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"5 Qur model is nearly ready to render, lef's
;0 o B ey |l .. apply Twilight Material Templates fo (4)
. ' LB e SketchUp materials.

an i mlal  Let's work with:

X & - Stucco

& /2 - \Water

Q X - (Glass

% 5P - Sidewalk (using a custom bump map)

\_ = __1\ = ) Select objects. Shift to extend select. Measurements
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Click the Twilight Material Tool Button
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Material Editor

Type:

==

lenmnlates

From Scene

The Twilight Materials Selection tool is
activated. If there is no SketchUp
material applied to a face, you may not
edit the default material.
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Edge Line: 0.100
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The Twilight Materials Templates are a
powerful and fast way to make realistic
materials without having 1o know how to
build materials.
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Templates Features:

- share seamlessly among all users

- physically accurate

- do not increase a model's file size

- eliminate the need for libraries

- may help eliminate missing textures

Measurements
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Realistic Glass

Architectural Glass

Brushed Metal

1 - Making "Stucco”

= (using the SketchUp texture to

ndex of Hiaht Emitzer drive the bumps on the material)
Refraction: SubSurface Scattering

shiiness: | 10000 {57 | EdgeLine: | 0100 R e

If we want the bumps on this stucco to
show, we can apply the
. Template= Stone=Natural
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- Then we link the Bump channel 1o the
texture image from SketchUp.
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We can see the bumps appear on our
preview shape. and adjust the bump
. strength or "size" as desired.
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Architectural Glass Plexi oy Maklng "“Water"
Metal (for waves. apply a bump map.
Brushed Metal or model them as in this example )

Light Emitter

Index of )
ST e SubSurface Scattering Some common clear materials that

Shininess: | 128.000 2 | Edgeline: | 0.100 depend on depth or thickness can be

| found here, Common = Thick Glass for
example. Here is where we find \Water.
The water can be a single plane on the
pool, but make sure it is covering the pool
water tight'.
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The color for the material has been
R R S AT ST Drought in from the SketchUp material

' | definition. Let's make the color white.
The transparency (Alpha=30) has now
been set automatically, and linked back
to the SketchUp material definition, so it

has changed in the view
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Type the word "White" and hit "Enter".
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For Pool Water, let's turn off 'Cast
Shadow'. This feature will work with the
“Easy” Render Methods 1-8.
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3 - Making "Window Glass"
("Thin" or "Architectural" Glass)
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For most architectural applications we will
want o use the Architectural Glass type

or "Thin Glass". It requires only a single
face 1o look it's best.
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More advanced users may have a special
bump map or reflection map they have
created. Let's insert our sidewalk bump
map in the appropriate slot.
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Sets the amount of shininess in the material

how reflective itis. If we find our material too shiny, we can
f | adjust it here... or apply a different

template. Applying another tfemplate will

not overwrite the bump map definition.
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