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So, how shall we start?

First of all, we may need to know basic knowledges about skin, and
try to find some regularities

Then, we’ll think about what kind of tools that could be used for
simulating good results

After that we can get our painting start




A FE RS IR, ST,
;’% , 3, FEEE AR PG 4

7| /

T R
I, q , )/ }I .
il N

----- ——HzE, FREHIRE, fHIT
----- Hay (MRS ER AR, MR ki,

S RAHY
----- BT K43 K M R TT v
----- AR B 52 3

----- IS



PAVE AT,



A, BE5 (2HrEE) b, G, E5F, EE, (B4IMmE) 2

THE LAYERS OF HUMAN SKIN.

Skin Surface
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—» Colors above skin surface

Norm v~
Es . Normal Detail
100 ~
e Mloc
(1] colors above skin surface
100 ~
Norm ~
skin surface
30 v~
| ¢4} Norm ~
= colors under skin surface
1} -
i Norm v
& more red in pores {control the areas by masking slightly with a ...
f— 44
® / Paint Norm ~ 100~ X
® $ invert
@ all Levels
® <, Fil Norm ~ 100 ~
Norm ~
' red dots
— 100 v
® 7 Paint Norm ~ 100~
® / Paint Norm ~ 100 -
Norm ~
& more red (additional red areas on joints & where the skin s thin...
—] 100 ~
® / Paint Norm v 100~ X
Norm v
o purple red {can be added on some joints)
— 100 ~
® / Paint Norm ~ 100~ X
Norm ~
blues (bright areas on body,like front upper chest)
— 100 ~
® / Paint Norm v 100~ X
Norm v
& more orange (dark areas)
— 100 ~
® / Paint Norm ~ 100~ X
- 2 Norm v
| SO u

» The skin surface

—p Colors under skin surface

Every detail are separated in
different layer, and can be found
in 3 primary folders, easy to

control and modifie

THE LAYERS OF HUMAN SKIN

(Page. 4)

Above the surface, include scar,
freckle, resh,..

Skin Surface

Under the surface, include vessel,
5k



3, texture size can be switched arbitrarily without losing quality.
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4, Textures can be exported for different engine directly

e

EXPORT  CONFIGURATION

~ - @ = Current preset:AO
. Output maps
ASDI_Lumberyard
Amazon Lumberyard AOmix

Arnold 4 UDIM (AiStandard)
Arnold 4 UDIM (AlSurface)
Arnold 4 (AiStandard)
Arnold 4 (AlSurface)

Arnold 5 (AiStandard)
Arnold 5 UDIM (AiStandard)
Corona

CryEngine

Dota 2

Keyshot

Lens Studio

Mesh Maps

PBR MetalRough

PBR MetalRough (Folder or PSD Group)
PBR SpecGloss

PBR SpecGloss from MetalRough
Redshift

Shade 3D

SpecGloss (non PBR)

Unity 5 (Standard Metallic)
Unity 5 (Standard Specular)
Unity HD Render Pipeline
Unreal Engine 4 (Packed)
Unreal Engine 4 SSS (Packed)
Vray

Vray UDIM

alpha
normal_DX
normal_maya
normal_openGL

1 output maps will be exported.

Cancel

Drag and drop maps on output's channels to setup your export.

Create: = Gray

RGB

R+G+B

Gr

$ =

RGE+A

R+G+B+A

B
X

Input maps
Ambient occlusion
Anisotropy angle
Anisotropy level
Base Color
Blending mask
Diffuse
Displacement
Emissive
Glossiness
Height
Tor
Metallic
Normal
Opacity
Reflection
Roughness
Scattering
Specular
Specular level
Transmissive
User0
Userl
User2
User3
User4
Users
Users
User7

Mesh maps

Normal

World space normal
D

Ambient occlusion
Curvature

Position

Thickness

Converted maps
1/ior
Mixed AOQ
Diffuse
f0
Glossiness
Glossiness”
Normal DirectX
Normal OpenGL
Reflection
Specular
Unity4 Diffuse
Unity4 Gloss

2D View
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