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Material Hacks with Revit 2017

Amy Huber, Assistant Professor
Florida State University

Learning Objectives
e Understand the fundamentals of material mapping
e Learn how to manipulate materials
e Learn how to create custom materials
e Learn how to apply materials to system, in-place, and loadable families
Description

Attendees of this workshop will learn how to manipulate and create custom materials for
their next photorealistic rendering. The presenter will highlight how material maps (such as
bump, self-illumination, and cutouts) can give mental ray renderings added definition and
appeal. Attendees will learn how to import images to create custom materials, and learn
best practices for material image preparation—as well as how to scale and tile material
maps. Attendees will gain insight into the various techniques used to apply materials,
including surface painting and family properties. This session features Revit Architecture.
AIA Approved

Your AU Expert(s)

Amy Huber, IDEC, LEED AP, CDT, NCIDQ is an Assistant Professor at Florida State University.
As technology lead for the Dept. of Interior Architecture and Design, Huber draws on a decade
of Revit experience in teaching: Advanced Computer Aided Design, Advanced Visual
Communications, and design studios. Her student’s work includes: virtual and augmented
reality, animations, videos, lighting studies, and rendering. As a Senior Designer with Gensler,
she played an instrumental role in projects that have been recognized on state and national
venues, including a 2014 AIA National Merit Award. An inaugural board member of the Denver
Revit Uses Group, Huber helped lead Gensler--Denver’s transition to BIM. Huber has been
published in the Journal of Interior Design and the Int. Journal of Architectural Research, and
has presented on the topic of design technology and communications at conferences including:
Interior Design Educators Council, NeoCON, and the European Academy of Design.
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Finding the Material Editor Panel & Material Libraries

The materials editor is located in the Manage Tab.

Manage Tab

FrapRna

— Frows F1 for more help | :J
I [P | et T

Material Editor Panel Overview
/ Asset Tabs, see next page

Material Browser - Acoustic Ceiling Tile 24 x 24 / ? >

Seard Q Identity || Graphics | Appearance | Physical | Thermal
\
Project Materials: All v> E »WL /

- Use Kender Appearance

MName

|
Acowstic Geiling Tile 24x24 ‘ ‘ FE G822 232 232

Transparency 0
Acoustic Ceiling Tile 24 x 48

¥ Surface Pattern

Air Pattern Ceiling 24x24

Color ey

Air Infiltration Barrier

Alignment Texture Alignment...

Aluminum
¥ Cut Pattern
Analytical Floor Surface Pattern <noneZ
Color ARy

Analytical Slab Surface

EEELED]

Analytical Wall Surface

l
i

Asphalt Shingle

En- @ B «
T \\ cancal | [ ey

’User Libraries New Material Asset Browser (to find materials to add to a project)
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Asset Tabs Overview

? X - Physical Tab-used for
structural analysis

Thermal Tab —used for

.| energy analysis
Identity Tab

information

Graphics Tab Appearance Tab

displays material in non-rendered views displays the material in a Rendered,
(i.e. fill patterns & cut patterns) Realistic & Ray Trace views

Identity | Graphics Appearance
¥ Shading

|dentity aphics | Appearance

Sz O

Use Render Appearance

(o111 RGE 120 120 120

l.|

Transparency

¥ Surface Pattern

Pattern <none>

» Information -
(o111 RGE 120 120 120
¥ Generic
Alignment  Texture Alignment... T
¥ Cut Pattern =
Pattern <none>
Color [{c:RENRFIRED] Image Fade 100
Glossiness 50 -
Highlights M
> Reflectivity
P | | Transparency I
P | Cutouts
TIP You can modify the graphics tab to track » | Self llumination N

material application in Shaded Views ,
Indicates how many

materials in the
current project use
this material
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Manipulating Existing Materials

Manipulating materials (instead of creating new ones) can save time.

1. To start the process, click the show hides/panel button to show the Autodesk materials

libraries.

Before

Project Materials: All {

.5, ¥ Shading
[ Sppffis/Hides
brary panel.

