnen wir sie andern und in die
Texturen einfugen. Die Materialien werden jedoch mit dem Objekt verknupft,
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so dass Sie nach dem Einfugen einer Kopie des Objekts in lhrer Szene (durch
Ziehen aus dem Projekt zum Inspektor) sofort die Anderungen sehen.

= wararchy # scne s © trepecor I
- - 20 |wmieivzo % m e G -

Opanue

BdcsateMatarialeFrame mat

Die neuen Materialien, die im Ordner Materialien erstellt wurden, werden mit
dem Objekt verkniipft und wir kbnnen sie andern.

An dieser Stelle kdnnen wir die Bilddateien mit dem Prafix "Unity5-Metallic" aus
dem Ordner Multi Engine Texture Pack auswahlen und in den Ordner Materials
auf der Registerkarte Project ziehen; insbesondere mussen wir fur jedes
Material 3 Bilder ziehen (also in meinem Beispiel 6 Bilder, da wir 2 Materialien
haben).

Hierarch =
.ot H I & | Strumenti mmagini UVs-and-TEXTUREs - =)

« = 4 | « MULTI-ENGINE-TEXTURE-PACK > UVs-and-TEXTUREs v & | Cercain Ubs-and-TEXTURES

& Nome Data
[& PBR-SpecGloss_glass_Specularpng
oTras

23/06/20 5 e
23/06/2019 23:14 File NG
23/06/2019 2314 File PNG
23/06/2019 2314 File PNG
23/06/2019 23,15 File PNG

—~-TUTORIAL-METP——-APPUN

o Creative Cloud Files

33 Dropbox

File PNG
File PINC

File PNG
File PHG

Ziehen wir die Bilder mit dem Pré&fix "Unity5-Metallic" aus dem Ordner Multi
Engine Texture Pack in den Ordner Projects Materials.
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Die Einstellung der Texturen fur jedes Material ist sehr einfach, da wir nur
ziehen mussen:

. die Texturen mit dem Suffix AlbedoTransparency im Material channels
slot;

. die Textur mit dem Suffix MetallicSmoothness im Material channels slot;

o die Textur mit dem Suffix Normal im Material channels slot; in diesem
Fall mussen Sie auch auf die Schaltflache "Fix Now" klicken, die in der
Materialform erscheinen wird, um das Bild als Normal Map zu markieren.

= Wierarchy

@ samplescene’
Main Camera
9 Directional Light

UnieyS- Mt

glaar UnERS-Met. UniyS-Mer UniS-Met UnyS-Mer

Uritys-Mee

D Assets/Materials frame.mat —a— lassetsundie  None

Ziehen Sie die Texturen in ihre Material-Slots und klicken Sie auf die
Schaltfldche "Fix Now" fiir die Normal Map.

Es besteht keine Notwendigkeit, etwas anderes zu tun, um ein grundlegendes
undurchsichtiges Material einzustellen; in Bezug auf die Materialien mit
Transparenz ist "es stattdessen notwendig, nach dem Erstellen dieser
Verknupfungen den Parameter Rendering Mode im oberen Teil des
Materialinspektionsformulars von "Opaque" (der Standardwert) auf
Transparent zu andern.
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Bezliglich der Materialien mit Transparenz, sobald die drei Texturbilder
kombiniert sind (wie es bei den opaken Materialien der Fall ist), ist es
notwendig, den Rendering-Modus von opak auf transparent zu &ndern.
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Import der PBR-Texturen fiir die Materialien in der Unreal Engine
(Versionen 4.x)

Um das Modell im Unreal Engine 4.x zu verwenden, mussen wir zunachst die
FBX-Datei der Objekte in den Content Browser unseres Unreal-Projekts
ziehen.

Wir klicken im Fenster FBX Import Options" auf "Import All" und ignorieren
weiterhin alle Warnungen Uber die Abwesenheit von "Smoothing Groups" in
den Modellen.

@o 20 =E @@ E) (=)=

Importieren Sie die FBX-Datei im Content Browser des Unreal-Projekts.

