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Base Layer

mix with falloff |

mix with fresnel falloff

Clearcoat

Overview
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MOflakes

* Parameters
diffuse

level =
translucence

lewvel 10 =
ior 50 =
reflection

lewvel 10 =
glos, fresn 0.0 %
refraction

lewvel b -

dispersion 0.0

ak

ak

opadty 1.0
rounded edges

radius 0.0 =

volume
distance  10.0 =

emission
an direct illurnin

power 0.0 =2

* maps
diffuse 100.0
reflection 100.0
refl gloss 100.0
refraction 100.0
refr gloss 100.0
ior 100.0
franslucence 100.0
opadty 100.0

burmp =; + 10.0
emission 100.0

rough 0.8 % color - M

coor -

matte double sided

alpha color [ M

.

roughness glossy 0.4 =

alpha v color [

roughness glossy 1.0 %
render element color [ |
same object

absorption [ ]| scattering [

LN LSBT LA | ]

LA 1

LA 1}

LA 1

back side light lister

color I

v Map 2138626134 ( FStormMix )
¥ Map #2138626136 ( FStormMix )
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Diffuse color falloff - mix between very dark red @ edges and slightly brighter on facing angle.

Adds a touch of extra depth

. FStormMix

fexture1
- FStormFalloff - —— mask_texture
L l_ B

. FStormMix

texture1

- FStormFalloff

s N texture?

mask_texture

{

T

Reflection color is similar setup as diffuse falloff - just slightly brighter colors.

Ffake fayEr 01
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Map #3

normal value

tangent value
index L]
ior

direction

* Parameters

0.5
0.0

0.0
0
¥ 0.0+

LA 12

LA 1

0

y 0.04

z

10+

—

20

BASE Layer

NOflakes
FStorm

A

diffuse_tex

reflection_tex

() reflection_glossy_tex
() refraction_tex

() refraction_glossy_tex
() ior_tex

() translucence_tex
() opacity_tex

() bump_texture

() emission_texture

L

material1

material2

mixtexiure

Base + Flake materials blended with falloff

- FStormFalloff
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MOflakes

* Parameters

diffuse
lewvel

translucence

lewvel

ior
reflection

lewvel

glos, fresn

refraction
lewvel

dispersion

opadty

0.5

qk

1.0

bk

3.0

L L]

1.0

L1

0.0

L1

1.0

4k

0.0

L1

1.0

qk

rounded edges

radius 0.0 =

rough 0.8 % color - M

color -

matte double sided

alpha color [ ™

-

roughness glossy 0.4 =+

alpha * color [

roughness glossy 1.0 =

render element color [ |

same ohject

volume
distance 10.0 4 absorption [ | scattering [
emission
on direct illumin back side light lister
power 0.0 = color I
T maps
diffuze 100.0 * ¥ Map £2138626134 { FStormMix )
reflection 100.0 % # Map £2138626136 ( FStormMix )
refl gloss 100.0 % Mone
refraction 100.0 * Mone
refr gloss 100.0 % Mone
iar 100.0 = Mone
translucence  100.0 % Mone
opadity 100.0 = Mone
bump =1 -+ 10.0 =% MNone
Emission 100.0 = Mone
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Flake reflection color = multiple procedural noise generators blended
together to break up flake colors

[~

Copied the procedural noise generators above and desaturated
to break up glossieness of flakes

N

() diffuse_tec

FLAKE S-broad —
FStorm

reflection_tex

reflection_glossy tex

() refraction_tex

4 g () refraction_glossy tec

() ior_tex

D translucence_tex

() opacity_tex

bump_texture

() emission_texture

Bump = flake normal map + procedural noise (chip) map
blended together (to break up any patterns hopefully)
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FLAMES rused [ Foturm )