¥ Surface Pattern

Name

m Concrete, Lightweight

m Concrete, Cast-in-Place gray

Concrete Masonry Units

Color |RGB 232 232 232

Transparency

Pattern Ceiling 24x24

| —-—
|

T+

[RGB 000
Cherry
Alignment  Texture Alignment.
Carpet (1) ¥ Cut Pattern
Bump 1 Pattem <none>

RGB 000
Brick, Soldier Course [LILT RGB 000

SEEEE

Brick, Common

|
'l

Asphalt Shingle

Analytical Wall Surface

Analytical Slab Surface

Analytical Floor Surface

Aluminum

Air Infiltration Barrier

Air

Acoustic Ceiling Tile 24 x 48

TIDEDEEEE

&1

@B «

Use Render Appearance

0

L]

_~ Show/Hide Library Panel

Material Browser - Acoustic Ceiling Tile 24 x 24
Search Identity | Graphics | Appearance | Physical | Thermal

After

Materials loaded in the

project material browser
\

Material library title

Material Browser - Acoustic Ceiling Tile 24x 24

Seardh

Q| identity | Graphics | Appesrance | Physical | Thermal

Project Materials: All +

]

-| ¥ Shading

Name

[ﬁ Concrete, Lightweight
[ﬂ Concrete, Cast-in-Place gray
‘I Concrete Masonry Units
u Cherry

. Carpet (1)

. Bump 1

- Brick, Soldier Course
n Brick, Common

[i Asphalt Shingle

Use Render Appearance

Color RGB 232232232

Transparency 0

L L L1

¥ Surface Pattern

Pattern Ceiling 24x24

Color [E:RIYH
Alignment  Texture Aignment...
¥ Cut Pattern

Pattern <none>

Color [Hei:Rvi

(use arrow to browse by category)

Once a material has been
selected double click or use blue = ——=p

1% yp arrow
to add these materials into the
project(above)

Autodesk Mateffals ~ )

i
o T

Name

-
. Wood Shake
i Wood Flooring
. Wood (0ak)
i Wood
e

m-@-8

«

Cancel Apply
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Tip To save time double click on the most similar material

2. Once the material is loaded in the project browser right click on it to rename or duplicate the
material (duplicate if you want to retain the old material as well)

3. Under the Appearance tab, click Duplicate the Asset, (this prevents rewriting over assets)

\ppearance /_\

Ylack L3

TIP Duplicating assets is important if you have
similar materials and don’t wish to rewrite their
properties,

Example: if a project has walls painted red and
others walls white, if both materials referring to
the same asset, changing properties to one
will change the properties of both

Modifying Non-Rendered Material Properties

To track material application it's helpful to change their properties in the graphics tab. Click on
Graphics Tab, then modify surface pattern, color, and/or cut pattern

Tip To align textures between Graphics and Appearance Tabs, under Surface Pattern, click

Texture Alignment.

CEma I

aQ Identity | Graphics | Appearance | Physical Tl

hermal

[ i= - ¥ Shading

Use Render Appearance

Alignrient [Texture Alignment...

W Cok Pattarn

r B
Align Render Appearance to Surface Pattern M

Surface Pattern

Use the arrows to align the Render Appearance relative to the

T Use arrows to move texture as
N needed

I OK l I Cancel
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Modifying Rendered (& Realistic) Material Properties

Material maps can be modified to alter the appearance of the material.

1. Click on Appearance Tab

Appearance Properties Map Overview
(listed in order of appearance)

1. Generic Maps (pages 7-12)
Q| (e | Gt [Fppemanc Pyt oo Depicts the general qualities of the rendered material

= Examples: upholstery or carpet pattern

l:; Acoustic Tile - Exposed Grid 2x2 Pebble White Q‘D |D

2. Reflectivity Maps (pages 13-14)
Depicts the amount of light that bounces off of the surface
Examples: chromes, mirrors

» Information

ﬂ ¥ Generic
Color |RGE 238 238 237 -
Image ~
Finishes.Ceilings.Acoustical Til... \ reflection
Image Fade 100 refraction

Glossiness 0 -

Highlights = Mon-Metallic -

2 P | | Reflectivity

= 3. Transparency (pages 15-16)

’ P . i :
N ? Depicts the amount of light that passes through a material
X Sem“mN Examples: glass, acrylics
e ™ 4. Cutouts Map (pages 17-18)

¥ v Can make portions of a material transparent.

