Leather stitching tutorial (Rhinoceros and Studio Max)
Author: ORB
Here's a tutorial for the leather stitching.. Here's the textures u need..
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STEP 1. I made a simple model for this.. Lofted a couple of surfaces and created a sweep2-surface for the part where the stitches will be. The stitch surface needs to be a separate surface in order to change it's material id in max..
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STEP 2. When you've imported your model in to max, select the stitch surface and change the mat ID to 2. Then open your material editor and assign a multi/sub-object material to it. For the first slot select a standard material. Phong, glossiness 30, soften 1. Then go back to the root of the multi/sub-object material and copy it to the second slot. (you can reduce the number of mats to 2) The basic idea is that the materials have the same look and the stitches are just composited on top of it..
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STEP 3. Now we're gonna do the leather.. Go to the first material and select a leather bitmap for the diffuse.. rename it, so you find it later on.. Set the map channel to 2. (you can also check the "alpha rgb from rgb intensity" from the output rollout)
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STEP 4. Instanciate the diffuse leather map to all the slots (see pic below)
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STEP 5. Now go to the second material and we're gonna do some stitching.. Go to the diffuse slot and select a composite map. Set the number to 2 and click on the first slot. From material/map browser check the browse from selected and select the leather map from the first material.. Check the instanced and click OK.
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STEP 6. Go back one step to the composite map and for the second slot choose mask. For the masks map slot select the stitch texture and press the button so you can see it in the viewport..
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STEP 7. Now go to the editable mesh and while you have the stitch surface selected, choose UVW Xform from the drop down menu.. 
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STEP 8. Press F3 to get shaded view and now you should see the stitching.. The texture is probably misplaced and you need to tweak the U and V tile to get it correctly.. When you're finished collapse the UVW Xform map to the mesh.. And apply a UVW Map modifier to the whole mesh. Put the map channel to 2 and you should see the base leather texture on the whole object.
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STEP 9. We're almost done. Go back to the material editor and to the stitch mask. Select the black-n-white mask texture for the stitches.
Now go to the maps rollout and instanciate the composite map to the other slots.. Now that everything is instanced with each other you can easily modify the material without changing things one-by-one
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For the final touch add blurred reflections and remember to instanciate it to both materials.. Here's what it should look like:
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To enhance it,  i raised the RGB and the bump level of the stitch texture and blurred the stitch mask a bit.. and made it tan (below)
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Well that should do it. Hope it's thorough enough and not too hard to follow.. If i'm forgettin something and you have problems, please ask.

