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Multi-Sub-Object (MSO) Materials

3D Character Mu]ti-Sub-iject rnateyials a!low you p.lace multip!e textures (Colors, JPEGS, AVI Movies) onto
Design a single object.This a simple intro to this process uing only one texture.

The first step is to give each side of the cube a unique “ID” number.

';@Maieﬁamdiw-ui-ﬁé;lt-k [=1E] & ) :_|E|Eh|[|@|}|

1. Select the box/cube used for the head. [Boxat .
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2. Select the different sides of the cube. You'll
see that each side has its’own ID number. —
You may use these or change them to suit
your needs.
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3. Next, select a sphere and
set it to “Multi Sub-Object”
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Next you will apply a UVWMap to all 6 sides of the cube.
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— 6. Select a side of the cube.

— 7. Apply a UYWMap and set
adjustments as needed. Do
this to each side of the cube.
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8. Set the “Material Chan. nel
to match the MSO slot
and the Material ID number.
This just keeps thing clear.
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3D Character
Design Last, you will set the 6 Map Channels in the Material Editor to match those

in the of all 6 UVWMaps.
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