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e AOV OO A MEH M E Motion Vector AOVS| 2 2Z0f Ot2iZ stat &7t JUHLICE Of opatsE
25t OOl A 'Select Driver'S MEigtL|Ct,

i

=
=

ol

39




AUTODESK ARNOLD

 AOVs
Add Custom Delete All
name data driver filter

<8¥r= ¥ <gaussian v _ D
. Select AOV Node

rgb

v motionvector
Remove ACV

Add Mew Cutput Driver

Select Driver
Select Filter

MES 2oto] SatolH Mg

7|0f LtEFL}OF BHLICE 'Merge AOVS'E MEHSEH Motion Vector AOVE}F HI

e Arnold E2}0|H7I £4 HE
& EXRO| StLto| mAZ ot E LT
: Focus
]
aiAOVDriver: defaultArnoldDriver Presets
Show Hide
2 Image Format
¥ Advanced Qutput
C de Path Prefix
v Merge AOVs
GUI and Batch
'Merge AOVs'E %“8 PSW AOVE0| StLES| EXR LU0 MZEE
o F HHY FHIZ X T3S ZF EXR IR LT
!
o 7| X[0| M FL|CHO| 0= Nuke).

=“=
lo
m
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o
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2
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20| HAZASBHLICE Vector Blur =EE AF23}0 'Motion Vector AOV'E At

E|
2l NMe2lg AYLct

e Vector Blur =EE MEHTILICE 'uv channels'E 'motionvector' 2, 'mv presets'E 'Arnold2 HH Y
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aphaE 2435t 'rgba.alphas MEHs0] 22 =17t Motion Vector AOVL| LItof ofsf E2|X| %=
g YX[StHAl2.

VectorBlur ¥ Lut7t H|Z2H3lE: E2 VectorBlur; &I} 2tMst=l: oF

o A YH2 VectorBlur0|1l, B A2 H{H AR 'merge’ = =(X Q0| 'overZ2 HFE)E AHETLICEH
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Ojx|gto 2 che

Motion Vector AOVE 2 =l

g73

Hst

Arnolde| I7ot 3D 24 S A HlwsiM 3D 2M HEHE HEHIY We
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4



AUTODESK ARNOLD
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iStandardl
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MEH

MEHSE D SELEO| Custom AOVE ZF=74etLC
2ot X E)E Pte= O AFEE L
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0|28 'mask12tn

¥ Surface Shader AOVs

ADV Browser

¥  Other AOVs

Add Custom

'Add Custom'® 225t MEZL AOV 'mask1'Z2 H

o Surface ShaderE THE1 MyZ slMoz HEHTLICE O| A2 ST OrA30] CHe) slMo=z AL E
Type Surface Shader

Surface Shader Attributes
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v AOVs

¥ Surface Shader AOVs

AOV Browser

¥ Other AOVs

Add Custom

maskl surfaceShaderl

o Q1A HETJ|T} LIEFHLICE Surface Shaderd R+ 'aiOutColor'E 'ai_aov_mask1'2)
'aiCuscomAOVs[0].aovinput'Off & ZATtL|CE,
1Ol =]
t Display Help
Reload Left Reload Right
Outputs from -> to Inputs

= defaultLights
linkedLights

ignoredLights

aiCustomAOVs[0].aovinput
aisurfaceShader

aiQutColor VolumeShader

Clear All Remaove

Untitied 1

surfaceShaderl

EINELTET e

aiStandardl

Standard Surface #|0|EH2| AF2 X HO| AOV - 'mask1'0l HZ =l White Surface Shader

o CHE FH|Of CHEH ¢ BXHE gHERLICH SHA|ZF O|H0)= =3 Surface ShaderE dd& Lt
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Z Depth AOV

O] B2 XI&EMOM= MtoAZEH 7 A= AOVE
AqE DAHA Mz saE A

=9 20| eI ZTE| ASL|Ct

ENAE £

ELCt 7

SFLICE O| A2 HEF
I

T AovolE Hole A

A0 OYe o7|0M CHREES = USLICH
https://support.solidangle.com/display/AS AFMUG/Z+Depth+AOV

'Z' depth AOVE dl2{d X 2435t
e AOV OFZHOA AMEA HMHE 'z AOVO 2LEZ(
o A 'Select Drlver'E ).“J'E—*"E'-| Cf.

Add Custom Delete All

name data driver filter

float <gr> ¥ closest

ACV MNode

Remove AQV

Add New Output Driver

Select Driver

Select Filter

e Arnold E2tO|H7} &g HE 7|0 LIEILIOF SLICE 'Merge AOVS'E 4 Ei5tH

StLtel med= HehE LC

defaultArnoldDriver

aiAOVDriver:  defaultArnoldDriver

2 Image Format

vanced Output
Owerride Path Prefix
v Merge AOVs
Cutput Mode GUIand Batch

'Merge AOVS'E &'d3lstH AOVEO|
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o HHZ WHZST NukeO|A EXR ItYS FLICH

mjo

NukeOA M= AOVE = [If MO BA|Z 5= ULLICH Depth €2 Luf oA HIQE|UZ|OME, H

e X %2 ME HO|HE & B D HE
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X7k Zblur =201 28 =8 Me|=les As & = UASLICL
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Kick
CtE AHEMOU M= KickS AtE310] .ass IS aEHESH= SHES HOFL|CE

e Kick A|E3}7|

. o 238 o wy
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Kick A|Zts}7|

274

Arnolde| FHA HEE kickO|2td SL|Ct O| A2 .ass THYS 2111 ArnoldE ALESHY TS AEHES O3
22 EHYLIC Kick2 Teto[e X 7|2 740 it Arnold =EE Z32[%t= O AM8Y = UASFLICH

Lo IZE CHZo ALY == ASHCL

Kick2 S22 Cr22E0] ZE0f ASLICE X7t ELH Arnold HIZEO| bin ot¢| CIMEZ|OM &S &

kickS AsHstz{d A M 3ILIE HL|CHED|Y) CIHMEZ S Armold HIEIO| bin 6}9 ClHAEZ|Z HASID
"kick"S s Ct CF22 Windows OSO| A O &f| & L|C},

Kick2 & CIHME2[0M #0|EHe Z2AINME S RESIEZ CHE DLL / SO / DYLIBZt B2 EEOIAM kick
MBSLR| O A2 Kicke 2 DLL/SO /DYLIBE Z2ESI2{D A8 0|0, 40|CLt ZEA|ME ZEstn
=Xl gArgt ALIEL

30 HJIO

$ cd /solidangle/Arnold-5.0.0.0/bin
$ ./kick
Arnold 5.0.0.0 [2cfbe09c¢] linux clang-3.9.1 oiio-1.7.12 osl-1.8.2 vdb-4.0.0 rlm-12.2.2 2017/04/10 16:48:44

No arguments. Try kick --help for a command summary

8%t HHY

Ch2 HHES A|ZSIE{H oA ass TIY 0| X|0|A| cornell.ass S1} Z2 MY & SILIE CIRZESHMA|IR.
7ME 8%t ™ & StLbE "-h" £ "--help"O|H kickO|AM AR 7% RE M8 S50| LtEFLICE
kick -h

kick path/to/cornell.ass

2oz PR O|0X[7} BAIE= HO| LIEtELICH -dw' 822 [AZ2 0] & & + UASLICL

1A

kick cornell.ass -dw
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Ral
to
g
m
E

A

$O ofot
=
|0

Hu

F

o A= HojHze] d=7F ER5t7| HE2 & AU ojA2 "I" SIS ME
= LI

kick cornell.ass -l /path/to/plugin/shaders/

23 "HE7} stdoutZ2 MSELICE"-v <n>" FNCE 21 MM HE T2 s2|AL &
N ME &2 1), 7% 52 £F0

I TR
=2 270 §M2 e YLIth

kick cornell.ass -v 2

vO'eR2 21 =g HLC
kick cornell.ass -v 0
ACYE O|0XIE 53 TYR HESH Y o' SIS

kick cornell.ass -o cornell.exr

"-r <width> <height>" 822 @

kick cornell.ass -r 1024 720

Armold H{7T #1% = A MY EXES QgL

kick -av

kick --version

2tolllA MEOf Cigh TIE Z=

- L O

kick -licensecheck

HE|HZ|0lY MES ME2l5HE:

kick cornell.ass -as 3
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kick cornell.ass -dp

ClH P Slsh HAK, BHol= U Hlojc, BN 23, M= ClH|H, W9l =& sssok 22 ofaf 7|58 HYHe
2 HlZesY + YEUC

kick cornell.ass -it
kick cornell.ass -il

kick cornell.ass -is

kick cornell.ass -imb -isd -idisp -isss

ChEdt 20] 35 20|23 2|(dll & so)lA RESIA AMEAF 2| Amold =E5 X2 & ASLIC

kick cornell.ass -I pathWtoWplugin -l pathWtoWmoretplugins

CHES AM83t0 2XE 2= EUE X 88 2E 2F)2l 5

I
o
d
=
o
4
Hj
30
o
-
=}

kick -nodes

kick -l path¥#toWplugins -nodes

"-info'2 =EE HAME = JFLCH

kick -info polymesh
kick -info options

kick -l path#toWplugins -info custom_plugin_node

L= FOT m2tojHof ciof =7t YEE LSLICh

kick -info polymesh.sidedness

kick -info options.bucket_scanning

"-set" S ALEOI0] RE =0 Ofeh THEHOIHE 25 g2 gL,

kick cornell.ass -set options.AA_samples 3

£d rge R Lo oot Di2t0jHE 25 MF L L.

kick cornell.ass -set curves.mode thick

-_—

AHOIRE AFESHY HC -SR] gl Faot 2ol dllATE gl B2 kickdM AEE S SEoHA Uk
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kick cornell.ass -set options.abort_on_license_fail true

R 7HA| mpet0leE g el .

kick first.ass -set options.AA_samples 3 -set options.bucket_size 16

Interactive Mode
Lot ZEO|AM HEHESAE "-iprqg" M2 AFEELICE O
o= St 22 Chdst ClH O #o|Y ZEZ Hats ==

kick cornell.ass -ipr g

HEE 2 20D 224 e F2H 7|E H0HE FAIFYL ¥ g At 71(0,1,234,567,895 At
835t0] Ciget LM #0]1d REE TEYLCL (HEA ""E =28 S8 #0IHE ¥ = US).