Die Spiel-Engine erkennt sofort die vorhandenen Objekte in der FBX-Datei (in
unserem Beispiel gibt es zwei davon: den " frame" und das "glass") und die
dazugehorigen Materialien, aber diese werden am Anfang leer sein; wenn wir
die Objekte in der 3D-Szene ziehen, werden wir sie tatsachlich Unitylich sehen,
ohne jegliche Textur.
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Die Objekte und die Materialien, die in Unreal hochgeladen wurden.

In diesem Tutorial, wie auch in den anderen Programmen, sehen Sie, wie Sie
zwei verschiedene Materialtypen konfigurieren konnen: opake (metallische,
dielektrische oder gemischte) und semitransparente; in beiden sind die
Kombinationen, die Sie fur die im Paket enthaltenen Texturen vornehmen
konnen, die gleichen, also lassen Sie uns mit den opaken Materialien
beginnen.

Zuerst ziehen wir die Texturen mit dem UNREAL-Prafix aus dem Ordner Multi
Engine Texture Pack in den Projekt Content Browser; wir haben 3 Bilder fur
jedes Material, also importieren wir in meinem Beispiel 6 davon.

HINWEIS: Wahrend des Imports von Normalen Texturen kann Unreal uns
mitteilen, dass es das Bild automatisch in "Normal Map" konvertiert hat, wie es
im Panel unten rechts im nachsten Bild sichtbar ist; wir kobnnen den Vorgang
der Unreals durch Klicken auf die Schaltflache "OK" bestatigen.
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Ziehen Sie die Texturbilder mit dem Préfix Unreal im Projekt Content
Browser; klicken Sie auf OK, wenn Unreal uns informiert, dass es die Normal
Maps umgewandelt hat.

Nachdem wir auch die Projektbilder importiert haben, mussen wir einen
Doppelklick auf ein Material machen, um die Texturbilder einzuflgen;
standardmafig ist der Material-Knoten mit einem leeren verknupft: Wir missen
ihn auswahlen, I6schen und die drei Texturbilder dieses Materials aus dem
Inhaltsbrowser in den Material"editor ziehen.

Flgenwir die drei Texturbilder im Materialeditor fiir das ausgewéhlte Material
ein. Lassen Sie uns die standardméflig leeren Knoten I6schen.
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In diesem Beispiel wahle ich das frameMaterial (die opaken Teile, sowonhl
metallisch als auch dielektrisch), verbinden die Texturen auf diese Weise:

. die BaseColor Texturverbundausgabe (RGBA) zu den Materialknoten"
BaseColor-Eingabe;

. die Ausgabe der OcclusionRoughnessMetallic Textures™ R" an die
Materialknoten Ambient Occlusion Input;

. die Ausgabe der OcclusionRoughnessMetallic Textures"™ G "an die
Materialknoten Roughness input;

. die Ausgabe der OcclusionRoughnessMetallic Textures ""B" an den
Materialknoten Metallic input;

o die Ausgabe des Normal Textures Composite (RGBA) an die
Materialknoten Normal Input.

Lassen Sie uns die drei Texturbilder-Ausgénge mit den Eingangsports der
Materialknoten verknlipfen.

Speichern wir die Anderungen, um sie anzuwenden, und gehen wir zurtick zum
Haupteditor des Programms.

Werfen wir nun einen Blick auf die semitransparenten Materialien (in diesem
Beispiel das "glass"). Wir mussen auf das neue Material doppelklicken, um
wieder in den Material"editor zu gelangen.
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Wir mussen die Texturen mit dem Knoten des Materials genau wie die
undurchsichtigen Materialien verknipfen, also mussen wir zunachst diese
Operation durchfuhren.

Wir mussen aber auch noch einen weiteren Link setzen: Nehmen wir die Alpha-
Ausgabe (die letzte) in der Textur-Basisfarbe und verknupfen sie mit den
Materialknoten"Opazitatseingang.

Verwendenwir die gleiche Texturen- und Knotenkonfiguration auch fiir die
(halb-)transparenten Materialien; in diesem Fall missen wir jedoch auch die
"Alpha-Ausgabe der BaseColor-Bilder mit der Eingabe der Materialknoten
Deckkraft verknlipfen.

