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side note: you may
need to flip the uvs
you export from
Zbrush into photo-
shop for the tex-
ture to read and
bake corectly on
the low res mesh.

é Import your exported obj high res into the far
left tab followed by your exported diffuse under
the “base textures to bake” tab. Make sure you
scale the objto 14

§ Import your exported obj low res into the far
left tab. Enter your max ray distances into the
next tabs and once again scale the obj to 14. (you
can find the max ray distance numbers here:
Tools> Ray distance calculator)
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§ Check Bake base texture, put in your output
location and numbers then click Generate Maps

l First create uvs for your

high res using the UV Master
plugin. Use this link for a
tutorial on how to use the
plugin:

http://www.pixologic.com/zc

lassroom/homeroom/tutorial

.php?lesson=uvmaster.

bank on the far left.

2 Once you have a polypainted texture for your mesh, you will want to export it
to other applications. To do so select the size of the texture map you want under

Tools>UV Map. Make a clone of your texture which it will store into your texture

§ Now select the texture (usually
placed in the lower right of window),

then choose export.