MEiSH 4z A8 DEZ EMMBHLCHINY/E). Quake ZHEES "q"(WASD), Maya ZEE2 "m"LICHAIt +
Mouse). "[" & "]" 7|2 O|0|X| =&& =0[ALt SLCt

Ag TtsE 2E M 32

.,.
)
>
——

$ kick -Ics scene.ass

Available color spaces from color manager "defaultColorMgtGlobals" of type "color_manager_syncolor:
ARRI LogC
camera Rec 709
Sony SLog?2
Log film scan (ADX)
Log-to-Lin (cineon)
Log-to-Lin (jzp)
Raw
ACES2065-1
ACEScg
scene-linear CIE XYZ
scene-linear DCI-P3
scene-linear Rec 2020
scene-linear Rec 709/sRGB
gamma 1.8 Rec 709
gamma 2.2 Rec 709
gamma 2.4 Rec 709 (video)
sRGB
ACES RRT v0.7
ACES RRT v1.0
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Log

1.8 gamma

2.2 gamma

Rec 709 gamma
SRGB gamma

Raw

Stingray tone-map

EX M ZUES Kick EAl Hof| X|Hsts SHCIEH22 sRGB Z0f)

[

$ kick -ocs "Log” scene.ass

e el S8 T ass THYS Ay 22| 7) 2otz 49 Autodesk AM2f 22| FHEHE0| TS BA A0 2fE
LTt O] HE= color_manager_syncolor =20 JAELICH J2iLt O B2 |FAUMES 27| s =8 #=

SYNCOLORE A&t H2E MFY += ASH L

A H

$ export SYNCOLOR=/path/to/synColorConfig.xml
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Jd= KickOf A O|D|X|E HEHZ e W FEO0[LE THAof| T

=

= > =
= 20E = S £ OtLZ} ol Mttt S

- O [

Arnold 21& HHY CiHY, ZHst A #MX|OZ0 &8t &M SHE MSEUCL 0|A2 277 LYotH
M BN HASHOF of= 20|, LEIH o2& X|@lof B R R Y2 AL

]

1]

A0 M7 2ASHH 20 oz AsoF & A MR Y2 "ERROR'ZHE THO{E H= AYLCH O
Fa =M 2l #22 ERROR HAIX|OfM &Ot= & RUSL|CH

AN ME £=ZFL kickOlM Z2{2QI7X| CstL|CE,

Kick =8¢l

0- &4 g3 RE

1- T SHEH 41 + ZE
2 ClKH

3

4

5- &M &

6- ClH{3

mjo

ofgfel 2ol 7hE YRR 0| ZeEO JAFLCEL 239 A K HQl 00:00:002 Zutoh Azt
hh:mm:ss2 20FLICE & B Sl 773MB= O THAOIM HE22] AEES 2o FL L
xX7|2H(BE)

of FZ0M= AHE Sl Amolde| B RE &M EEE 2O|FLICL Eot AEP L= X 2| 5tER0 At
1 23 HMSS LIE

00:00:00 773MB | log started Tue Jul 21 15:26:25 2015

00:00:00 773MB | Arnold 4.2.7.4 windows icc-14.0.2 oiio-1.5.15 rlm-11.2.2 2015/06/15 09:39:31
00:00:00 773MB | host application: MtoA 1.2.3.1 03a85380bec8 (Master) MtoA-1.2.3.1 Maya 2016
00:00:00  773MB | running on PC, pid=12188

00:00:00 773MB | 1 x Intel(R) Xeon(R) CPU E5-1650 v2 @ 3.50GHz (6 cores, 12 logical) with 32712MB
00:00:00 773MB | Windows 7 Professional Service Pack 1 (version 6.1, build 7601)

AW HMEZMT I AEHY M0 Cis T V(e Z2MATF Aen, RE O HE O sy G
O|E& Z=2M27t gLt

00:00:00 773MB | [mtoa.session] Initializing at frame 1.000000
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00:00:00 773MB | [mtoa] Exporting Arnold options 'defaultArnoldRenderOptions'

00:00:00 773MB | [mtoa.extensions] aiOptions Using translator <built-in>, provided by <built-
in>(<built-in>).

00:00:00 773MB | [mtoa.session] defaultArnoldRenderOptions | Exporting plug

defaultArnoldRenderOptions.message for type aiOptions

2d/&28 3¢
Of 220 M= HolH E= EXte| 7tM7| ZutE HEAIZLIC
kicke S Aoz AEHEYSHH S22 A ass X7} LEFLEA] @45 LT

00:00:00 773MB | loading plugins from . ...

00:00:00 773MB | no plugins loaded

00:00:00 773MB | [ass] loading project/scenes/simplescene.ass ...
00:00:00 773MB | [ass] read 11386 bytes, 11 nodes in 0:00.00

21120 2E5E d2ALLD M & +&0| 29| 52 E?) H0IHS0| LIEE ULt

00:00:00 773MB | loading plugin: C:/solidangle/mtoadeploy/2016/shaders/mtoa_shaders.dll ...
00:00:00 773MB | mtoa_shaders.dll: MayaMultiplyDivide uses Arnold 4.2.7.4
00:00:00 773MB mtoa_shaders.dll: MayaClamp uses Arnold 4.2.7.4

|
00:00:00 773MB | mtoa_shaders.dll: MayaGammaCorrect uses Arnold 4.2.7.4
00:00:00 773MB | mtoa_shaders.dll: MayaCondition uses Arnold 4.2.7.4
00:00:00 774MB | mtoa_shaders.dll: volume_sample_float uses Arnold 4.2.7.4
00:00:00 774MB | mtoa_shaders.dll: volume_sample_rgb uses Arnold 4.2.7.4
00:00:00 774MB |
00:00:00 774MB |

mtoa_shaders.dll: driver_mplay uses Arnold 4.2.7.4

loaded 90 plugins from 1 lib(s) in 0:00.00

tot

o]

[

2to| M A
2HO|M AT} SESHCHR 20) 20| EAIELIC

J

00:00:00 810MB | [rlm] checkout of "arnold 20150615" in progress ...
00:00:00 810MB | [rlm] checkout of "arnold 20150615" from server PC in 0:00.01
00:00:00 810MB | [rIm] expiration date: 31-dec-2015 (164 days left)

SHA|ZF RLM A H{7} A& QUX| QACHH Zaot mA|E L CH

00:00:00 810MB WARNING | [rlm] could not connect to license server on 5053@Ilocalhost

Color Management
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00:00:00 56MB |

00:00:00 63MB | [color_manager_syncolor] Using syncolor_color_manager Version 2018.0.80
00:00:00 63MB | with the native catolog directory from
/path/to/synColor

00:00:00 63MB | and the optional custom catalog directory from

/other/path/to/Shared/

>~
-

SYNCOLOR &t4 HE A2l A2 kicke ass MAH 22| A2

i

MEgelstez 282 Lt 25U Ch

00:00:00 63MB | [color_manager_syncolor] Using syncolor_color_manager Version 2018.0.80
00:00:00 63MB | from the preference file /path/to/synColorConfig.xml
00:00:00 63MB | and the optional custom catalog directory from
/other/path/to/Shared/

HLE

ZIMe 8T el =8 H EMEL| L §Y)2 7t LIEE UL

2 o3

00:00:00 818MB | there are 1 light and 2 objects:

00:00:00 818MB 1 persp_camera

00:00:00 818MB distant_light
00:00:00 818MB utility
00:00:00 818MB lambert
00:00:00 818MB driver_exr

gaussian_filter
00:00:00 818MB
00:00:00 818MB
00:00:00 818MB
00:00:00 818MB
00:00:00 818MB

polymesh
list_aggregate
MayaShadingEngine

renderview_display

_ A A A A A A A A

|
|
|
|
|
00:00:00  818MB |
|
|
|
|
|

color_manager_syncolor

/e
of RE0AME =8 sild: X M3 =0 tieh RMet E7F BAIELCH

00:00:00 818MB | rendering image at 640 x 480, 3 AA samples

00:00:00 818MB AA sample clamp  <disabled>

00:00:00 818MB diffuse samples 3/ depth 1
00:00:00 818MB transmission samples 1/ depth 2

00:00:00 818MB
00:00:00 818MB

volume indirect  <disabled by depth>
total depth 10

|
|
00:00:00 818MB |  specular samples 3 /depth 2
|
|
|
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00:00:00 818MB |  bssrdf <disabled>

00:00:00 818MB | transparency depth 10 / fast opacity off

L =)

RUSEN] AI’“EI7I Ho| =E7F 7|t LLE of7]0] A= 4= ZHel LEMERL =HO| dist HEE MS
otH, EXE 790 AT g BAY &= ASFLCL LR HO|EH= Al Z7|teX] g €2 Au2 A
B &40 2 ’ﬂ.Eoﬂ S U7X X2z AEY SO F7 YR #AlE = UASLICL

00:00:00 818MB | initializing 11 nodes ...

