Materials for Worlds

https://www.youtube.com/embed/M71Xxt4d8R4

For an ideal introduction | would recommend watching my video on the topic of materials in my

Create Your First VRChat World series or reading its respective script.

Using a community created PBR shader (like Mochie's) will increase visual quality, and also offer
many additional features including baked specular lighting! This will allow specular highlights to
appear with baked lights, which is not possible when using the standard shader.

Height (AKA displacement) map

This texture insets or extrudes different parts of the material.

In Unity you should typically set this pretty low or else looking at the material at an angle will ruin
the effect, which is especially noticeable in VR.

These maps are more computationally expensive than all the others (Oculus' documentation
advises not to use them at all because of this). They can look great in certain circumstances but if
not necessary then they should be avoided.

¢4 Originally posted by docs.unity3d.com:

“From left to right in the above image: 1. A rocky wall material with albedo
assigned, but no normalmap or heightmap. 2. The normal assigned. Lighting is
modified on the surface, but rocks do not occlude each other. 3. The final effect
with normalmap and heightmap assigned. The rocks appear to protrude out
from the surface, and nearer rocks seem to occlude rocks behind them.”

Displacement maps are calculated using parallax mapping in Unity. This is a comparatively
low-performance real-time approximation but also the not incredibly accurate, and the
illusion breaks at intense angles. Using shaders like Mochie's standard allow you to control

how many "steps" the parallax mapping has.



https://www.youtube.com/embed/M7IXxt4d8R4
https://vrclibrary.com/wiki/books/create-your-first-vrchat-world/page/textures-and-materials
https://github.com/MochiesCode/Mochies-Unity-Shaders
https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterHeightMap.html
https://steamuserimages-a.akamaihd.net/ugc/1482200421113069055/B12A595A448FB3935AB8004959E86BD66BECEBD8/

Secondary Maps (Detail Maps) & Detail Mask

Used for extra detail or imperfections, such as cracks ofscratches in a surface or the tiny

pores of skin. Originally posted by docs.unity3d.com:

This character has a skin texture map, but no detail texture yet. We will add skin pores as a
detail texture.

The end result, the character now has subtle skin pore detail across her skin, at a much
higher resolution than the base Albedo or Normal map layer would have allowed.

Detail textures can have a subtle but striking effect on the way light hits a surface. This is

the same character in a different lighting context. You can find many separate surface

imperfection maps.

Thickness map

Used for subsurface scattering (SSS), to simulate when light passes through a material. A
great example of when to use it is for skin, leaves or cloth.

You can generate this map by inverting the normals and baking ambient occlusion in

Blender.

You will need a custom shader to apply it, like Silent's photorealistic SSS shader.

You may also want to use custom shaders for particular effects, like a water shader or a faked

volumetric lighting shader to make a light source really pop.
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https://youtu.be/gPKlUEZJQt8
https://noriben3.gumroad.com/l/SkyLightWindowLightShaft
https://noriben3.gumroad.com/l/SkyLightWindowLightShaft
https://steamcommunity.com/linkfilter/?url=https://docs.unity3d.com/2018.4/Documentation/Manual/StandardShaderMaterialParameterDetail.html
https://steamuserimages-a.akamaihd.net/ugc/1495711913292348208/F6100F4EA2AC54417FBC244D060FB08092A8D6B9/
https://steamuserimages-a.akamaihd.net/ugc/1495711913292347947/1500B2436F09F2F6CAE6F6D6FFE30CE1CA47F7FB/
https://steamuserimages-a.akamaihd.net/ugc/1495711913292358676/4A42417657C1BE3862436CEFA9023DDB7BCD8280/
https://cc0textures.com/list?category=SurfaceImperfections&sort=Popular
https://cc0textures.com/list?category=SurfaceImperfections&sort=Popular
https://youtu.be/Sw3twWmnAnU
https://s-ilent.booth.pm/items/2606348