FLAKES-broad

* Parameters
diffuse
level DERS
translucence
lewel 1.0 =
ior 15.0 =
reflection
lewvel 1.0 =
glos, fresn 00 *
refraction
lewel ip =
dispersion 0.0 *
opadty 1.0 =

rounded edges

radius 0.0 =
volume

distance  10.0 =
Eemission

on direct illumin

power 0.0 g

* maps

diffuze
reflection

refl gloss
refraction
refr gloss

iar
translucence
opacity

bump g *
emission

100.0
35.0

45.0

100.0
100.0
100.0
100.0
100.0
0.73

100.0

rough 0.8 % color |

colr -

matte double sided

alpha ¥ color [ ™

roughness glossy 0.85 s M

alpha * color [N

roughness glossy 1.0 =
render element color [ |
same object

absorption [ ]| scattering [

back side light lister

color I

%

None
¥ Map £2138626187 { FStormMix )
v Map #2133626188 | FStormMix )
MNone
None
None
None
None
v Map #2138626136 ( FStormMix )
None
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ior_tex

translucence_tex
opacity_tex
burmp_texture

emission_texture

L e
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Second layer of flakes (optional)

Flake color mixed by multiple procedural noise maps

Map #5

diffusa_tex

FStormMoise

reflection_tex

reflection_glossy_tex

refraction_tex

refraction_glossy_tex

ior_tex

translucence_tex

opacity_tex

bump_texture

emission_texture

s

Sometimes I'll use the first layer of flakes (above) as a broad flake and this secondary
set as a sharper flake layer. Perhaps different colors as well.
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Map #2
* Parameters

normal value

tangent value

index L]

ior

0.5
0.0

0.0
L3

LA 1 2

LA 1}

\

0 20

direction ¥x 0.0 v D.O= z LO=

Flakes-2

* Parameters

diffuse

level 0.0 + vrough 0.8 + color [
translucence

level 1.0 = color -
ior SN matte double sided
reflection

level 1.0 % alpha color [ ™

glos. fresn 1.0 roughness glossy 0.65 = M

ak

refraction

lewvel 1.0 + alpha v color [
dispersion 0.0 % roughness glossy 1.0 %
opadity Lp = render element color [ |
rounded edges

radius 0.0 + same object

volume
distance [10.0 % absorption [ | scattering [

EMission
on direct illumin back side light lister
poOwWer 0.0 = colar N
* maps
diffuse 100.0 MNone
reflection 50,0 3+ Map #7 ( FStormMix )
refl gloss 50.0 % ¥ Map #6 ( FStormMix )
refraction 100.0 # Mone
refr gloss 100.0 % Mone
iar 100.0 = Mone
translucence 100.0 + MNone
opacity 100.0 = Maone
bump Jjio » 10 % w Map #2138626197 { F5tormMix )
Emission 100.0 = Mone
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Cl=zirmmzid [ FEiinrm )

Clearcoat

* Parameters

diffuse

level 0.0 + vrough 0.8 & color [N
translucence

level 1.0 * color -
ior 1000, * matte double sided
reflection

level 10 % alpha color [ |

glos, fresn 1.0 roughness glossy 0,97 = M

ak

refraction
level 1.0 % alpha * color [N
dispersion 0.0 s roughness glossy 1.0 %
opacity 10 4 render element color [ |
rounded edges
radius 0.0 + same object
IV Tt R o e ol e S o T T P X volume
Map 2138626137 distance [10.0 % absorption [ | scattering [
* Parameters emissian
ek i an direct illurin back side light lister
normal value . 5
wer 0.0 = |
tangent value [ - - ot -
index [ v maps
ior L] 16 =10 0
direction x 0.0% vy diffuse 100.0 % + Mone
reflection 1000 5 Mone
refl gloss 15.0 % * Map £2133626179 (FStormMix )
refraction 100.0 + + Mone
refr gloss 100.0 3 « Mone
ior 100.0 = Mone
franslucence  100.0 & + Mone
Clearcoat opadty 100.0 5 » Mone
. | . . FStorm bump 10 v 0.002 % » Map #2138626210 (FStormMix )
Reflection gloss = grunge bitmap mixed with procedural scratches g : I N e

“Clearcoat” layer is basically chrome.

Bump = Procedural noise for orangepeel blended with
procedural scratch map for damage.