00:00:00 818MB | creating root object list ...

00:00:00 818MB | scene bounds: (-0.995465517 -1.01209259 -0.995465755) -> (1.00453472

0.98790741 1.00453484)
00:00:00 818MB |
00:00:00 818MB | updating 12 nodes ...

00:00:00 818MB | directionallightShape1: distant_light using 1 sample
00:00:00 818MB | node update done in 0:00.00 (single-threaded)

node initialization done in 0:00.00 (single-threaded)

E2to|H{/A0V
Ch22 UM A8l E2t0[H et AoV & ER HFE 429 dugLct.

—

00:00:00 818MB | [aov] parsing output statement: "RGBA RGBA defaultArnoldFilter@gaussian_filter
defaultArnoldDisplayDriver@renderview_display"

00:00:00 818MB | [aov] parsing output statement: "RGBA RGBA defaultArnoldFilter@gaussian_filter
defaultArnoldDriver@driver_exr.RGBA"

00:00:00 818MB | [aov] registered driver: "defaultArnoldDisplayDriver@renderview_display"
(renderview_display)

00:00:00 818MB | [aov] * "RGBA" of type RGBA filtered by "defaultArnoldFilter@gaussian_filter"
(gaussian_filter)

00:00:00 818MB | [aov] registered driver: "defaultArnoldDriver@driver_exrRGBA" (driver_exr)
00:00:00 818MB | [aov] * "RGBA" of type RGBA filtered by "defaultArnoldFilter@gaussian_filter"
(gaussian_filter)

00:00:00 818MB | [aov] done preparing 1T AQV for 2 outputs to 2 drivers (O deep AOVs)
Tl el

AEHYO| AHERALEZ 200 AHE T HIAQ e A7|7I BA|lEUL T2 #E A0t 5t= 420
=(0] 820 = skydomeOf CH3l) X5 +HE0] B OHX| ¢t2 EOELICL 228 #HEes2 HEAT 8 &
Aot 2 5%% SoteLch 428 27380 HFE 2@ O] gio| o =0 EA|E L

00:00:00 825MB | starting 12 bucket workers of size 64x64 ...

00:00:00 835MB | 0% done - 9 rays/pixel

58



AUTODESK ARNOLD

00:00:00 835MB |  [accel] bvh4 done - 0:00.00 - 400 prims, 1 key
00:00:00 836MB | 5% done - 9 rays/pixel
00:00:00 836MB | 10% done - 9 rays/pixel
00:00:00 836MB | 15% done - 9 rays/pixel
00:00:00 837MB | 20% done - 9 rays/pixel
00:00:00 837MB | 25% done - 9 rays/pixel
00:00:00 837MB | 30% done - 9 rays/pixel
00:00:00 837MB | 35% done - 10 rays/pixel
00:00:00 837MB | 40% done - 10 rays/pixel
00:00:00 838MB |  45% done - 12 rays/pixel
00:00:00 838MB | 50% done - 12 rays/pixel
00:00:00 838MB | 55% done - 13 rays/pixel
00:00:00 838MB | 60% done - 13 rays/pixel
00:00:00 838MB | 65% done - 13 rays/pixel
00:00:00 838MB | 70% done - 13 rays/pixel
00:00:00 838MB | 75% done - 13 rays/pixel
00:00:00 838MB | 80% done - 13 rays/pixel
00:00:00 838MB | 85% done - 13 rays/pixel
00:00:00 838MB | 90% done - 13 rays/pixel
00:00:00 838MB | 95% done - 13 rays/pixel
00:00:00 838MB | 100% done - 13 rays/pixel
00:00:00 824MB | bucket workers done in 0:00.38
£9
AP0l =2E[H MEiol 25 E2I0|HE AMESI0] MU= 2tH)0f e Ut 20 2H F25 HA
2=
00:00:00 824MB | [driver_exr] writing file "C:/Users/Documents/example.exr’
00:00:00 821MB | render done
gH 48 84
O|F EfO|Y2 E 01} ass IYS EESH= O el AlZt2 E0FL|CL
00:00:00 821MB | scene creation time:
00:00:00 821MB | plugin loading 0:00.07
00:00:00 821MB | system/unaccounted 0:00.12
00:00:00 821MB | total 0:00.12 ( 1.05% machine utilization)
LY A2 57
Ol EfO|YE CtRfot S ¥st= O 22 AZhS HOFLCH YUtdoz I AGELS R AlZtE
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AAotH, X @2 89 L& =7|=E 2HEH XHEZ| SA7 HEE&dS LIEE =& UASLIO dF
Bl AFBE0| RoW 2o ARH CHE Z2MATF UGS {28 XMotAIZICH= Q0| == UAELICE 18

Lt == =7|=f, X e WAl M2jet 20 T A E HYUS A= O B2 AMTS 2HUSS LEE
Tk UgLCH £ OE Jted2 2ENoR HAN = 2§ S0 Ofsl B2 (=8) o AM27E As AE
7 AFUCHL HAN SAHE d4HEH ZXFHO| e == JUFUCH

00:00:00 821MB | render time:

00:00:00 821MB | node init 0:00.00

00:00:00 821MB |  sanity checks 0:00.00

00:00:00 821MB | bucket rendering 0:00.38

00:00:00 821MB |  mesh processing 0:00.00

00:00:00 821MB | accel. building 0:00.00

00:00:00 821MB | pixel rendering 0:00.38 (multi-threaded render, this value may not

be reliable)

00:00:00 821MB | system/unaccounted 0:00.17

00:00:00 821MB | total 0:00.55 (69.23% machine utilization)
HZ2e2 SA
o710 = Crefet Rl CIOIEOf tHoh A% 8 X0 M2 A HE22[7F LLEELCH 22aels AH8E
M AlZ HE22l= 2AE OfE2[AH0|H0] A8t U= HEZ &S 20 F0, ZoM HEIY O A% HZ
ol 20 ojA2 gE¥ez o 2 YEHS HEHIY - UCks o0IYUCh K22 M0 HE 55 BF
ojgiet 4= Ol HIO|H7I 22| AF8EE E0|= Ol 7IY =20 E[=XE LEtHL(T.

00:00:00 821MB | memory consumed in MB:

00:00:00 821MB | at startup 807.25

00:00:00 821MB | plugins 2.52

00:00:00 821MB | AOV samples 11.67

00:00:00 821MB | output buffers 5.32

00:00:00 821MB | node overhead 0.00

00:00:00 821MB | message passing 0.02

00:00:00 821MB | memory pools 13.54

00:00:00 821MB | geometry 0.01

00:00:00 821MB | polymesh 0.01

00:00:00 821MB | accel. structs 0.02

00:00:00 821MB | strings 0.30

00:00:00 821MB | texture cache 0.00

00:00:00 821MB | unaccounted 1.64

00:00:00 821MB | total peak 842.29
24 sS4
O|A2 AT, AA MEY Z4 Rl &4 YLCh AEHE AZto] 21 B2 of2jet A2 HEH 5= O 7t
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T HIE0| O] E= ¥E RES W5t 0| 20|& Ol 7k =80 € AYLICE

00:00:00 821MB | ray counts: (/pixel , /sample) (% total) (avg. hits) (max
hits)
00:00:00 821MB | camera 2318256 ( 8.71, 1.00) ( 64.57%) ( 0.11)
( 1)
00:00:00 821MB | shadow 228076 ( 0.86, 0.10) ( 6.35%) ( 0.00)
( 0)
00:00:00 821MB | diffuse 1043914 ( 3.92, 0.45) ( 29.08%) ( 0.00)
( 0)
00:00:00 821MB | total 3590246 ( 13.48, 1.55) (100.00%) ( 0.07)
( 1)
00:00:00 821MB | max depth 1
Hol SA
Crfot ASAEOM #0|H 25 71 070 EAIZ|O] ASLICE O|H2 O H0|H 2£50| £ 40| 7t
E20| &= mtefst= O FEgL

e Primary: H-S& &Mo| BH #o|Y@|E #0]Y)

e Transparent_shadow: L&At ZM0| Flot #HE St Mo JZX SHEMO| RFote[AAL K&

tSSHA| Ol 25 27| ?lsil AEAE HESHOF otil, ALZEH Mo] HFGE
e Autobump: autobumpZt A 4HE HOCH HQIE A AtsljoF gL Ct

e Background: H{ZA #0|H.
e Importance: 2% I':|0|59 At &2 O|F0T =&

e Volume: 2& 70| =

00:00:00 821MB | shader calls: (/pixel , /sample) (% total)
00:00:00 821MB | primary 523006 (  1.96, 0.23) (100.00%)
00:00:00 821MB | total 523006 (  1.96, 0.23) (100.00%)

