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PHOTOGRAMMÉTRIE :
FLUX DE PRODUCTION POSSIBLES Adobe Photoshop

Adobe Lightroom

Agisoft Photoscan

Zephyr 3D

RealityCapture

Autodesk 3DsMax

Autodesk Maya

Knald

Pixologic ZBrush

TopoGun

Marmoset Toolbag

Xnormal

Allegorithmic Substance Designer

Allegorithmic Bitmap2Material

Allegorithmic Substance Painter

Unreal Engine

Unity

Meshroom

SideFX Houdini

InstantMesh


