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ABSTRACT  

 

Within animation there is a large production pipeline with thousands of professions that 

work together. One of the most important parts of the production pipeline is creating 

materials for characters and objects within a scene. Without 3D texture artists, 3D 

animated characters would not have any create color or life. Everything in a 3D animation 

needs color and textures. This is where 3D texture artists play the major role in the 

production pipeline. In this demo I will demonstrate the wonders of creating materials for 

a 3D model. To achieve that I will show the powers of the program, Substance painter, 

which is the main tool texture artists use to create 3D materials. For this demo, I will be 

using a production ready 3D model of a fun frog character, Slippy, and together with the 

audience we will bring this character to life by creating his colors and textures. I will first 

demonstrate how to set up a 3D workspace that is efficient to create materials by changing 

the workspace, and “baking” our project to prepare it for materials. Then, I will show how 

a grayscale 3D model can come alive with materials by creating masks, using materials 

built into the program, texture maps, paint brushes, etc. During the entire demonstration 

the judges and audience will have a say on what colors and texture maps we should choose, 

letting them have a say in how Slippy should look. That way everything in the audience 

feels as though they have created 3D materials just like a 3D texture artist. 
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