- Examples: metal mesh, resin panels

™ 5. Self lllumination Map (page 19)

Used for glowing objects,

(the object does not receive shadow, but instead glows)
Examples: backlit materials

[Coc J[cads |[ #oo \6. Bump Map (page 20-21)
\ . Depict a surface’s texture,
(high values = higher relief)
Examples, carpets, rough stones

7. Tint Maps (page 22)
Can be used to add or correct color
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PREPPING MATERIAL IMAGES

There may be instances when materials need to be depicted based upon an image such as a
photograph or manufacturer’s image. A minimal amount of photo editing can prepare these
materials for application.

HACK #1 MANIPULATING MATERIAL MAPS FOR MONOLITHIC MATERIALS

Monolithic materials are those that need to be stretched across a large surface, yet the material
image is small.

Examples: materials with patterns that repeat with little distinction

MONOLITHIC IMAGE
(to be tiled along a surface)

BeFORE 7~ ¥ AFTER

=T |
i

Image File Comparison o -
Used photo editing program i |
to crop and modify all edges ’
to allow for smoother repeat I
(10mins) i I I I

lllllﬂfi Wl sl

Revit Texture Editor Texture Editor X Texture Editor X
Comparison

Rendering Output
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Steps

Create a new material in Revit Manage>Materials>Add Material G-
Rename the material Resin Panel

Duplicate the Asset
Use Generic maps to apply image titled Resin Panel Color After

Pw dME

P Information
Click on words to browse
for the file

¥ Generic

[ 1110 R.GE 30 80 80

Image -

Revit accepts multiple image
file types including .jpg, .tiff,

.bmp, .hdr (no .pdf) (no image selected)...
? *
5. Click on the image to scale -denti s [ Appesrance
i ) ty | Graphics | Appearance
the material, then click done 5 - .
e Generic(20) a O

Texture Editor *

P Information
¥ Generic
Color el=RIERE ] ~
- IRk 5'| i
L I. I LB
Resin Panel Color After.jpg
Image Fade
Glossiness 50 -
] Image Highlights | Non-Metallic =
Brightness o 100 : > Reflectivity
Invert Image B | | Transparency
¥ Transforms » Cutouts
Link texture transforms \
¥ Position R Checking this will align changes to position,
ortset EE 2 - scale, and repeat to other attributes using
- - > _
Ftation T this texture
'sza'el . — Sample size is the area the image file will be
ample Size [1'-0" = I .
— S gt stretched across (scaling)
¥Repeat The chain maintains image proportions
Horizontal | Tile x|
Vertical | Tile T Repeat, controls whether the image will be
] Done tiled in the event the image is smaller than the

surface size of the material it will applied to
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HACK #2 MANIPULATING MATERIAL MAPS FOR SEEMLESS MONOLITHIC
MATERIALS

Monolithic materials are those that need to be stretched across a large surface, yet the material
image is small, and no distinguishable repeat is desired.

Examples: concrete, terrazzo

MONOLITHIC SEEMLESS TILING seFore 7 4 AFTER
(to be tiled along a surface) " B

Image File Comparison
Used photo editing program
to copy and reflect image,
then blur the intersections

(10mins) e« B "
REFLECT ¥l it

BLURF.

