[3Ds MAX]

1. E2|& D (Polygon Modeling)
2. ™ xIE FZH5}7|(Unwrap UVW)
3. OB) S HXI2 AARE

[Z-Brush]

4. AZHE(Scultping)

5. Z2| 5|2l &l (Polypainting)

6. 2f|ojof &A-OfA3 W FF(Mask Map)

7. Z1lE %|X3}6}7|: Decimation Master—'Freeze borders’, ‘Keep UVs' X3 —Decimate All

[Adobe Photoshop]
8. C|F =W (Diffuse Map) 24 (Z2|HQUY Zu}E+0tAIW)

[3Ds MAX]

9. LU W FE

10. AH|AUE O|ZRH(A . O Map) Y F&

11. XYEEA7|

- C| & =(Diffuse Color) X &: E2|HQAY ZAE+0tAT ¥

= AT E2{(Specular Level) Mg: HH|GE {2 EH WA . O Map)
= HIT(Bump) HE: LU W



