Manual
texture/material
merging

Some tips on combining materials in case you want to optimize your avatar or are going to do a
quest version

e Merging materials

e If you need to add any other little things



Merging materials

Let's take for example the situation where you need to combine four materials with square textures
into one
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Create a new material and add a merged texture to it
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Create UV Editing tab, turn off UV Sync Selection and change Pivot to 2d cursor (make sure the
cursor is in the lower left corner, if it is not, press "Shift+C" to return it to its original position)
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Select the merged texture
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Select old material and press "Select"
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Assign BC Deselect

In the UV editor select all vertices with button "A", then press "S" to scale, and write on the
numpad "0.5" to halve it (If you don't have numpad you can use regular numbers or just hold
"Ctrl")


https://vrclibrary.com/wiki/uploads/images/gallery/2022-02/image-1644903561672.png
https://vrclibrary.com/wiki/uploads/images/gallery/2022-02/image-1644903633840.png
https://vrclibrary.com/wiki/uploads/images/gallery/2022-02/image-1644903745031.png

ot

m w | Te

L

Select Image

e

S
il L &

Cothd

5 v
...l.‘...l'nl_'._l_ 1...‘.‘.
N

'L‘L-‘.‘H.‘ ol
e

WA Vs vavavrayiriivs .
D W AW AV AV Ay a—aril iy

-
i e 2
ﬂ»ﬂ.biﬂlib.ﬂ. D
A AV A YAty YA
.‘.‘.ﬁw‘-.‘i.“\uﬂkr Talk “
A S ST e AL

S e o M e T |

AT N T N [ e

T e oo | o, Mo T IS

To move to the desired position, press "G" then "X" or "Y" (or middle mouse button) to move along

the desired path, and also write 0.5 on the numpad for exact location. Repeat for all materials
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When everything is ready you can attach the materials to the new one. (In my case, | could just
delete the old materials)

Use Nodes

Surface Principled BSDF
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If you need to add any other
little things



Select all and press UV>Export UV Layout
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Export LV layout to file.

Set the size, transparency and select a save location
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Now you can easily determine the free space for other textures. In the blender, the UV will need to
be adjusted manually though
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