»#4 AUTODESK

Manage physical materials and appearances

In this module, you'll explore ways to change a
model’s material and appearance.

Learning objectives:

e Apply a physical material.
e Apply an appearance.

The completed exercise

1. Continue with the Trigger Model.f3d
file from the previous module.

Figure 1. Continue with the file from the
previous module
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2. Fusion 360’s physical materials can be D © M Ccanvases

applied to the design’s top level, to 4 @ O
individual components, or to individual D ® i @ Activate
bodies. Right-click the Trigger 406 Ground
component and choose Physical «}» Move/Copy

®
D ® iﬁb New Component
[% Create Drawing

Material from the menu.

[‘é* Create Selection Set
E Rigid Group
@ Physical mterial

& Appearance

Figure 2. Open the Physical Material tool

3. Inthe dialog’s Library section, expand Wl Misc
the Plastic folder and locate the ABS il Piastic

Plastic material.
ES -
- Acetal Resin, Black

Figure 3. Locate the ABS Plastic material

4. Drag and drop the ABS Plastic’s swatch D © M canvases
onto the Trigger Component in the
Canvas area or in the Browser.

@ () Bodyt
D @ B8 Sketches

Figure 4. Apply the material
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5. Notice that the body changes colors
because the ABS Plastic material has
an appearance associated with it.

Figure 5. Inspect the result

6. Right-click the ABS Plastic material in | @ PHYSICAL MATERIAL
the dialog’s In This Design section,

) ¥ In This Design
then choose Edit from the menu.

:\ Ir.‘
Edif

Duplicate
Select Objects Applied To
Unassign and Delete

¥ Library Add to Favorites

Figure 6. Edit a physical material

7. Click Advanced in the Flyout dialog.

| @ PHYSIC
ABS Plastic
¥ In This
Density [0.001 g/ mm*3 2]
T
Advanced... .

. S

Done

Figure 7. Open the advanced settings
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8. Many of the material’s appearance
characteristics can be edited in the
Appearance tab. Inspect all the options
and click Cancel after you finish. Close
the Physical Material dialog.

E Material Editor

Identity Appejgnce 2 x I Physical & x

P Information
¥ Parameters
Color [RGB 246 246 243
Reflectance

Roughness

P v Translucency

P | | Emissivity

P || Relief Pattern (Bump)

P Cutout

P Advanced Highlight Controls

Figure 8. Inspect the options for
customizing the material’s appearance

9. Appearances can override a physical
material’s appearance characteristics.
Right-click the Trigger component and
choose Appearance from the menu.

D © @ Ccanvases

A@EMQ—

D ® @ Activate
4 © Ground
4? Move/Copy M

D ® &) New Component
[} Create Drawing

[ﬁ?E Create Selection Set

B Riaid Group

@ Physical Material

& Appeal’)\gce A

¢l Texture Map Controls

Figure 9. Open the Appearance tool
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10. In the Appearance dialog’s Library
section, open the Plastic folder, then
open the Translucent folder. Locate the
Plastic - Translucent Glossy (Red)
appearance.

Show downloadable materials

= .
. Plastic - Translucent Glossy (Green)
4/ . .
| "./ Plastic - Translucent Glossy (White)

Figure 10. Locate a new appearance

11. Drag and drop the swatch onto the
Trigger component.

D < @@ Origin
D © @8 CcCanvases

Figure 11. Apply the new appearance

12. Notice the trigger’s appearance
changes. Close the Appearance dialog.

Figure 12. Inspect the result
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13. In the Browser, right-click the Trigger ¢fl Texture Map Controls

component and choose Properties from Remove Appearance Override

the menu. Properties |\,
lag
s Release with Change Order

Figure 13. Open the Properties tool

14. Notice that the component’s material is v General
still listed as ABS Plastic even though _
you change the appearance to Part Number Trigger
translucent red plastic. )
Part Name Trigger
)escription
Material Name ABS Plazti-’k

Figure 14. Inspect the material properties

15. Expand the dialog’s Physical section ~ Physical
and inspect the component’s
: - Mass 11.98 g

properties. Close the dialog after you

finish. -
Volume [s 11301.636 mm*"3
Density 0.001g/ mm*3
Area 3050.601 mm*2

Figure 15. Inspect the physical properties
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16. Press A to open the Appearance dialog
and activate the Faces option.

| & APPEARANCE
* Apply To:

Bodies/Components {:}
Faces ﬁ}

Figure 16. Open the Appearance dialog

17. Locate the Plastic - Translucent Matte
(White) material, then drag and drop
the swatch onto one of the model’s
faces. Notice that only the selected
face has the new appearance. Close the
dialog after you finish adding the
appearance to faces.

Figure 17. Apply a new appearance to a

face
) SOLID
18. Use the Toolbar’s Change Workspace to -
navigate to the Render workspace. DESIGN 1 | .
DESIGN
«
GENERATIVE DESIGN  [yrprymry
=

RENDER d
[ .

ANIMATION

Figure 18. Navigate to the Render
workspace
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19. Inspect the different colored faces.

Figure 19. Inspect the different colored
faces

20. Click In-Canvas Render> In-canvas

Render. C’ % &E] O

IN-CANVAS RENDER ¥ RENDER ¥

In-canvas Render |

Figure 20. Open the In-canvas Render tool

21. Wait a few moments and note that the
render’s quality improves. Notice that
the red material is glossy and the white
material is matte.

Figure 21. Inspect the render
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22. Stop the render by clicking In-Canvas
Render> In-canvas Render Stop.

by Q@R ©

IN-CANVAS RENDER ¥ RENDER ¥

In-canvas Render Stop

Figure 22. Stop the render

23. Use the Toolbar to return to the Design
workspace.

RENDER

YLK

SETUP ¥
Design Workspace

RENDER ~

J DESIGN %

GENERATIVE DESIGN

Creates mechanica
prismatic geomet
solid bodies.

!

Figure 23. Return to the Design workspace

24. Appearances can be removed from a
model after they are applied; press A to
open the Appearance dialog. Right-
click the Plastic - Translucent Matte
(White) material and choose Unassign
and Delete from the menu.

¥ In This Design

['.1 A
Edit
Duplicate
Select Objects Applied To
Unassigq and Delete
v Lit Copy to My Appearances

’\_ Add to Favorites 3
Searc

Figure 24. Unassign an appearance
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25. The appearance is removed from the
Trigger component and the swatch is
deleted from the dialog’s In This
Design section. Close the Appearance
dialog, save the file, then continue to
the next module.

Figure 25. Inspect the result
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