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ULTIMATE TRIM

Consisting of two 
main parts:

- a standardized 
trim layout

- 45 degree normal 
map bevels along 
all edges

A technique that speeds up the texturing process, creates a high poly 
look with fake beveled edges and makes materials more reusable.



Almost anything can be broken down into trims and mapped with The Ultimate Trim
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With a completely standardized UV layout, we can swap any 
material while keeping all edges in the right place.



With a completely standardized UV layout, we can swap any 
material while keeping all edges in the right place.



For each material type we have a trim and a plain tileable version. With those 
two combined we can cover any surface in the game.
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Brushstroke Masks
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The Ultimate Trim – there is no excuse for 

having ugly low poly edges

Procedural Brushstrokes – you probably 

don’t need brushstrokes… But




