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Some Substance licensees:

Coming soon: Substance online marketplace
In the next few months, you will be able to download hundreds of highly 
customizable materials made with Substance and designed for all kind of 
usages (architecture, design, games, etc).These "Substances" will be ready 
to use in compatible DCC tools and 3D engines, and in Substance Designer for 
your compositing. Stay tuned for the official opening!

Unique authoring possibilities
The textures created with Substance Designer offer many more advantages 
and possibilities than traditional bitmaps. While the latter are static and 
built in a linear way, the textures made with Substance Designer are 
dynamic and remain highly customizable at any steps of the creation 
process. This innovative tool offers unique opportunities to mix and 
manipulate bitmaps, vector graphics and procedural elements to produce 
rich content.

Collaborative & Iterative Workflow
Creating your textures in the node-based interface of Substance Designer is 
a completely non-linear process: even when your textures are finished, 
they remain fully flexible and you are free to make any changes you want 
at any time.

Extended Material Builder
By offering multiple outputs, Substance Designer cuts all the painful steps 
it usually takes to create a complete texture set. Whatever your workflow 
was, setting it as a non linear graph allows changes to be made anywhere, 
anytime, and saving your work will automatically save all the texture 
outputs (diffuse, specular, normal and other custom maps).

Designed to showcase
Substance Designer includes a lightweight application called Substance 
Player that can be used by anyone (other artists, art directors or your client) 
to "play" with the many variations your dynamic materials will offer. As the 
materials created with Substance Designer are very lightweight, sharing and 
showcasing your creations has never been so fast and easy.

Texturing painkillers
Substance Designer offers a large set of templates and unique filters that 
are designed as texturing painkillers. With filters such as "bitmap to 
material", "automatic tiling", "automatic shadows" or "rust generator", you 
will have more possibilities to create great materials than you are used to 
with traditional solutions. You can also create your own filters! Substance 
Designer does everything that hand painting is not made for.

Rapidly iterate on 
advanced materials

Create infinite variations 
from dynamic materials

Experiment and sample 
your creations

Blend bitmaps, vector 
graphics and procedural 

resources
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"Substance Designer is a truly innovative and effective tool that 
addresses the needs of high volume content creation for our new 
generation of titles.”

Jay Koottarappallil
President and founder

“The greatest strength of the Allegorithmic technology is that it has 
made fully procedural texturing a viable alternative to hand-painting, 
by means of a visual language appealing to artists as well as engineers. 
We have been researching and integrating Allegorithmic products into 
our engine for a few months now and they will remain an important and 
valuable addition to our core production pipeline and technology.” 

Andrea Pessino
Co-founder and Vice President of technology
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Create smart textures with the first professional tool 
entirely dedicated to texturing workflows.

Examples of "Substances"

Substance Designer interface