Revit Texture Editor Comparison
change scale accordingly

Texture Editor X Texture Editor x

Rendering Output Comparison
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Steps

1. Create a new material in Revit Manage>Materials>Add Material G-
2. Rename the material Terrazzo

3. Duplicate the Asset

4. Use Generic maps to apply image titled Terrazzo Color After

5 Click Done.

Scaling isn’t required for this image but can be modified by clicking the image & using the
texture editor

? X
- Graphics | Appearance
IZEE Generic(20) % Dy
Displays a preview of tk
» Information results as you changeftl Texture Editor
material's appearance
¥ Generic properties,
Color [HelsR-IRaRY
Imag
ZoAFTER.tif
Image Fade
Glossiness
Highlights | Mon-Metallic
P | Reflectivity
P | | Transparency
P | Cutouts
P | | Self lllumination l;‘ Image
» Bump . -
Brightness 100
» Tint Invert Image
¥ Transforms
Link texture transforms
¥ Position
Offset |gr-g" S W
; ==
0-0" oY
Rotation 0.00°
¥ Scale
Sample Size | 1'-Q" = Width
1-0" % Height
¥ Repeat
Horizontal | Tile -
Vertical | Tile Ml
7] Done
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PREPPING MATERIAL IMAGES

HACK #3 MANIPULATING MATERIAL MAPS FOR SPECIFIC TILE PATTERN
Examples: quarter turned carpet tiles

QUARTER TURNED TILED IMAGE serore ~ ¥ AFTER

(to be tiled along a surface)

Image File Comparison

Used photo editing program 4—>
to copy and rotate image X

ROTATE 90
DEG

ReVit TeXtU re Ed itor Texture Editor X Texture Editor X
change scale accordingly
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Steps

1. Create a new material in Revit Manage>Materials>Add Material G-
2. Rename the material Carpet

3. Duplicate the Asset

4. Use Generic maps to apply image titled Carpet Tile Color After

7 X
Identity = Graphics | Appearance
. 0=
IT.EE Generic(24) o D

Texture Editer

P Information
¥ Generic
Imag
Image Fade
Glossiness 50 M
Highlights = Mon-Metallic -
P | | Reflectivity
P | | Transparency
b | Cutouts
P | | Self lllumination l;‘ Image
b || Bump Source Carpet Tile Color After.tif i
b | | Tint Brightness 100
Invert lmage
¥ Transforms
Link texture transforms
¥ Position
Offset o-0" 24K
0'-0" S
H H H 1 A 1 A H Rotation | 0.00°
5. Since the carpet tile is 2'-0" x 2'-0” scale the image —_| =
sample size to 4'-0” x 4-0” = Sale
Samplepize 4-0" = idth
(since we have 4 carpet tiles) P | Height
6. Click Done. A
Haorizantal | Tile Ml
Varisal | Tl ! el it
7 Done
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REFLECTIVITY MAPS
Reflectivity maps can be used to add shine to a surface.

Reflectivity comparison

Default Reflectivity

Direct

How much light the
material reflects when
the surface is directly
facing the camera.

=1
"
7
=}
o
i
E
=l

Oblique

How much light the
material reflects
when the surface is
at an angle to the

camera.
¥/ Reflectivity ¥ v Reflectivity
Direct | ] |50 I22 Direct | 150 k2
Obligue | 100 i Oblique o iz
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Reflectivity can be added to the Terrazzo material

1. Find Terrazzo (materials are listed in alphabetic order
2. Check the reflectivity box
3. Match Direct and Oblique reflectivity properties below

Material Browser - Terrazzo ? X
Seardh O.| |dentity | Graphics | Appearance
i ials i= - = O=
Project Materials: All 'r> 8 i= I_Ei-] Generic(21) an [
Narme - =

|
i

Tile, Porcelain, 4in H

[

(|
Il

Tile, Mosaic, Gray

m TERRAZZO BEFORE ¥ Information
- ¥ Generic
m TERRAZZO AFTER -
m Terrazzo v
1 Te.rraﬂo Color Aftertif
Structure, Wood Joist/Rafter Layer, Batt Insulation Image Fade 100
1 Glossiness 50 -
Structure, Wood Joist/Rafter Layer N =
Highlights | Non-Metallic -
Structure, Steel Bar Joist Layer ¥ 11 Reflectivity
Direct 14 -
@ Steel, Chrome Plated Oblique 50 v
e | STW T ITansparency
H 'r> Autodesk Materials 'r> [ =~ »[ | cutouts
Name "[‘] » | | Self lllumination
Zinc > Bump
b | | Tint
Wood Shake

