ViEERES: Calos

Applying a material to your model can be simple or complex, it depends on the model
and what you want to do. This is simple way to color texture a model.

The “Material Editor”is open
by clicking this button

Select a material sphere
and drag it to your model.
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Adjust the

surface shine
with these
two parameters.

specuerLevel 21| _|
Snﬂz;:lﬁﬂ

WTle:[10 2 Fip

[~ Real-World Map Size

e
& Map Channel: [1 2]

E Haps £ Vertex Color Channel
Amount
I~ Ambient Color . . [100 2| fibrie [RELEE
8 rx Cy &2z

I” Diffuse Color . . . [100 3 None :
I Specular Color . [T55 2| None _ Manipute |
I” specular Level . [100 3] None Fit Center
rm....gﬂ None | Bitmap Fit | Normal Alin
[~ selfTlumination . [100 % None

i — T s | BN R R e DR e N A e L A R B B PN F R E N el View Align | Region Fit
= —cee : s M 75 8 8 o 95 10 [l e |

B wfzess zlvfosr  zlzfoo 4 erid = 10.0 O | AUTOKEY ISeIeched <] bt |am b o M | CE BR T

(65 [AddTime Tag Setkey | /%, KeyFiters... |t [0 = s