_I_
E
o
5
-
>
N

Ol #llo|H SAHE AtE5t0] &L o d = AELICL OE =0, B2 $9| transparent_shadow
7t 2o|H, YdHtMoz 8l MEO| ”H—?— -L‘7‘|'—f —'|E—':'o:'6.i QEMETL Qo] ASS LIEFRLICE £ CHE o=

£ H2gsots AL

*

—+
(@]
O
C
3
©
1o
fot
o
H1
_$l_
ﬁ
&2
rlo
=
>
=2
>
QO
C
—+
(o]
(on
C
3
©
l

autobump?t H& =8 4% au

XM EZ SA
ojgiet SAE Sl THUAM XHEZ|S| &5 & =+ AU H=22| A0 EAHL 8 2380] 22 2
2l 8% 0 ot= QEMES s 5 UA2W Hestk|AL ote BES E0A

= ArE3H0] 7tE Ol 7|45t

00:00:00 821MB | geometry: (% hit) (instances) ( init mem, final mem)
00:00:00 821MB | lists 1 (100.0%) ( 0) ( 0.00, 0.00)
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00:00:00 821MB
00:00:00 821MB

largest polymeshes by triangle count:

00:00:00 821MB | polymeshes 1 (100.0%) ( 0) ( 0.02, 0.01)
00:00:00 821MB I
00:00:00 821MB | geometric elements: ( min) ( avg.) ( max)
00:00:00 821MB | objects (top level) 1( 1 ( 1.0) ( 1))
00:00.00 821MB | polygons 400 ( 400) ( 400.0) ( 400)
00:00:00 821MB | ==
00:00:00 821MB | triangle tessellation: ( min) ( avg.) ( max) (/ element) (% total)
00:00:00 821MB | polymeshes 760 ( 760) ( 760.0) ( 760) ( 1.90) (100.00%)
00:00:00 821MB | unique triangles: 760
00:00:00 821MB | memory use (in MB) 0.01
00:00:00 821MB |  vertices 0.00
00:00:00 821MB |  vertex indices 0.00
00:00:00 821MB | packed normals 0.00
00:00:00 821MB | normal indices 0.00
00:00:00 821MB | uv coords 0.00
00:00:00 821MB | uv coords idxs 0.00
00:00:00 821MB | uniform indices 0.00
00:00:00 821MB | userdata 0.00

|

|

760 tris -- pSphereShape1

HAX 57
Oj0Ix| HANE 9Iet RS S, OfF HAXIL (hREO| H22S AHBSHEX], D210 O HAKT} i
TUE vigielof e QK| BOFLCL £2 52 YSiAE Kol HAl 2t HI80| Bh Hofo} FLick

S
O|Z0| =2 A A|Zto] IAH Bt = JUSLCH HQ FHA| £ HE0| HF =SCHH tx THADH AFEE T
2 83, HAK $E FOALL HAKH HHE ZHSYAL.

00:00:00 841MB | OpenimagelO Texture statistics

00:00:00 841MB Queries/batches :

00:00:00 841MB texture ;261503 queries in 261503 batches

00:00:00 841MB texture 3d : 0 queries in 0 batches

00:00:00 841MB shadow ;0 queries in 0 batches

00:00:00 841MB
00:00:00 841MB

|

|

|

|

| environment: 0 queries in 0 batches

|
00:00:00 841MB | closest : 0

|

|

|

|

|

|

Interpolations :

00:00:00 841MB bilinear : 398256

00:00:00 841MB bicubic : 701789

00:00:00 841MB Average anisotropic probes : 2.8
00:00:00 841MB
00:00:00 841MB
00:00:00 841MB

Max anisotropy in the wild : 671

OpenlmagelO ImageCache statistics (000000003D574040) ver 1.5.15
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00:00:00 841MB
00:00:00 841MB
00:00:00 841MB
00:00:00 841MB
00:00:00 841MB
00:00:00 841MB File open time only : 0.0s

| Images: 1 unique

|

|

I

|

|
00:00:00 841MB |  Tiles: 25 created, 24 current, 24 peak

|

|

|

|

|

|

Imagelnputs: 1 created, 1 current, 1 peak
Total size of all images referenced: 1.7 MB
Read from disk : 1.7 MB

File 1/O time : 0.2s (0.0s average per thread)

00:00:00 841MB total tile requests : 1454328

00:00:00 841MB micro-cache misses : 35383 (2.43294%)
00:00:00 841MB main cache misses : 25 (0.00171901%)
00:00:00 841MB Peak cache memory : 2.3 MB

00:00:00 841MB
00:00:00 841MB opens tiles MBread 1/0Otime res File

00:00:00 841MB | 1 1 12 1.7 0.2s 768x 768x3.u8
C:/Users/Documents/example.tif UNTILED UNMIPPED MIP-COUNT [12,7,3,2,1,0,0,0,0,0]

00:00:00 841MB |

Image file statistics:

00:00:00 841MB | Tot: 1 12 1.7 0.2s
00:00:00 841MB | 1 not tiled, T not MIP-mapped
I8

AmoldE ZE 2|AA HZa|/AYET 2e|AE CHe SR EL|CH

00:00:00 841MB | releasing resources
00:00:00 831MB | unloading 27 plugins
00:00:00 829MB | unloading plugins done
00:00:00 828MB | Arnold shutdown
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= MtoAE ALEsto] AEEY o
s

A =
= — =
£ =40 AYLch ¥H 41 8 HEE2 14122 ER| QOHoF Lt

o HYHS 7tME Wl Outliner 8 Hypershade 0| &3] S&sItt= A= € &+ ASLICE AESH| HOf
SH
= .

(=]
File> Optimize Scene2 2 0|&3t0] Bl O F L EE AXSt OAF LEO| XM ERE F7tL Tt

o O] F HPZO| XSt Ai Area lights@ 2 ZtTHSHA ZHHO| S ¥ 4= USLICL Color Temperature?t
Lol M 22 MPYL|ASLICHS500. 7|2 =F SamplesE 72 AP LCt X|F HEHEC 0=

O] &2 42 =O0IM 18X Yo 2 E LO|=E ZYULICL 2Ol ExposureE 20 Y2 =L|C}H
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¥ Arnold Area Light Attributes

or Temperature

I Temperature

v Tllumin

v Emit Diffuse v Emit Specular
Crecay Type  quadratic

Ai Area Light &4

Directional lightE AME510{

H IS Sl S0:s WES AE
=03 HEo|A =R 7+

= 0| MTtL|Ct AngleS 0.2 B2 A%
XE7t o 2E2{9] HLLCE 0] Z< Directional light2| SamplesE =0
OfF & = UAEHLICH3I0|H FE3. Color TemperatureES 243}5

YHO|

S 25 2| AiArea Lightit SH2S HHSt= Directional Light2 2 55 & LT,
ZHO| OO ofEA HEE=

X ojgf 22{H I3
Al2. O|ZA

of 7|2 Standard Surface #0|Cl 2H{2}0|=
St Aol ‘A3 DI2[E7]'7F 2utH oz MY D Ho|gof M 4K g ZHOTH S5
% QUELICt =& Arnold RenderView &0 = Debug Shadmgoﬂ 'Lighting' 2E7 U&LICEH
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Diffuse samplesS 022 EO0|H 7t =YO| Mo = HIZYstELICE O|A2 M XY =TS HA

|
esinxt & 0 9830 G| § Aas|FL

Hold
O] ZH2 Mayal| 7|2 Phong #IOIC 2t &M S Hypershade &0 ®EA|E L|Ct 0|2 Standard Surface
HO|H 2 Hets{of S LT},

Hypershade &0 EA|Z|= Maya Phong #l0|C7t &= 7|2 Maya &H

e Phong #O|CIE MEHSIT Attribute EditorE ZLICE 'Type' 23ECHE HR/0A Phongs MEHSID
Standard SurfaceE MEHSIL|Ct ZE =it M HH T} Standard Surface #|0|H 2 A& & LI CH

Sample

Tvee Phong
¥  Common Material Attr bient Occlusion
Flat

Bump Mappin

Ai Standard Surface

Diffuse
ritch

ided

Translucenc

Translucence Depth
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Phong #[0|C{ 7} Color0f &%

SHerE A
il
=

E £ Standard Surface 70| 2| Base Color0i| XA}
SO =2 AL 7t 20| HRSHX| §USLICH

mn

of2] #O|EHE Ai StandardZ &7 Bietd &= UAEE HO|F Biet A3 EETH MtoARt 24 MS & LICt
( https://support.solidangle.com/display/ASAFMUG/Shader+Conversion+Script )

HEE} 40

Untitled_1 +

floor bumpjpg  bump2dl

o ZHA MA THS Standard Surface #1052 Base Color0f &ZstL| Lt
o HI I Bump 50| HAZSILICE Bump DepthE 0.0310t 22 A2 Yoz ZYLICH
e Specular WeightE 0.32 2 £2|1 Specular RoughnessE 0.72 £0{ HIEO| &8 Q= =242 &g
L|C}.
HE
e Standard Surface #|0|CE AH=20| €Yt 0|2 'Mirror2 #HZSHL|CH
e Base WeightE 722 ZQL|Ct
e MetalnessE 72 =& L|CH
HE
o770 = HEO| HOM HIFX|= 2IE F7|

Standard Surface #|0|GH& 7 E0|

(-

SSSE 0.5 == =0|1 Thin Wall

Thin Wall & SSSo| HE0| CHst
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oz 2
o L=
2= R #H2 'Opaque'S H[Z-JStsOF etL|Ch DX o™ QEMEQ o) FHE DBAI; obed T
Of £l #o|He| =& Mot T=7F HEEX] @&

HI Sk
o o

kot
r

2|
2

rH

ol gMo| =& ZHt

i
mjo
0%

8t QI=A| HRAIBHUAI(SS| Amold2 S2| EUS ACY & f

ol i

~—

o X X|QOEZ|E MEiSID Attribute Editor2| Arnold Bi0A 'Opaque's HIZHYSISHMAIL.