‘Wood Flooring

=
o
a
o
(=]
o
=

=
Q
Q
(=8

INENNE

:
9
(I

«

Gl | oty

Tip: Reflectivity does add to render time, so use only on materials that need to have a shiny
surface that is visible in the rendering.
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TRANSPARENCY MAPS

Transparency maps give the effect of transparency & opacity

Default Transparency

¥ v Transparency
Amount

Image |

(no image selected)
Image Fade
Translucency
Refraction | Glass

Transparency Amount

¥ v Transparency
Amount

Image [

(no image selected)
Image Fade
Translucency |
Refraction | Glass

Translucency

surface .
Transparency specifies

N the amount of light that
light Strikes the surface at a
90-degree angle and

bounces off.
surface wy
Translucency specifies
£ the amount of light that
|l =P strikes the surface at a
light
very shallow angle
100
" .
=ij1.52
solid
¥ v Transparency
100 Amount 1]
- 1= Image o
(no image selected)
100 Image Fade 100
lo - Translucency | o 1B
=il1.52 Refraction [Gigss ~|[1.52 |
Material Browser - New Material No Medification(1) ? X
| sewrch Q| [dentty | Guphics [Appesrance []
Project Materials: Al v, Mis:l2 eI}
N Testure Ed .
- D
Ll e "
H Highlights Non-Metallic
Yl Direct | o 18
s Obiique | 0 ]
i =
y Amount l40
&) o
(no image selected)
Image Fade 100
Color2 |RGB 255 255 255 OTEER L
— | ¥Transforms s -
lL "‘ Link texture transforms Fefrctior  Ges 2
P w TF T Self Mnminat
E-@-8 <« | F | Bump

[ o
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TRANSPARNCY CON'T.

Image
Transparency

viv 'I'nnsplrent’- ¥ v Transparency
Amount
scale image map b 'mse 0 7| Image & l %
magemapy 5| li!lnlllill!ili! -1 !!l..ﬁ |
g 3 Transparency Color.jpg Transparency BW.jpg
|mage Image Fade i :|-00 1 | Image Fade : 100
ranslucen =| Translucen &
! l::{!rxti:: Glass --%D.sg Rmiﬁcti:: Glass v'-_10.5_2_
Transparency can be added to the Resin material Preview shape can be changed by

. . . . clicking the arrow
1. Find Resin (materials are listed g

in alphabetic order

2. Check the transparency box Identity | Graphics | Appearance |[<]

3. Match transparency properties 0 Generic(20)

5 (O

below
P Information
¥ Generic
Color -
Image | = -
Transparency Color after.tif
Image Fade 100
Glossiness 50 -
Highlights | Mon-Metallic -
¥ || Reflectivity
Direct | ||U ||3
Oblique | [0 ]
¥ v Transparency
Amount i
Image -
Refraction is the measurement of . (no image selected)
how much light bends rather than Image Fade 100
is absorbed Translucency 0 -
Refraction | Glass = 1.52
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CUT OUT MAP
Makes a surface partially transparent. Lighter colors render more opaque and darker colors

more transparent.
Tip Grey and colors will result in partial transparency. For a sharp image use a B&W image,
white areas will be opaque and black areas transparent.

Cut Out Map Comparision
*note generic color has been changed to red for clarity

Procedural Maps

¥ « Cutouts ¥ v Cutouts

F v '} it Ly =
.o‘o.o.",,u:.!‘_:a'r.o.':-'r.c.'l,n
i 2LV, _-‘-,v_'._-'ol' iy

Edit...

Custom Cut
Out Map

¥ v Cutouts ¥ v Cutouts

-1 LA ~ aSGRUahiInSE

Transparency greyscalejpg Transparency Threshold.jpg
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Cut Out can be added to the Resin material

1. Find Resin (materials are listed in alphabetic order
2. Check the cut out box
3. Click on the text box and browse to Resin Panel B&W After

The Resin Panel B&W After image file
was modified in a photo editing program by using a threshold command and
inverting its colors.
This allows the white areas of the map to read the colors of the generic
map, whereas black areas will be transparent.

