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30 Modeling & Animation Multi-Sub-Object (MSO) Materials

Multi-Sub-Object textures allow you place multiple textures onto a single object.

& Material Editor - Cube_Texture = |EI|£| _:::_ | E| Eh| '[| IE” }‘

il bl s SO 1. Make a box and apply an “Edit Poly” modifier — |Box01 |
and select “Polygon”. IModiﬁE, List j
2. Select the different side of the cube. You'll {7 B Edit Poly
see that each side has its"own ID number. — - :zrt&x
L i
........ Border
........ PCI'}'QCIFI
. 3. Opening the “Material Edtior” and select - Element
“Multi Sub-Object” from the list. Name it “Cube_Material”, Hhac
— 4. Apply a Video Clip to each “ID" slot
) . L on the Multi Sub-Object panel
2% (% (X (%@ @ olE(nsa R
A cobemaera | Muit/Sub-Object 5. Place the “Cube_Material” on the cube
B Multi/Sub-Object Basic Parameters | [+ Selection i
Edit Pol i
6  SetNumber | Add | Delete | I+ S |f
[+ Edit Poly Mode |
i+ Edit Geometry i
EJ Mame | Sub-Material | Onfoff [+ Soft Selection |
[1 | [Explosion | Material #25 (standard J[_JTv—=1 i[+__Paint Deformation |
|2_'|Fx1 Material #26 ( Standard )|[_] ¥ |- Polygon: Material IDs |
[3 [[F2 Material #27 ( Standard )|[_] ¥ ISE“D: [ il
[+ ][z Material #28 (Standard )|[_] ¥ _ Select [T =
IR Material #29 (Standard)|[_| ¥ K =
[6 |[Couds | Material 30 (Standard)|[ ] ¥ " Clear Selection
[|+Pniygm: Smoothing Groups |]

6. You'll see that the
ID numbers on the MSO Panel match the ID numbers on
the “Edit Poly” modifier when you select a polygon on the
cube. You can change the ID numbers if you want.
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