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INTRODUCTION

Advantages

Disadvantages



HighPoly and Lowpoly

On this kind of workflow were you need to “bake”, it is necessary to have a HighPoly
model to generate the informations over the LowPoly

Below is a comparison between a Highpoly model and the LowPoly model with the
textures applied.

If you ignore the color, they look pretty much the same right? The most visible difference is in
the silhouette because of the reduced number of polygons, that is why the silhouette on the concept

is really important. But that will be covered on another tutorial

And this is the clean LowPoly
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Programs used on this tutorial or to create the
content




Preparing the bake on XNormal

Before start baking you need to

have model with all the polygons

not exceeding 4 sides each, called
N-Gons. If you do so XNormal will give
you a warning message and stop the
calculation.

Your model is all made of triangles, using
quads helps visualize the edge flow

and if you need to smooth your mesh
the engine will know a proper way to
subdivide it. That is why when you count
your polycount, you count in triangles
and not in polygons.

In the end all your models are going to be all triangles inside the game engine, so it is not nec-

essary to worry in keeping everything in quads. | use a lot of triangles in my workflow

You also will need your lowpoly
model Unwrapped', which
means that you need to project
all your faces on a 2d texture.
Deformations will appear and it is
up to you to hide them or use in
places that are not that visible.

UV Layout of the model

1 Again, another subject for another tutorial
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UV Layout with mirrored parts to save space and have
more resolution



to Cage or not to Cage?

The baking process will get your highpoly model and project on the lowpoly. The
size or influence of this projection can be determined on XNomal or by creating a
Cage.

The cage is a copy of your lowpoly model but with its vertices offseted on the outside
convering all the highpoly.

Using a Cage will give you more control over the projecting but it will increase the
work load. Simple objects don’t need but on characters | strongly suggest to use one.
That way you can keep the higher polygon density (more important parts), like the
face, with less deformation and you can fix small problems by tweaking the vertices
position.
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BAKING



THE FIRST BAKE
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cage



When you know the bake is fine?

This is the result you want to achieve, notice that the normalmap looks fine without

errors.
Try to look for some strange color transitions. With time you are going to be used

to notice them. If you are in doubt of some parts just apply your normal map to the

lowpoly and check in the model
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Bake is working, now let’s
bake the other maps

Other baked maps:




Bent Normals
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ORGANIZING THE BAKES IN PHOTOSHOP

Occlusion

GROUP to multiply

50% gray pixe 50% transparent



Bent Normals
We are just using the green channel of this one

The bent normals is an unique normal map which is based on the world coordinates,
the green one represents the Y axis (vertical one) and you can use it to fake an light
from the top of the model.

On this one | set the group blending as SoftLight and | add a layer with a flat gray at
128 128 128 as screen blending

This layer is to control the darker parts of the green channel of the bent
normals.

With the opacity of this layer in 100% you will kill all the dark parts, you can slide it
down till you think it is ok. On this example | am using it at 80%
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Vertical Gradient

Kodde Ramp

Kostas Gialitakis

That is the result from the script



http://www.kostas.se
http://www.kostas.se

But if you are doing like me and not baking everything on a single pass, you will
probably don’t want your texture black on every non used space. That is why |
suggested on not using a full black. You can use the “magic wand” to select the full
black areas to delete
Before hitting delete, there is a workflow that | got stuck with it to expand your texture
later.

1 -select the black with magic wand (load the
uvs over it if necessary just to check)

2 - expand your selection by one pixel (select
> modify > expand)

3 - delete

4 - defringe it by one pixel (layer > matting >
defringe)

5 - expand using another great script called
"Dilate many times” download here

6 - merge the new layers and dilate again if
you think it is not enough
| usually put this layer over the occlusion
but you don’t need to do exactly the same,
actually is really good if you try to experiment by yourself. | do that all the time and
each texture is a little different.

Page 17


http://docs.unity3d.com/Manual/HOWTO-alphamaps.html

Texture Guide for 3¢ artsts

Cavity Map

Andrea “Motenai” Orioli
download link here

Actions Utilities hit Cavity map


http://www.andrea-orioli.com
https://steamcommunity.com/linkfilter/?url=https://www.dropbox.com/s/wszxpucm7hk3sjx/Utilities.DL.atn?dl=0

Final Result
Now it is time to tone down some of the maps
| reduced the Cavity to 30% opacity, the Bent to 78% and Occlusion to 73%

the nice thing of this workflow is that is not destructive, you can change the opacity
later on the coloring stage. There is still one really important pass called Light Bake, but
it is not that quick so | will create one tutorial just for that.

Here is our texture created without any 2d skills. Of course it is not finished but
painting the colors and values on this one is going to be easier
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Final Result

accessed here



http://cloud-4.steampowered.com/ugc/28468926273949181/77E08F42D118B3CE7E7AEDBA7D64003972244955/

Conclusion

This tutorial can help you on the texture phase if you don’t feel comfortable with your
2d skills by giving you a good reference of the model and its volumes.

It also can help on a team production where the animator is waiting the model to
start rigging/skinning. Providing him this base will help a lot on understanding the
deformation of the mesh. In other words, he doesn’t need to wait the finished texture
to do the animations.

Download

The files used on this tutorial can be downloaded from my dropbox here

Full Set Video Presentation

The model used on this tutorial is part of this Dota 2 Set and be watched at this
youtube like
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https://www.dropbox.com/s/8ukuw1utx6s7svw/texture%20tutorial%20by%20TVidotto-%20part%201.zip?dl=0
https://www.youtube.com/watch?v=k1-e6N6UkcI
https://www.youtube.com/watch?v=k1-e6N6UkcI
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Contact

The Original guide can be found at the Steam Guide Page

Other projects can be found at my website or at the Facebook fanpage

www.tvidotto.com

Facebook Page

About the autor
My name is Thiago Vidotto, | am a freelancer Character Artist and Animator.

| graduated as Architect and Urban
Planner at the University of Sao Paulo
and Character Animator at the Animation
Mentor’s course.

| usually stream my work with Dota 2
characters at Twitch, feel free to pass and
say hi at

www.twitch.tv/tvidotto

Current location: Paris — France
Nationality: Brazilian

Spoken languages: English, French and
Portuguese

Education: Degree in Architecture and
Animation
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