Material Browser - Resin

Seard

Project Materials: All «

Bi=-

MName

m Softwood, Lumber
L. Sash

Roofing, EPDM Membrane

Rigid insulation

- -

Resin

Polyvinyl Chloride, Rigid

EEE=EN

«

Image

> Eel[ Illumination
»

A UM A

Transparency Color black and white2 invert.tif

X
Q| Identity | Graphics | Appearance || +] H
l:E:-u Generic(20) 2 O
P Information -
¥ Generic
Color -
Image 51 r ll 51 r
UM L
Transparency Color after.tif
Image Fade 100
Glossiness 50 -
Highlights = Mon-Metallic ~
¥ | Reflectivity
Direct | o 1[5
Oblique | [ |[E
¥ + Transparency
Amount 7
Image ~
(no image selected)
Image Fade 100
Translucency 0 -
Refraction | Glass =] 1.52
¥ .+ [Cutouts

Cancel

Apply
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SELF ILLUMINATION

Maps make objects appear as though they are glowing (they will not accept shadows)

There are several self illumination settings that can be manipulated to achieve desired effects.
Self lllumination Comparison
Color Filter

¥ v Self lllumination

[ZUCKEILIG RGE 154 22 46

¥ v Self lilumination
Luminance  Custom

Filter Color [RGB 7815747 2]
~ | 800.00 | Lumi Custom W o
Color Temg Custom ~1/500.00 | Color Temperature  Custom »1120,000.00
color temperature may need to change as well,
Luminance depending on the desired color output
¥  Self lllumination ¥ + Self lllumination
Filter Color [RGB 255 255 255 =] Filter Color [RGB 255255 255 l=
Luminance | Dim Glow ~l10.00 \ Luminance | Frosted Bulb -|200000 |
Color Temperature | Custom ~| 6,500.00 | Color Temperature | Custom - 6,500.00 ]
measured in degrees
Kelvin
Color Temperature
¥ v Self lllumination ¥ ' Self lllumination
Filter Color [RGB 255 255 255 [zl Filter Color |RGB 255 255 255 lizl
Luminance | Frosted Bulb ~|210,000.00 Luminance | Custom ~|/500.00 |
Color Temperature | Candle ~|[1,850.00 Color Temperature | Custom ~|/10,000.00 |

light.

The higher the degrees Kelvin the “bluer” the quality of
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BUMP MAPS
Add texture or an embossed/debossed appearance to a surface material. Bump mapping
increases rendering time significantly, but adds realism.

If an image is used for a bump map lighter (whiter) areas of the map appear to be raised,
(blacker) areas appear recessed. If the image is in color, the gray-scale value of each color is
used to determine bump texture.

The depth effect of a bump map is limited because it does not affect the profile of the object
itself (i.e.. raised areas of the surface cannot cast shadows on depressed areas). For greater
level changes, modeling techniques (such as model in place) should be used instead.

Bump Map Comparison

Procedural
Maps

Teure Editer x

Amount | se0

[E] o
¥ Appescance 4|
Hoise Type  Reguiar -
Sae 0sa
Color 1
Color2 RGB 255 255255 lig
¥ Noise Theeshold
¥ Transforms
Link testure ransforrs
¥ Position,
e X
o L34
(23 HZ
XV Retation { oo
[
oo
o Done

Custom Maps

black & white images give a more crisp ‘
appearance I# .

¥ v Bump v

~ Bk AL LA

Transparency Color sfteripg Transparency Color biack and white2 inverttf
Amount | v’\ Amount 860
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Bump map can be added to the carpet

While it is sometimes appropriate to use an image map for texture (such as a debossed surface)
for our carpet a Speckle procedural map to depict fiber texture instead of pattern texture.