Arnold

welet 20| EFYoIA| @2 BEHO| s Opaque 29IX|7t

e Standard SurfaceE F2| 20 25t 0| 'Glass'2 HETL|CE
e Base WeightS 022 ZEQL|Ct.

e Specular WeightE 72 =gL|C}

e Transmission WeightE 72 = L|CHR2|7t FHHE).

e Index of Refraction(|OR)E 7.5(82))E = L|LC}.

e ESH Transmission A 20 O[St MZE FI1510 |2|0 MEAE Of

Ho
o>
el
%
d
ot
4>
30
o>
-
_|T|_

&
n
o

2473

0=
m
o

T WEHYS 2o Camera (AA) HHS 622 EALLICL
g Aqe 379 =0|=& F0|7| {8 Diffuse Samples™ 6702 Z7tA|Zi&LICE Ot2f O|O|X|
702l (712 4)) Diffuse ME1 6712 ME S HEHYsH= A2 X0|F £0jFLICE

P
o8
°

2 A[ZH0] 3AH S7tot2=2 0] gt =8 W= Fo[oiof grLLt.
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wO|= R0 Ci3t AFMSH HE 9 KA 017|(:0|= HIAH)0f Y& LIC

Ray Depth

Diffuse Ray Depth
Otz O|0|X|=2 Diffuse Ray Depth 7(7|&
= FHOl HtALE &lof 0| F=tok XO|7t

—

Diffuse Ray Depth 1(7|22h)2t 4 ALO|2] X}O]
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o &2 MEMAME &H 542 =2t

Yol Cisl 2oELICH

Ho
=
i
o
mjo
=
X
Ot

dots Ol AR ElE SaiAl AT 2SO E2(0|Edt=

Lighting
e Area ZFS dIYLICHQuadZ 27F). HEHTY FIHEF 0| LE=F HiX|SIL ©
g HES FE MZ OfReto|H Lol 7tH2t2 E0EL|Ct o|E
Of 7tH[2tE SZ|0[H =HO| HZLICH =F2| ExposureE 4 Y==2 = LCH

|MStL|Ct O] Area =3
SHH 7t 2t7F A E2tE

Fto2r 2ol XISt Quad =3
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Spread

e Quad 50| SpreadE A8 FH|Ql =0 S O HEAZ = UASULCE O] R0 022 ER/E
LIC}.

J2XM 0=

Spread: 1 (7| 2%)) Spread: 0.2
=2 spread U442 =2 7| spread2Ct LO|=7F BE = UCEDE ALE Al FL[SHHA|R. O] Z40| HES+E
£ £0/3{H O @2 Y MEo| ZagtLLCt

oA 20| BOX|=X| 4 S Moo= £ &

—

rn

22 50| Light Decay ZEE F7tst= ALt

Atmosphere Volume

— o= 2 T
e Render SettingsS €1 Arnold Renderer ¥ Al EnvironmentZ O| 5% L|Ct. Atmosphere?| 2 20
ol OIO|Zo| AWM OIS A QEX HES 22D ¢

%42 0.005

T1o=

Atmosphere Volume2 AFE5I0] ZHO| M5 =242 & = JASL|CH

Create aiAtmosphereVolumeS &3t L|LCt,

[ — |
e Atmosphere Volume?2| Density Bz 4% YLCh
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gt

mjo

20

i

O Xt& A0 = Photometric Light% AFESHY &Y SMERH N ZHE Y _75_%'5
LIC}. O] st R At 9 SEH LED EEO0|M 24702 & Z (14w LED)2 2 TFAE|0f U

n|> i

L|Ct

ot S!S M2 StEH 39| AIO|EOA CHREEY = JUELICE 2 Photometric ZHO| CHSH IES
A2 HOo{oF gLt

https://support.solidangle.com/display/ASAFMUG/IES+Lighting )

IES m+Y
OlE £9 http://www.isual-3d.comOf /= Photometric = FO{E AtE5l0] 9 30| MSE S LS =
= ASLCE #2 OIHE &S7| Ak =& HEHE BALE[O JASLICL

Tsolux Plot
Y I YR U V) T W D B

5

W20 1L

WOl WOSLUX

LB 0.1 LU% ES0% Max Cd

Distance in unks of mount height (6M) <« Max Cd

MtoaAZ N EHZ &1 (%) Photometric ZF HOZ BA|Z(RER)ES &Y T2,

o

Ct

mjo

e DX Photometric ZHE MM Z £ ICD 7Y 90 = LCD EE Q[0 s&LICE
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=2 Aot FH2=2 24718 TEMAR WS A5 ot A Z0] offFE 7te)7|1=5

_ 11—

e 24719 Photometric =3

Color Temperature
Iz Myol of JHX| EE2 #IZol HO| 'HERBHALE "A7H2 Al A

QEtAL|CH CCTZF 2700-3000K Q! [pSEsh ol AMIZ= utXo=z ZLf =ty
| [=] A
T [=]

= —+-o

o ‘'Attribute Spread Sheet' H& Ar83t0] 2 X0 i3 MtoA £8E SAI0| HATLICH MtoA £82
!

Ai Color
Temperature

4500
4500
4500
4500
4500
4500

etricLightShape3
etricLightShape3
etricLightShaped7

etricLightShape3
ometricLightShape28 357

Lighting
o =7 HE2 RS Soff 7t Ut QgL FTHO[ 32H[E EXR O|0|X|2 HEHFEH = XM 2ZEQ
£ M8 &2 =Fst= A0l § HFLILh
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Diffuse Samples

Photometric ZH2 Sl HHof| HE5| 720 SHAH YLts QO f7te| L O|=TF LM TELICE Photometric
23 Sampleg 0= L0|== M E[X] EELICE Gl Diffuse SamplesE 0| TO[=7} ZO{=X|CF HEHZ Al
2t S0{ Lt

Diffuse Samples 4 Diffuse Samples 2
XIS 7tX| Photometric ZE 1} &7 IES TS ALESH=s HHE S H4HBSLICH EB Erco, Lamp, Osram, Philips
& 7IEt = MZ=YH Q| IES IS HAESH & = ASLCH
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2ote 78 YOl 2 = ASUCLE O] WMo = XrsAt HQIERF & FE| Z5F0 Ai Write Color =EE A
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Car beauty HHZ

o B[O FHOf AHEE HRHE ALESIY AtSAL HQIER
LIC X}kl HIQE MEF & S22 ZHzZt X|™sHA

IT

& 72| 250 CHsl Ai Write Color —EE Bt

(=]
e ZI Ai Write Color =EE MEIStD Name A0 U= EECHE HwE MEIRLICH ZF Ai WriteColor =
CO| Car Paint ¥ Glass?t Z2 M 0|28 X|™gtL|C}.
¥ Write Color Attributes
Beauty
Input
Name <None>
< Create New...> (Inactive]
P Node Behavior <MNone>
P uvuD <Create New...>

P} Extra Attributes

Mol OlE O|O|X| 2 P& ASA HRE Yol HEZE weE o |2 FE2lE

SR
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Barndoor Light Filter A}&3}7|(AiBarndoor)

Barndoore= Z=HO| €2l & AZ0| £ = S20|l= 259 IEYLICt 0|2 ety oz AFO|Lt et =
HoAM =Y =lo| HAo| CHet F7HAQl HOE HM3dt7| s AFEE LTt O] Xt&EAMOAE Barndoor = E
HE Ar8st= dn Oyt 82 2 &L Lt

Barndoor 2% EHE 4712| Bhbarn) =0 E#0| JASLICt. Z barndoor EH 0= 3742 m2td|E 7} A& LICE
1= 2702 mi2t0|EHEs e ¥F 22 Yol HES 72X Y HiX|StL|Ct M HR] mt2t0|Ef(Edge)= 7S A2
of R =ETLICL o] XY TH= AXEZIO|EQ R AHEE = EL|CE

¥ Barndoor Attributes

Top Left  0.000

1 Top Right 0

Left Top 0.000
Left Bottom

Left Edge 0.000
Right Top

Right

Right Edge 0.000

Barndoor &H TE £

CS T©HA = barndoorE At2sts BHHE HC ApM|SHA @ 2L Ch

o AXERO|ER} E2|E HHE UHELCH BHO AXEZO|EE H|EUCL cone angles =0 M =2
f = 3= YA TLICE 7(Lighting>Use All Lights)2 211 High Quality RenderingS & 5t5+0]

oAl AZLERIO|EQ| A|ZtSHE JHMA|ZIL|CH,

:|II fot
s
|m il
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spotLightShapel

*®

pe  Spot Light

« 2AZER0IEQ £ HHI|A AmoldZ 23 F CHRS}

1 Light Filters Of2{0l| A= AddE ZETLICL
agm

= =l

=
Yot Arnold =3 HEE Zotoh 7t LIEIELICH BarndoorE 22|51 AddE F7HeLICt

J2{H SiY A2 EEIO|EQ SiE Barndoor EH ARO[0] HZAO| #=ELICE O|H| Light Filter =501 Lt

