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WHAT IS 3D TEXTURING?



THE STANDARD IN

Video Game

Film & Animation

Architecture

Industrial Design

Courtesy Ubisoft

Courtesy of 
Gensler

Courtesy of Framestore

Warner Bros. Pictures

Courtesy of Hyundai

Art by Josip 
Vrandecic

Art by Darío Andrés Carrillo



WE ARE

15 year-old company

140 employees

Å Europe
Clermont, Paris, Lyon, London 

Å North America 
Los Angeles, Cleveland, Montreal

Å Asia
Singapore, Seoul, Tokyo, Mumbai, Adelaide
Shanghai

AND A COMMUNITY OF 200,000 ACTIVE USERS



HOW SUBSTANCE IS USED IN THE INDUSTRY



Courtesy of Hyundai





Courtesy of Peter Kolus



Courtesy of Valery 

Damnon



A COMPREHENSIVE TOOLSET

SOFTWARE CONTENT



Substance format is supported by all major engines and tools 

The industry standard for PBR materials in real time and raytracing

GAME ENGINES MODELING & ANIMATION RENDERERS

and many moreand many more



Material scanning at Lemptegy



Photogrammetry - Material scanning



Photogrammetry - RECONSTRUCTION

Color texture (16K*16K pixels) Height texture (16K*16K pixels)



Substance Designer ïNode based image editing