Bump Map can be added to the Carpet material

1. Find Carpet (materials are listed in alphabetic order)
2. Check the bump box
3. Click on the arrow next to the image to see the procedural maps options
4. Select speckle
5. Match the settings below:
? X
Identity = Graphics | Appearance
IT.EE Generic(24) %n O
Texture Editor X
¥ || Reflectivity
Direct | ||l] |E|
Oblique | [0 |
¥ Transparency
Amount | ||l] |
Image El
(no image selected)
Image Fade | || 100 |
Translucency | [0 | Hisn
Refraction |G|ass '||‘|_52 | EAppeacaty
Color 1 [3€ ) -
¥ | | Cutouts Color2 [RGB 255255255 -
Image E Size 0.04
¥ Transforms
{no image selected) Link texture transforms
v Self lllumination T - :X
Filter Color |RGB 235 235 235 . sy
Luminance |Cu5tom '||CI.1]] 0-0" =
Color Temperature |Cu5tom '||6_51]]_[|] X¥Z Rotation 0.00°
0.00°
¥+ Bump
0.00°
Speckle
Edit... Done
Amount 30
» | | Tint
cance
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TINT MAP

Tint maps can be an easy way to overlay color on a generic image file. This is different from the

color modifier in the generic settings as it sits on top of the image, whereas color in the image
file requires image fade as the color is behind the image.

Comparison between color in the generic map and the application of tint

Color applied the generic map with
no image fade, and no tint

Identity | Graphics Appearance

l}“ Generic(20)
Color applied the generic map with
no image fade, and no tint

P Information =

¥ Generic

Color [RGB 222 69 112] =

/ 7 x
Iﬂage Fade ‘ :l 100 Ildznhty Graphics | Appearance

Glossiness 0 > ::__l Generic(20) EE] ™
Highlights MNen-Metallic

P Information =
¥ Generic
Color |RGE

Image |} 5 - g— =
g - I

Image Fade T | 50

TISEeTReee

1Y

Same color with tint applied, no generic color

¥ Generic 1
Color [3{e 0 -
- ~ ISl sl el
Tint Color i | l i | .I ’l i | .'__' |
Transparency Color before.jpg
Image Fade - 100
Glossiness 50 z

Highlights Non-Metallic
¥  Tint

Tint Color |RGB 222691
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PRPARING SURFACES FOR MATERIALS
There may be times when a wall needs to be sectioned off so that it can be mapped with two
different materials. To do this, the wall can be split.

1. Select the wall
2. Go to the Modify tab (with the wall selected)
3. Select the split face icon

|

Splitting Surfaces

G- 2-l 0N G- G- P

B YETTH

51 Cut - - |

Paste < ‘g* &~ :—_-I og |

T Y e & (PO ir =2
Clipboard Geometry Modify

4. Use sketch lines (pink lines) to draw the
location of the split (lines will need to be
connected)

|| T¥pe a keyword or phrase

5. Click green check box to finish

anges and exits sketch mode.

Press F1 for more help

Different materials can now be applied
Material 1 Material 2
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APPLYING MATERIALS TO SURFACES

There are multiple ways to apply materials to modeled surfaces. This depends on how the
object was modeled (i.e. system families (walls, floors, ceilings), loadable families (furniture,
windows, etc.), or in-place families) AND the thickness of the material (i.e. thick stone vs. wall
paint).

1. Painting on a surface

This application method can be done for a system family where the material has little to no
thickness.

1. Select Wall (or other system family)

2. Select Paint Icon

3. Select desired material in the material browser \
(but don'’t close the material browser) r

5 DEEUN:*‘:%
B O Taaxs SIS

Modify View | Measu Creal

4. Click on the surface face to apply the material

c
i
4

1

*note this does not add thickness

Material Browser - TERRAZZO AFTER 7 X

I Q|
Project Materials: All v> i=- 1/
Stainless  Steel ASTM Steel, &
Steel Ag92 R
Project Browser - Material Ha Ima... X
Bk eves. (all)
Level 2
Site
& Celling Plans
Level 1
Steel, Structure, Structure, ey

Chro...ated Stee...ayer Wood...ter i
{30} Copy 1 Copy 1

e . L) | oo T

Structure, | TERRAZZO | TERRAZZO Tip: Do this in the realistic view if you
i AR HENR s have not modified the graphics tab
N properties.