Sobald wir die Anderungen gespeichert haben, werden wir jedoch sehen, dass
das Objekt undurchsichtig aussieht.

Dies liegt daran, dass wir links im Material Editor fur das ausgewahlte Material
den "Material-Blend-Modus" von Opaque (Standardwert) auf Translucent
setzen mussen; aullerdem mussen wir im linken unteren Teil des Formulars
den Parameter "Lighting Mode" auf "Surface Forward Shading" andern.

Wieder speichern wir die Anderungen und kehren zum Main Editor zurlick; jetzt
wird das semitransparente Material in der Szene korrekt angezeigt.


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Fir die halbtransparenten Materialien ist es notwendig, den Blend Mode auf
Translucent und den Lighting Mode auf Surface Forward Shading einzustellen.

Das Endergebnis.

HINWEIS --- Wenn das Objekt "zu transparent aussieht (d.h. unsichtbar ist),
konnen Sie einen Scalar-Knoten" mit dem Eingang Materialknoten Opacity
verknupfen und den Scalar-Wert z.B. auf 0,1 oder 0,2 einstellen, wodurch das
Objekt halbtransparent wird (aber nicht zu viel... gerade genug, um es" zu
sehen).


https://www.cgtrader.com/francescomilanese

https..//www.cgtrader.com/francescomilanese

Import der PBR-Texturen fur die Materialien in V-Ray 4.20 fur 3D Studio
MAX 2020

In diesem Tutorial erfahren Sie, wie Sie die PBR-Texturen (im Multi Engine
Textures Pack enthalten) in einem V-Ray Next Update 2 (Version 4.20)
Material fur 3D Studio MAX 2020 konfigurieren.

Um die Renderings zu erstellen, die in diesem Tutorial sichtbar sind, habe ich
eine Lichtquelle und ein Hintergrundbild in das 3D Studio MAX-Projekt
eingeflgt; ohne diese Elemente wlrden die Renderings tatsachlich schwarz
erscheinen. Ich habe auch einen Plan (einen grauen) hinzugefugt, so dass wir
das Objekt darauf setzen konnen, um die Schatten zu sehen.

Die erste Szene: Neben den Objekten gibt es einen Plan, eine Lichtquelle
und die virtuelle Kamera.

Beginnen wir mit dem einfachsten Material, dem frame", welcher undurchsichtig
ist. Erstellen wir ein VRayMtl-Material und weisen wir es dem frame Obijekt in
der Szene.
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Klicken wir daher auf die quadratischen Kastchen neben den Schlitzen
"Diffuse”, "Reflect" und "Reflect Glossiness" im Abschnitt Basic Parameters
materials. Es erscheint ein "Material / Map Browser Fenster, in dem wir
angeben mussen, dass wir eine BITMAP fur diesen Kanal erstellen
wollen. Wir" mussen auch das Texturbild angeben, das wir verwenden wollen;
wir kdnnen das richtige Bild anhand des im Dateinamen vorhandenen Suffixes
auswahlen, um es zu erkennen; z.B. mussen wir fir denRahmenDiffuses slots
die Textur vray_frame_diffuse.pngeinstellen.

3 Material Editor - frame = 8 Material Editor - frame =7

Modes Material Mavigation Options  Utilities Modes  Material N ation Options  Utilities

map
BlendedBoxMap

E Cellular
|

VRayMt Diffuse map: & Map

* Coordinates

Anisotropy 0,0
Rotation 0,0
® localaxis X
Map channel 1
W Falloff
Wl Gradient
- . Gradient Ramp
= ap ) Marble
100,00 + I Map se.png) » 3 .
¥ a) sk
- (1000 - * Bitmap Parameters

100,
=S MultiTile

- Noise
Reload . 05L Map
Filtering . OQutput
» F',«r.:rul:l.:l Particle Age
Particle MElur
3 Perlin Marble

Bitmap: ...ometer{Vs-z

Mo Map
Mo Map
Mo Map
00,0 + Mo Map

s 00,0 4 No Map St Il RGE Multiply
[~

Raytrace

080 = Mo Map

Translucent 100,0 * RGB Channel Qutput:

& nro

Von den vier Karten, die wir verwenden werden, werden drei vom Bitmap-Typ
sein, und wir kbnnen sie leicht an den Dateinamen erkennen, die im Multi
Engine Texture Pack enthalten sind.