EfLIOF ©fLICE Ol & H 225t attribute editord| A silE 88 & = USULCH

spotlightShapel

) Add Light Filter

Barmndoor

alBamndoor

o B O EYO ZHZ AIF
Barndoor defaultet 1 X|%

=
ol Cryst gte A HAEY =+ ASUHCL #MEHE 7iH2tel PR AEHZ S ST

—

Mo 2t =ofo CHot £ HEI|AM Preset2 Tt=1 O
2™ Ai BarndoorQ| 7|2 m=2|Ml Zto 2 EotZ

o|--'r
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aBarndoorl

Focus
Presets
Show Hide

Samdoor Attributes

) save Attribute Preset

Save Attribute Preset

Select Load Attributes Copy Tab

SiE Ai Barndoordf| Cish 7|2 Z2|MS d-dgtLic.

o Top Left 3t 022 =YLICL B =0 W 2| S&0| O|X AXERBOIE 21t E|Hdt=s AS & +
U LILE

aBarndoon
Focus
Presets

Show HMide

Select Load Altributes Copy Tab

e Top RightZ 022 =0 Top Left ztat LXIAIZ
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ected  Focu:

aiBamdaoorl

Top Right

o O|H Top flap2| X0 HZFSIZZ Top EdgeS 0.05Z= A% S2|MA|Q. MTHH =0{o| 517t 2 Eg
H

HX= AS & 5 UASLICE O|H Bottom S0 CHSHAM = O] 2 HE BIES = USFLICH

aiBarndoorl

P Extra Attributes

Top Edge

e OIX[Zt bottom Zt2 1.082E A|ZTL|C Mt SO ZZ0| X|A|I7|2{™ Bottom Left 3 Bottom
Right 3/2 0.82 EO0|&A|2. Top Edge®t Bottom ZHEXIZ|0f ALEME ST S ALESIMAIL.
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Focus
Presets
Show Hide
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aiBarndoort
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Presets

Show Hide

Right Barndoor
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= YUCh 88 o Bol 20 S0[7] 28 o] =5 H =% &= UK HEot 2M2(7F =|H o gLt
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aiBarndoon

Left EdgeS =AM SO RZS FEEA XE|

e O|X| Ai Barndoors?| 2&0| Or20| &7| 20 Attribute Editor0| Al PresetS A8l =5 T2 HEQ

Age = ASLEL
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E0 MYstn AMMAQ HEHE St O 28M0|H AR ARC|Q O|O|X|of O Matg = USLILCH

dEal £z 7|12 08 AtgolztH 28 £ME H|2Md3tste 0| £ELCHInternal Reflections, Caustics,
Bounce Factor 9|

0 Transmission roughness@t 22 ZtH|
wAHE £42
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>
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o
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o
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N
>
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i
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Scene Setup
Transmission Ray Depth?t 72 S7tE(0] Z2tAE S¥I RN HHUO| S22 LO| SMEEZF gL o] YH
2 Light ShapeO| CylinderZ 2’8 %|0f = Area LightO| H|F1 JEL|CE ZHO| Sky= JUSLICEH
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=3 #olgst
otzf OfXl= E2tAE H HO|H0f AHEE Standard Surface #I0|CQ| CHYol £ HAY Mo EME HOF
L|Ct.

Internal Reflections E/ds}

i & HALE MEH SiA|SHH 2t specular?t mirror perfectO| H|ZHSHELICE 'Enable InternalReercUons% |2
GotstH HEE A[ZHO| A th=E 0 ofL et EatAE R0 S O|FLC met o] 7|s &St
7] ©of geot EEHOILE £27F O 20X 22|52,

fi

Internal Reflections 2d3t AR (172 45X%) Internal Reflections 43} THZR(78)

Ml

2tAE HiF N BEH ZFO| Arnold ZM0IA OpaqueE HIZE36t= A2 XX ORMAIL.

= #Holgst

Liquid Meniscus
AHQ HEEZ2 HLAH L (meniscus)2 F&otH ZRIEJASLICH HLAHAE 7] E= OE =M EH
of 7t7t2 AH ol &5 BHM &H T o) Edsts SHYULICH

HH HUAHA ZHEY BHO| SIFES Of2f2 7|70
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E2tAE fojfes E2tAEHES S1cts 40 2 OXH WES Xz JdES O/FLICH kA
Transmission Ray Depth A7F0| &410| E2tAE 8 Ax H#HS SIY OHF TE5| 22X &Qlsior Lt
Index of RefractionO| 2| X|==(1.33)2 HALIAELICL Base Weight’t 0.9 X| ZA3UELICH

A
=
otgff OfXM= = HOIE 2| LYt Standard £d= HEH

Base Weight
Jl2doz 22 ot A EYLICE 29 diffuseE FIISHE =2 22S '#iA' st= O =20 EUth=
2|Hoz Fetoh Y2 ory).

Base Weight: 0 Base Weight: 0.2

Specular

Specular Weight= 022 FU5LICH AHLISHH S0|M & Ot JEALS EA[SHR| 7| S Hi2hr| T2 YL

Specular 0 (20| oL 2¢)

Specular 1 (20| 0|3t 2 Q)

Internal Reflections E/d3}

Of2fl O|0|X|Z=2 Enable Internal Reflections= AIESIALE AFESHA| B If = #H HEHT ALO|o] Xj0|F £
Ol LICE Xt0|= D|EoHX| 2 =2 gof HtE FHOM & = ASHH

=T = ™ M-
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Internal Reflections 243} 7H & Internal Reflections 243} 74 &

Caustics
Caustics U 7= Standard Surface #|0|C{0 AELICE Standard Surface #|0|H2| O] AQX|&= ZHAtEl G| &MO|
g HEA S ME AME E = JEX] OEE XFPELLCHI| 2N 22 Standard Surface #|0|E Q] AF™ S 7HH
ShAF ZHOF SHAF ZAMO A AAE LICH.
Otz o|0|X|= HAEO| UAHLE gl= Hut Aol HHE X0|™ES EOojFL|Ct.

é -_—————

N ‘ :

‘ ‘

Lo 4
F{AE H|Zd s HAE 2detE

Elst 2
ES ESA 2HE7| QI8 'Transmission Roughness'S 042 EFELICH 0] 242 &=0|H A A|ZH0| S0{LL

[

b 'Rayswitch' #|O|EH{& ArEst0] AEHY AlZhs 22 RFAIYMSLCH

Rayswitch

Rayswitch #l|0|G &= FHOAM ALME M £8 0/ O =22 FO0| 222 NSHAIZ|X| &1 dH AlZtS
ehefAI gL

AR E EfSHA S cloudy roughness M=o = FMo| =HHoF gL|Ct HtHo| 2x =4 X 8
SHAE M2 HEA/ R AEY|TE Qe & B #l0|E (Water_Secondary_Rays)E AMETLICHAIG Y AlZH2 0
SLICh.
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otz O|OX|Z0AM = 5= U g SE0= ofzhel Xto|7h AR AEY AlZE2 IA H

Rayswitch #|0|¢ @{&: 31& 15% Rayswitch #|0|C: 162 14%
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Curvature #|0|5 = #O|C{0f CIH| Y AFEF

|E F7tote +2 Y-YLILE O &2 MHESMO|AM = Curvature
|
=

HAOIHE A8t Ot 8 §F X2l 2itE of EZELIC O|A2 HAl 2EOM A B#EHO| JHERI2[S
o
9l

O ol FE& HAols O MEELULL 22 AMAME HAES| 7RFA2[7F BIEE 2o A= =550 =
= A 2 & ASHH

O YHUAM MEEl= H0|E= StEt Z3 MOIEOM Cr22Eg 5= ASLICH

( https://support.solidangle.com/display/ASAFMUG/Wear+and+Tear+with+the+Curvature+Shader )

Layer Standard Shaders
Layered #0|G= & 7i2| Standard #IO|GE 2{|0[0{E5t= O AL ELICH &% =4 T E 2 0]0f(=4)0=
StLtO| Standard #I0|HE ARSI 1 ofgfel LEE 3% BEHES BEHY Ij= CHE Standard #ll0|HE AtESt
&L CH

o Layered ShaderE 435t SK|of 2L}

e Standard Surface HO|HE 443t 0|52 Green Paim=Z HAEL|C]

o [LCtE Standard Surface HO|HE 4dst1 0|52 MetalZ HATL|CE

e Standard Surface #|0|C{=2 Ot2l O|O[X[0| A B Layered #0|C{0] AHZATLICE

|y

Type Layered Shader

¥ Layered Shader Attributes

-

ender Passes

Curvature #0|H
e Noise #|0|HE Curvature #I0|E 2| radiusOl AZTtLICHbias X multiply= F7). st ZE2
W7EX| ChEt LO|= Moz Mad) 24 A2 Noise #[0|C 0 Color Correct #0|LE S1ZSH0] 'Ot
El' 2SO MEZSHAH =-Y = AUChs AME S AX| OpdA|2.
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aiCurvature #O|C|E Layered #|O|H2| Transparency %-80]
Surface 3J0|C] AIO|OA =8tE AT &~ QUL

== T )\A|=|I-—|E|'