} ‘ [ ‘ This will allow you to track which
surfaces the materials have been
Tile, Tile, Vapor appl.ied to.

Mos...ray Porce..., 4in Retarder

ri , - p Do not select Done until you have
Done ‘/

applied the material
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AUTODESK UNIVERSITY

APPLYING MATERIALS TO SURFACES
2. Material Properties

This should be done to system families where the material has thickness.

1. Select the wall (or other system family)

Prnpel!'ie.s
T L 2. Under the properties menu (to the right of
u enenc - .
the screen) select Edit type
Floors (1) v \ g Edit Type
Structural 5 ®
Structural 0 [ [ e ol
Enable Analyt\.‘.é | Displays properties for the far Eamiy:  System Famiy: Fioor - T
A : " | element belongs. e P 5 [[oes
SIGFE Press F1 for more help | e
Perimeter 400" 0" Type Parameters
Area 10000.00 SF Parameter Value D
Volume 10000.00 CF
Elevation at Tep:0' 0" I:;ﬁ':mm& e Edit.. I
Function i
= ~
Y Famiy: Fioor .
S e iieen
Resistance (R): 0,000 (h-Ft3-F)ETU
Thermal Mass: 0.0000 BTU/F
Function | Materiol | Thickness |Wraps “Nraceors| | Variabie
;_.Sl;uc\um.lﬂ <By Catego 1:- ' M. .0
fiomee : & 1
<<preven [ || con Edit Assembly
o Family: Basic Wall
[ et | Type: Generic - 87
/ Total thickness: [ Sample Height: 0 0
. Resistance (R): 0,0000 (h-ft2-F)/BTU
Select Edit structure Thermal Mess: 0,000 TU/
= EXTERIOR. SIDE
Under the Edit Assembly add a layer Function |  Materal | Thickness | Wiaps| Sriciur
for the material by clicking Insert | [y e be
@ [Finish2[5] <8y Categopia: D' 0 ]
/ 3 [structure [1] < oy 0§ =
- 4 |Core Below 0 0"
Change Core boundary to Finish 2[5] and =
desired thickness /
INTERICR. SIDE
Click material to go to the material browser Coret ] o || w || oem |
Default Wrapping
Browse to the desired material Botes 3 7
. Modify Vertical Structure (Section Preview only)
Select ok 3 times to accept all changes — S— —
Assign Layers Split Region Reveals
<< Preview ‘ | OK | | Cancel ‘ ‘ Help
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3. APPLYING MATERIALS USING PROPERITES

' AUTODESK UNIVERSITY

This is done for loadable families. Some families will have multiple materials (such as a chair

with upholstery and wood), these options depend on how the family was built.

Depending on the object, the materials category might be listed under the instance properties

or the type properties.

1. Select the object
2. Use the properties window to select material, if not listed click Edit properties

s

3. Select the material from the material browser.

4. Click ok

Type Properties
Eamily: Desk Pw Load...
Type: 607 x 30" ~ Duplicate...
Rename...
Type Parameters
Pararmeter | Yalue |:| ~
Materials and Finishes ]
Body Material Laminate, Ivory, Matte
Handle/Leg Material Steel, Chrome Plated PP
Top Material Cherry
Dimensions H
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4. APPLYING MATERIALS TO SURFACES

This can be done for in-place families. Note the family will be that material throughout,
meaning if a section was cut through the object it would appear as though it is made entirely of
that material.

Material application can be done when the model was created or by editing it with the Edit
Extrusion tool. To see the Edit extrusion button, select the object first.
7.51y M Muabenal Hacks Image File - Flooe Plan: Lewel 1 [

Wierk Plane Plagement | in-Ple

1. While in sketch mode (pink lines)

2. Use the properties window to select material.
3. Select the material from the material browser.
4

Select ok Sketch mode
“Work Plane Level : Level 1 :
Graphics &
Visible
Visibility/Graphi...| Edit...
Materials and FiniEhes X
Material §<Ey Category>
ldenﬁgr"Data A /
Subcategory Mone
Solid/Void Solid
Properties help Apply

Materials can be rendered in the software or using the cloud.
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