BB RBEME ( BENRERA Y BENET

TEEEE Bt O

27 BEREE AR

A SI% 107926L4

EEEE | EEENETERRFESEENHERRRNENRHOMBREN RIS - ME
(map ) BAUE (texture ) BIAIE - B REGMR - BL RGB (AKE ) BETHEGRITE
BS2RRE - WAHEASBHRER - BEEH BT UEMERENS ROED RS
B 2EAEXHEBRIH—HS -

&7 4

B4 3

B FRER

1. BRARG B R SRR R

o [ERYMIHZR (objectspace ) KUJZERE (tangentspace ) WIRAEIEEAEE R AER
o HHMTEERENRZBRED  EAREKRER (ZF68 ) EITEE (shading)
o ENEUMTRIESHREE (hi-res) BE . KRB ZBrush

o EBEEET UV (FEACERN 2 @ ) B RRER UV 1IEE

o EBREEREGFREREEUNESAIENEE

2. RFRREIALGE

o EREFRETLIEN—En  WEREREBBACENEK
RIBUUT BB RERREERE EAUR :
o WMEHSHMEEERINELR HAREEeMGERINEKNERBRENTRKES
o FIFEZER (low polygon ) HEIRKIZ SUE
o BBERENESRRBEEMEHRACEPRIENEZELERNAHE - EMAHETD
MY AEERE (bumpsand dents ) FIFBRBRIER
o FMASHEBEBREEE (bake ) HiA#REEE ( normal map )
FEREENESRG R T EREFRRNMEEAGE - F1 -
o CrazyBump : %8B F - SEE ( height map ) st EMERBG B ELEIERALE
o xNormal : #BZEF REZEFIIEEBEESLENE
o nDo2: MAEEREMINGEELERIEE
o Photoshop : MAAREIWEEE®E (RGB ) FEEEARILE
HEREME RACERETEZSNAE  EEREINMEHOYR - fl :
o FARERE  HEAUREIFEMMONEE
o FIEERENHEE MECHHERASTERA LAENEHE
o EBEGBUNALIKMEETR HESEHEKILE SEEMBMHETEMNEDL
o BRIMUEDEZR . SABEMABNENRYE - BEGRIEARERE (layer) - Wi
mEEI, (blend mode ) SREREZ (overlay ) - RIEMER
MR ZEEFRERTRNEESEAUE - DIECK AR R ISR A UE A

3. B BB
o KEZNDE - DIEFEFE R RIERME HEA0E
o BIEEEAHNEE  CELERBRBERETHELRLIERIFNET




BB RBEME ( BENRERA Y BENETT

EEEIR , WASHE O

ariZiEs| | WEEENE TG AMERS ¢

o HEPRERFREANLRTAHRERALEERIEF
o  EHEMANMEREIENE IR KSR 5T A B R AR RFRIETS

et




