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[14] D. Z. Chen et al., “Text2Tex: Text-driven Texture Synthesis via Diffusion Models”, 2023
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\J

©Silicon Studio Corp., all rights reserved. 29



12N

I DreamMatliis] £ Silicon Studio
e J\waJUw RR=XDYFU )RR = FRHLTCL>FU>T
- ITUTPIVES A LIRHRE
- BIBAET —IR—ANS S F AITEIR

T Random environment light ma
\ y ght map ——,
Rendering

o ot

Material representation 8
\7 albedo roughness metallic

—_

Input mesh

[15] Y. Zhang et al., "“DreamMat: High-quality PBR Material Generation with Geometry- and Light-aware Diffusion Models”, 2024
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[15] Y. Zhang et al., "“DreamMat: High-quality PBR Material Generation with Geometry- and Light-aware Diffusion Models”, 2024
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[15] Y. Zhang et al., "“DreamMat: High-quality PBR Material Generation with Geometry- and Light-aware Diffusion Models”, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion”, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion™, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion™, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion™, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion™, 2024
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[15] X. Huang et al., “Material Anything: Generating Materials for Any 3D Object via Diffusion™, 2024
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