AZstLch O2{™ & 749l Standard

Bias
e OFZHQl oA O|O|X|NIA Curvature #|O|E 2| Bias LiZI0|E7I O E1E O & EOF7| 8} =D
Y[ RAS LT

Bias: O

Bias: O 5 (7124

|_HA

0=
K

e Curvature #4529/ -¢-

Message
Out Colar
Out Glow Color

Out Matze Dpacity
TS C—

Inputs
& Matte Opacity
Render Pass Mode

xF HolH HE/ZR
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7
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20| =2 FHEHTL &=

4 Camera (AA) samples. Medium
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7EAIZ| B 0| =7} s 2|1 O|0|X|e] FHO| E LIt

AtMIe HE = St 39| AIOJEOAM LH22E & 5= AFUCH

quality.
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(https://support.solidangle.com/display/ASAFMUG/Removing+Noise )
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3 Camera (AA) samples. Low
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MR EHAE =0|=9
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e Depth of Field

e Diffuse
e Specular
e Shadow

e Indirect Specular

e Transmission

e SSS

e Atmospheric Volume
7|Et:

e FirefliesO|

o Hl X 2= H0|H, HE/R £ 278,

LO[=E Ao g =520 METYMM Fal5HA T 2RE 40 et HEZS S7HAZ|8 =0[=F X A3t
Al g #HEE AZhE =8 & UL OlE[2E= Y

M=o olzgt s ZCiet =

Cf. 2tA DOF 0|=
g2 HFHOF Ut

= LO0|=7FsfZ2E & UK

LO|= MAH BX= |AEEF L0

° |
o
HM7Ast7| {8 ZtH2 MES =210 ot= 4% HOEE AlZtES 2lst7] fIs tHE 4
£l

Camera (AA) Samples: 1
Diffuse Samples: 1

Specular Samples : 1
Transmission Samples : 1

SSS Samples : 1

Light Samples : 1

Atmospheric Volume Samples :
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ojH2 BE MB0| 12 MYEO Yk P =O|XT} B2 HHAULICL LO|IXS AHT| B Y BEHel
YH2 AOVE HCIZYSHs HYLILL 1S5S AL NES NS 2TsHe HS A0 712 2957 4
st
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7HO[2HAA) HEE1

otz OfXoN Cf FEB2 M2 ME 1022 BA|ELICE O|AL IR =2 740|0H f
P S of=ot7| AT OlAl =2tz
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£ 2E HE012 23859 A7 ME0 =0|=7} B2 SHat HFEL2
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2L Ct

(00)
o
|_

ol
P
°
X

Motion Blur?l Depth of Field Noise

All Samples 1 Camera (AA) samples 10
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Camera samples 1, All Other Samples 10

Motion Blur Alpha

Camera samples 10, All Other Samples 1

ZHO| &X| e FHO| LEEL

Depth of Field Alpha

24 =8 3 DA = =0|=E FiHet Mol RFRo2 Qg LYStE2 FHHZHAA) MES S2{0F S22
= AgLCH 2X ZtH 2 HE +AAE O Aol M&YLICH 42 FHHEHAA) ME = 16712 &S HIEY
Ct. 7tH2HAA) BES SEl8 HE MEE S7I0t=H|, Of A& 200F 28 &Lt

FtHEhAA) MES =2l HEHE AlZHo] 3A oLt 24 S2{Lt DOF2| Z X7t OfL2tH FHHZHAA) M3
2 e L0l= RES +85t= O A OHX|8f 12§ Ar0| E[O{OF SfL|C}

Diffuse Noise
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{8 Diffuse =O|=& OfOtE 7HE AtFE NE[5HA 2 Lo|= FAY AYL|Ct O|Z0| JQIRIX| =eldt= 77
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Clean Renders

e Camera (AA) Samples: 7

e (Indirect) Diffuse Samples: 3

e (Indirect) Specular samples : 5
e Transmission Samples : 3

e SSS Samples: 3

e Light Samples : 2

e Atmosphere Volum Samples : 2

e Camera (AA) Samples: 16

e (Indirect) Diffuse Samples: 1

e (Indirect) Specular samples : 2
e Transmission Samples : 1

e SSS Samples : 1

e Light Samples : 1

e Atmosphere Volum Samples : 1
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Noise Visible in: Samples to Adjust
Alpha Channel Camera (AA) samples
Indirect Diffuse Diffuse samples

Direct Specular (specular noise) Light samples

Direct Diffuse (shadow noise) Light samples

Indirect Specular Specular samples

Refraction Refraction samples

SSS (direct and indirect) SSS (direct and indirect) samples

Volume Volume samples (note that there are also volume samples in lights too)

Cte2 =0|= ZBSH XtA|S| LOotE ZE L Ct.

o« METOIZ FAAUIIR?

e LO|=Z HAH HIAEER

e Fireflies (8t5& 0|X)- HE FHH

e Volume —UFO XH&
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AN HYT LS LO0[= X7t Y Fuar HE FHME 2 g9 Loj==
Ch7i 2hAF SHol2to IE Ee 9 x=¥o| 31 REZ R X0 LtEFELC Y M2 +E T
ZFAIZ{OF L|CL Of2f ojb|X|= Sl ME 2 =5 10|A 322 =% I 28X 2O ELIC
el 32 =9 A& LICt
UM O|=F F7iotnxt & M= ¢ 7HA| =0|= |els ChE =0|= Jelm 223t Aol 8 = AU
S LC Diffuse’ &4 (0)= BIZg=totH ofH ol LO[=7F YU=X| MESt= O =20 FLICH FHAM 2
g FMol £ ZHtH A=Y [ Diffuse 42| =5 =2l AO0| ofLzt (R AlzZto] &
Diffuse ME0ICH & HiZt &) L=0|=2| |elS BX AZ[3{0F SL(Ct.

ZYH L 0|=2} Diffuse 'LO|=(FE0| 0{HL). 022 MHE Diffuse(H|&4A). Yo LO|=E

= O/
O A MEe = ASHCL

Diffuse Ray Sampling

=M WE FEON LS ZRER) £,

-
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Volumes

L|Ct ZHE ZM(Volume Indirect)
A7)E SStHA o2 H =

J2Ch A 4t0] 22 ZELICH

o
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10| MY <2

e
el PN
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L Ct.

SHALE 2& Ul 28 37

Fojojx|E A2 of

.
o
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H|E0| EOl
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TRLUES

[e]]
N

O] REete =F0

Light volume samples: 6

Light volume samples: 1

T

Lk ols2 2

I

£ 12{8loF

Of Ml 7X|

Step Size

2N 29| step_sizeL|LC}.

marching =

o

Ao
=%

KA =0 H4F7 A =Lt =t

=
o

A O]
T A

E’EI

ZEX[3 7| W20 LIHX| HEEY HEOM LO|=F BEA
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Step 3717} SHE Step 37[7} HF A Q5=0| LItof LtEtH.
28 37| 2Nz EE 0| ot RLEME Z7tof AL ol 282 Hgs AAH LY & I HEE &
20| SLSHAH FAIZEF 517 Qg AYLCE d2LE 2ot 2 28 37| msfof Lth. =X @e
M =EO0| @A LIEtLtD MO| HR2fZ LT ot2fel ofX| o|b[X|0M= O 2itE nhysts| {3 =2&= ZIM

=
100EHRI7HR] YRGS LICH1/25/502 O] 2&2 70 Blze,

1 25 50

Direct Lighting

AH 37|17} 2HEXH XF =

H
¥

ZTHOZ QIS|| L O|=7} LAt
2
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= = O AN
o, HEY0| Oo|=7} QCtH 2t xS
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r 0F 4
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~
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U
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N
of
aml
dlo

- |
o ¥olo| £l =Y volume samplesZ HEA|S{OF SHLIC}. volume samples?t Z7I4E &H

[}
UALLICHES 0Ly 28, MopH YANYE mesh_lights, 2x+ 24| S

B>
s
A
82
rir
M
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off E= MAst= A olelof= silZ YRO| SlsLICh

Indirect Lighting

ZHY =Oo|= gA| AEo| &L T 20|27t B2 Z2E2| Glvolume_depthE H|2-d2tsliof st HEHZA O O
O|4 O|=7t QICtH Q= 7tE MEYYLCEL FEES 7HM510F St= S volume_indirect_samples =& =
2O LT} O] gt2 =O|H O|=7t E0{EX| REE =T 43 82 MEIY U} LOo[=7t X7t & =

ch o|ldtd =28, =80 Z¥E Y §). A2|1 AM AGUX0| ST = EHHIYS S
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Lo|x HA YaAE=Q

NOISY IMAGE

RENDER!
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Fireflies (IS5 & O0|x)- HE ZH

Physical Sky2| 1510 2|

rot

HEE LO0|=

Of ¥H2 HILHE HSl= HHAYO HE RE=z FEEL
Of AELICE @ OOX|oM & == AXO| o FHO

SkyDome ZHO0| HZAL[O] U= Physical Sky HI0|H2| &
= Render SettingsOlA MZ2| +5 52l AU22= MA
U= H 7HX] YRO| A=H|, Of2foilM HmE WS T

n
bl

Standard Surface #|0|G 7t X|H &
& L|CE O] MM HIGZE0|52
of ofslf MZLct ol2{st 89| L0|=

|Ct. SHA|ZE O|2{gt =O0|=F 3idE =

0k
o
o AN

c I1r

o

m Tlo

go o >0

rE WD
o
z

als E e AN

Juot
i)
-

YH2 St PA9] MOIEXM LI2R2EY & AFLICL

E'I'M|=|

(https://support.solidangle.com/display/ASAFMUG/Fireflies+ - + Boat+Scene )

AOV
SISIE0| OCI0M QEX| olg &= Qe ot 7HK| HH2 AOVE A8t HHE AHst= AYLCh
e Render Settings &2 @1 AOV ©2 MEHBIL|CE AOV BrowserO| A Builting METLICL Available
AOVsO| A jndirect speculars = H Z2|gtL|CH 12{H Active AOV Ot2{0 {22 AOVZt LIEHEL|CE.

