Procedural Animation

Workshop 06: POP Network and Particle Rendering

The basic of POP NETWORK

Prepared by Kam Wong (SCM, CityU, 2011)
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Procedural Animation

Remark: about texture alpha

One problem of the Decal material is that the alpit@xture is not used. As a
result, your sprite will have a rectangular shapthe alpha channel, which is not
desired in most of the case.

If you want to make use of the texture alpha, yauehto double-click the Decal
material to go inside it, and then make a few cohass:

t--------
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