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Modelos, Materiais e Texturas

Como se virar sem um modelador por perto



Topicos

Physics Based Render, Shaders e Texturas
Asset Store e Packages

Repositorios de modelos

Workflow de importacao




Physics Based Render : Standard shader




Albedo (RGB channels)

Brightness

Saturation

Hex Color |

V Presets
(®) Click to add new preset




etalness

METALLIC R

METALLIC DEFINES WHETHER A SURFACE APPEARS TO BE METAL OR NON-METAL
WHILST PURE SURFACES WILL BE EITHER OR ' *, BEAR IN MIND FEW PURE, CLEAN, UNWEATHERED MATERIALS EXIST IN REAL LIFE

WHEN TEXTURING A METALLIC MAPR, THIS VALUE WILL ALWAYS BE GREYSCALE AND IS STORED INTHE R CHANNEL OF AN RGB FILE

GREYSCALE

ALMOST ALL METALS =

ALMOST ALL NON-METALS =

SMOOTHNESS A

SMOOTHNESS DEFINES THE PERCEIVED GLOSSINESS OR ROUGHNESS OF A SURFACE
FOR TEXTURES, THIS IS STORED AS THE ALPHA CHANNEL OF THE SPECULAR MAP

METALS

0.0 0.1 0.2

0.0 0. 0.4 ( 0 017/ C 9

0.0 0.1 0.2
NON-METALS




Normal Map
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© www.scratchapixel.com



Outras propriedades
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Alpha (transparéncia) : Geralmente no canal Emission (emissividade)
(A) do Albedo ou Metalness.

Necessario trocar o Rendering mode para Transparent/ Fade/ Cutout



Asset Store & Packages

=B @ w

All Assets v

Type here to search assets

v Package contents

Home > 3D > Props > Furniture > Chair and Worn Sofa

« REDCRY|

Ve

\N' ™\

86.8 MB

Leam Game Development

Impressive New Assets Shop On Old Store

RED CRYSTAL
Chair and Worn Sofa FREE

%k kkk v 1userreviews

Popular Tags

Add a new tag right now?

Add tags

Chair and Worn Sofa

- Chair (3 materials)

- Sofa, Tile

- 2048 x 2048 and 4096 x 4096 Textures
Albedo, Normal, Specular, Occlusion
Specular Workflow

Import Unity Package

Chair and Worn Sofa

vid i Chair and Worn Sofa
v ¥ g Models
vid Wl Chair
¥ () Chair 1.mat
¥ @) Chair 2.mat
¥ () Chair 3.mat
(¥ s Chair [Albedo2] .tif
(¥ i Chair [Albedo3] .tif
(¥ s Chair [Albedo]..tif
(¥ s Chair [Normal] tif
v i Chair [Occlusion].tif
4 s Chair [Specular2].tif
(¥ i Chair [Specular3].tif
4 s Chair [Specular].tif
¥ [ chair.FBX
vig il Materials
¥ () Material #0.mat
vid il Sofa
v |V g Materials
¥ () Material #689.mat

(¥l Sofa [Albedo] .tif
¥ i Sofa [Normal] .tif




Internet!

°® TurboSquid Formatos genéricos:
.FBX,|.0BJ, .3DS, .DXF, .DAE, .SKP
e CG Trader
e SketchFab Proprietarios:
3D Max  (.max)
o Etc, etc... Maya (.mb, .ma)

Blender  (.blend)
Cinema4D (.c4d)
+Modo, Lightwave, Cheetah3D




Parametros de Importacao

I [
"0 Inspector |1 Lighting R " Inspector || ighting
wb ClassicKitchenChair2 Import Settings &, ClassicKitchenChair2_n Import Settings &,
i Open Open
Rig I Animation J Materlals] * Tuxture Tyoe T 1]
Meshes Texture Shape [ 20 4]
le Facto 1
*ﬁ: :il:s::le [ﬂ ] Create from Grayscale O
File Scale 0.001 » Advanced
Mesh Compression | off 4]
Read/Write Enabled [~ | Wrap Mode | Repeat i)
Optimize Mesh L] Filter Mode | Bilinear N
Import BlendShapes ¥4 Aniso Level -0 Il ]




Conferir os materiais e adicionar as texturas




Trocar os prefabs

ClassicKitchenChair2
Cube
Cube (1)

© Inspector 3% Lighting

=

| © Inspector | & Lighting

¥ ClassicKitchenChair2

¥ stati v =

n u ¥ Cube

Tag | Untagged

| Layer | Default

[ static v

Tag | Untagged

+| Layer

Default

» .~ Transform

Scale

Prefab | Select ] Revert [ Apply

¥ .~ Transform @ &
Position X0 Yo zo
Rotation X0 Yo Al

» . Cube (Mesh Filter)

» iy ¥ Box Collider

» . [IMesh Renderer




Projeto - planejamento

e Para semana que vem (entrega pelo representante no e-disciplinas):

o  Setup do projeto Unity:
m Organizagao: nomenclatura dos prefabs, pastas e cenas,
m Prefabs “placeholders”: aplicar empities e hierarquias

o Planejamento:
m Elencar um ou mais métodos de locomocao apropriados a aplicagao. Justificar.
m Listar interagdes previstas (interactables).
m Listar animacgodes previstas




Proxima aula

Fotogrametria

Mais uma op¢ao para quem nao sabe modelar




Exercicios para casa

e Devolver anaglifo
o Clarissa Alves Barreto da Rocha
Eric Nozomi Tatsuta
Rafael Szylewicz Levy
Rodrigo Rodrigues Gesuatto
Sungwon Yoon
Vitor Augusto Martin
Leonardo Gushiken Yoshitake
Quem esqueceu em casa trazer na proxima aula sem falta

o O O O O O O

e Quem nao fez versao anaglifo (falta ou outros
motivos) e deseja completar os exercicios, dar o
nome p/ monitor André no fim da aula




