
What is Substance 3D Painter





System Requirements



Project Creation

The new project creation window allows to create a 
project file to store the 3D model and its texturing 
information.





Interface

Assets

The Asset window allows you to access 
the default resources that come with the 
application (referred to as Starter 
assets), as well as any imported 
resources (which can be then found 
under Your assets).



Filter by path
Filter by path is additional section 
that can be used to navigate 
through your assets. It has the 
same structure as the 
breadcrumbs, which means it 
allows you to see the 
path/location of your assets.



Saved searches
Saved searches, alongside Filter by 
path, is another new section that can 
be opened within the Asset window. 
It allows you to save your most 
frequent searches and queries, easily 
access them at any time and even 
open them as a new sub-library tab 
that can be docked separately.



Camera settings

This section of the Display 
Settings controls the behavior
of the camera as well as the 
final look of the viewport.

Defines the distance at which 
the focus point is located.
This point is used by the Depth 
of Field effect.



Viewport

The viewport is 
where the 3D 
mesh and its 
textures are 
displayed. This 
is also where it 
is possible to 
paint on the 3D 
mesh surface.



2D View 
Displays the mesh UV 
islands from the 
currently 
selected Texture Set. It 
allows to see the 
textures from the 
Layer Stack but also to 
paint on the mesh UV 
islands.

https://substance3d.adobe.com/documentation/spdoc/texture-set-154140919.html






The 3D View 

Shows the 3D model 
under lighting conditions 
which helps look at how 
the surface material is 
defined. This is also 
where it is possible to 
directly paint over the 3D 
model.



Painting
Painting in Substance 3D 
Painter can be achieved in 
many ways with manual 
tools or automatic actions.

Paint brush
The Paint tool is the 
default tool of Substance 
3D Painter to apply colors
and material properties on 
a 3D mesh.



Eraser
The Eraser is a paint 
tool that erase/hide 
what has been painted 
previously by other 
tools. This tool only 
affect one layer at a 
time.



Projection
The projection is a tool that 
allow to paint a material by 
projecting it in 
screen/viewport space. It 
shares similar controls to the 
stencil. It is possible to edit 
the projection 
transformation by pressing 
the shortcut S :



Polygon fill
Allows you to draw masks 
quickly by turning selected 
polygons into a pixel mask. It 
might seem like a 3D selection 
tool from other 3DCC 
applications, but is actually a
painting fill tool that results in 
pixel data. That means 
selecting and unselecting works 
by using it to paint white or 
black.



Dynamic strokes
Dynamic Strokes are regular 
brush strokes powered 
by Substance files that 
can change for each stamp 
inside a brush stroke.
Each individual element 
alongside a brush stroke can 
be modified based on specific 
behavior designed in the 
Substance file itself.