Um das vierte Bild, die Normal Map, einzustellen, kdnnen wir wie folgt
fortfahren: Offnen wir den Abschnitt Material"s Maps und klicken wir auf den
Bump-Slot, dann andern wir diesen auf den VrayNormalMap Typ. Innerhalb
dieses Objekts kann man im Normal MapSlot die entsprechende Textur setzen
(in diesem Fall: vray_frame_normal.png").
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o £ = m‘ T B

Bump map: * Map £12 *  VRayNormalMap

* VRayMNormalMap Parameters

¥ normal map......... 10 + 1p #13 (vray_frame_normal.pn
¥ bumpmap.......... 1,0 = Mo Map

L o o e i

T 4

ey [T o RS S S o o b S s S o o s e o b
T e e g o | PR

&
™

Um die Normal Map einzustellen, klicken wir auf Bump und &ndern den Typ
auf VRayNormalMap, dann ziehen wir die Normal Texture in den Normal Map
Slot.

Wie Sie sehen konnen, mussen wir, um ein undurchsichtiges Material in V-Ray
mit den PBR-Texturen des Multi Engine Texture Packs einzustellen, nur vier
PNG-Bilder verknupfen, die wir an ihren Namen erkennen konnen (Diffuse,
Reflection, Reflection, Reflection Glossiness, Normal).

Was das glass material betrifft (und fur alle Materialien, die Transparenz im
Allgemeinen haben), mussen wir die gleichen grundlegenden Operationen fur
das frame" opaque material durchfuhren (d.h.: die vier Texturbilder zu den
jeweiligen Materialschlitzen kombinieren); danach mussen w"ir gut drei
einfache Operationen im Abschnitt "Reflect" auf der Registerkarte "Basic
Parameters" durchfuhren:

« Aktivieren Sie das Kontrollkastchen "Affect Shadows", da das Material
sonst schwarz aussehen konnte;

. Die "Refract Color" in reines Weil} andern, oder, falls sie zu transparent
erscheint, in ein sehr helles Grau, fast weil};

. den "IOR"-Wert senken, z.B. auf 1,04.

Sobald dies geschehen ist, werden die Materialien korrekt eingestellt.
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* Basic parameters

Diffuse -

Roughness

Reflect

Glossiness 1n

¥ Fresnel reflections
£
Metalness 0,0

Refract ]

Glossiness 1,0

1I0R 1,04 =
Abbe number

Fl:u;] color _

Fog multiplier 1,0

Translucency

ol il s

Max depth 5
Reflect on back side
Dim distance

Affect channels

Col.nly =

Vax depth 5
v Affect shadows
Affect channels

Col.nly -

Fog hias 0,0

Um ein semitransparentes VRayMitl-Material einzustellen, miissen wir,
nachdem wir die vier Texturbilder wie bei den opaken Materialien
hochgeladen haben, auf die Einstellungen Refract Color, Refract 10 und
Affect Shadows im Abschnitt der Basisparameter fiir Materialien achten.

Das gerenderte Image
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48 Blender [C:\Users\Francesco-Fisso\Dropbox\ TERAY, ASSETS, AUTILITIES-SCRIPT-VARIE-ALTRO\20170715---RENDER-SCENE-CON-PBR4.blend]

Ctrl Alt O

Append from a Library .blend file.

) guit

1T .
& UVs-and-TEXTURES
E clinical thermometer.blend 7.59 MiB

T .

& Brush

[ FreestylelineStyle
& Image

& Material

& Mesh

[ ModeTree

I World

APPEND & T¥UF 1391V, TIFH] 3R 2t & Tref a¥g JUes &Hva G,
OBJECT & 797 &1 0¥ €717 3/
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o-Fisso\Dropboxt TERA', ASSETS, SUTILITIES-SCRIPT-VARIE-ALTROA20170715---RENDER-SCENE-CON-PBRA4. blend]
H = Default oL [ 52 I ‘Scene 1P Cycles Render 5 @
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