2|
o XHEZ HEZSIT AOVE Y7L} Arnold RenderView £ 0 A =tOlstL|CH
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AUTODESK ARNOLD

St =0| LtEfLtE 22 Chg & ZHAI YLt

|
ofzto| WrAPH QU B EO| 4ol
2. °47tol BHAZE QU BiCtel #o]G

2SI =£0| 50| 2ot =0 2L

Clamp Max Value 10 (7|2 )

HA

Indirect Specular AOV (EEOM 20|= EEE)

Specular Roughness
OI = Ol

HIGIZ0|o| 27} 7|-Ao|-|_||:|-.

8% Specular RoughnessE S7HA|7|H BtGIE0| Zad =& JUFLCE O 20 FEZR2 BHAl &tol2}

E7l 2atHo 2 7|7 [[H':'c’n:l'—lﬁf. HEO| X["ZEl Standard Surface #0|E 2| Specular RoughnessE =O0|™
SHX| 2 O|2{gt 0=

42y = O] Y= ME8: HHE0| 03| Hot ASLHCL

Low Specular Roughness f

O] T3] =HdtA =YLCt.
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Specular Samples
HiCH flojEH o] ERHO| A2t SAto?| HZ0| Ef Y
Azl UELICH O|"EA =& Specular 2f2 HE

Sample2| =8 =¢EICtD s{A BIRIE0| ZASHK| @

2 4
Rayswitch
O L2 22 rayswitch HOIEHE A5 Specular 3 =Hat &40 CHsi o ZHEtoh H[0|HE X|Fdh= A Y
L|C}.

e HEO0| RaySwitch #|0|HE X|¥gtL|C}

* Standard Surface #|OIHE RaySwitch HO|EI2| Diffuse 3 Specular 20| HZYLIC. Specular
Weight7} 022 MAHT|0] QL0{0F StL|CE Z12§OF HHAF 3 ZAb ZMO| HiGIEO 2
Q455 BIWSHR| A E LT

e HEOQ| Standard Surface 2I|0|Ci(Specular Weight7} 1=)2 LIHX| £ G2l HEHAL, M4t 22IK]
of eAgtL|Ct

O[XM AOVE &HEH HIEE0| 20[X| E5LIL

Indirect Specular AOV
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Edit View Bookmarks Options

place 2dTexture2
=
*e
8 a0

Display Show Help

£ 58 3

aistandard_diffuse_glossy

§ B ziStandard_diffu
aistandard_diffu

SE
g

4

aiRayswitch1

aistandard

o9 @l -istandard. outCalor -
iStandard.outColor -

istandard.outColor -

_glossy.outColor
e_glossy.outColor -> aiRaySwitch1.glossy

M aiStandard. outColor >

Switch 1. diffuse

aistandard 125G

boat_015G2

aiRayswitch1.camera
aifayswitch 1.reflection
aiRayswitch 1.refraction
aifayswitch 1. shadow

Clamp Samples Values
EOHE SN2 HBOA

ofz ojojxise
Hol e F A3t

Clamp Max Value 5

Rayswitch #|O|C{0ff ¥ZEl 2719| Standard Surface #0|C]

FHo| 2= Ho|Eo

5| MR HE 0N S

Clamp Max Value 1 (8tX 20| S0| Atzt)
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Volume - UFO %&H

O -

o 'AS7|" AtgMoM = HEHE Al §F TR =0|=7r 2ded I =8 A HEHY =FET oL 2t &H 7HX]|
7|Ef 2ME CHEUC of E2 &2 7HA &8, =2 HUAH 8L A U

2 7ts80| ASLHH.

Scene Lighting

O] BB Light ShapeO| 'Disk'(Z#)2 MME|0f & 'Arnold Area Light'O| H|Z=1 QIELICH UFO XYL
Mesh Lighte= HetEl X|QHEZ|YLCt ESH UFO O RS &ote AZERIO|ER RERO F<Y 2H0[ET}
A& LICE MtoA Render Settings &0l A Volume ScatteringO| 2-d a2tz A& LICE

Mesh Light Disk Light -moon

Volume shader

Volume shader
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Scene lighting

Disk light

Mesh lights

Spot light

Scene lighting

Moonlit Clouds - Volume %0

e EZ& jt1|7f O & %I2t Disk =3 Of{of PIXILICL 0|0 'FES' 22 ASELILE 0| A2 Disk
o B Moo fIX[StL A UL XH HE Hots S=5E FHE UFO of2fe| X|H X0
H K| | L& LI T
TELR =25 HHTSE A Ui Ft E= o7[0f(Volume ShaderE ALE3H F+& 7)) A
= LI

FE52 EHStE TH0| NFYE 7
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e Standard Surface #|0|HE A0 X|HgtLICt Maya 'T#&"' BlAKX = Standard Surface Shading Engine2|
Volume Material 40 HZAEl aiStaVolumeCollector '==9| Scattering Color®| GZAE L|CE #0|Y HE
3= O3 22 25U

m Mode Editor

] e [

Untitled_1

Message Qut Transparency
Out Coler | @ > . Transparant
®_ Placement Matrix

HEEH 50| ofef OfOjX|ME 2L|Ct

O HHOE UHHOR ATO|T O|x EL BISIEOIRD REE ME
gte A2 ofLinjol Mol of2) = AOIE O|SELICE o[22

TE /M7= AUL2E MAY &+ Ut

LO[=7t U 0lF2
9| wo|=

= 4
= HEH0A 32

HE 20| LtEfLEE
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MA e 2 A2 FEn 22 o8 7HK] L0|= 22s ZHA|1 QgLCh o=

Mesh Light
UFO2| Z=F2 Mesh Light2 HEEl XM EZ| 2 - E LILE Mesh Light7t ‘d-dEH, 0] AlEE XM EZ|
SIS 1Ko BiX|ELICt o2 MET Edur A-AL LO|=7F LEILE E9 —ErX1l7f 2 & UG o

B2 o2 X| M E2|0 CHsll 'Casts Shadows' 3 'Receive Shadows'S
e SHNEREH 2| O|lsAZ|l= A YL|CHotef o|OjX| &=

N
Ral
I OF o
mlo mﬁ rot
Ij
rir
N
9
E
A
il
r
OF
N

Mesh Light= OA|QF Z2 X[ M  Mesh Light2 HA|OA Z2| 0| F35tH
gL ct, T O|=7h ZAgL|CE

(==

SELICE of:
o Specular Reflection 80N =HE 2O|H O AYMS gtatst= H0|H £ N =2 Specularity
H

WeightE zt= #|l0|H)7t = 812 7HA 0| Ray Switch +O| T

Rayswitch Rayswitch 91
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Visible in Diffuse / Specular

LO|ZE EY £ Ue £ OE W2 LOo|=E [EYUSt= HAIO| CHSH Diffuse Reflection R/E& Specular
Reflection &°4& H|gd2lst= A YLICL 0|3t £42 HAI2] Arnold £40] AUELICH

Visibility

Specular Reflection
Diffuse Transm
Specular Transmission
Volume

Self Shadows

«®

Visible in Diffuse/Glossy: Enabled(specular/diffuse  Visible in Diffuse/Glossy: Disabled (\zO0|= g§l&)
Lo|x)

Clamp Sample Values

=O|X5 FY & Y B IIX SML ACYE [ ME US DH(Clamp)os HYLICH
.|

= S el S
HA o|ojx|of cigt ZdE2 nFSLCE of Z7tX| SfZ2 wWH2 £ H0|Hof st ZHS 1EHS= AL
£ QM =:
e Maya 'Clamp' =EE OFR2A Ji20 HELE X 7St A}F St =0 TS Shading Groupll
'Surface material' £ 422 B0 ZL|CHO| ZR0|= Ai Standard #|0|H).

¥  Shading Group Attributes

Surface material clampl

Valume material

Displacement mat.

Ai Standard #10|5 2| Shading Group?@| Surface & 40| HZAE Clamp L E

=
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e Standard Surface@| 'outColor'E Clamp ==9| 'input’ 40| AZATL|Ct,

gConnection Editor

Reload Right
from -> to Inp

= clampl

outColor aiMin
outTrar oy aiMax

ailnput

clampl

Clear All Remove

Untitled_1

clampl

aiStandard2

Message
Out Color

'Clamp Color Attributes'0f| A "Max' & RFHEHAIL.

¥irn s 1

No clamp Max clamp 1
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Ozl Of|&|0i| A= Ai Standard2| BtAL £-40] Maya S L EO| HAAERY

gL O o8 S™MZ 571 Ai Ray
Switch #|0|C{o| Zfeh %40 HZEL|CE O|Zd2 Render Settings HOA] 2 SHZ A 2x &M SH=E=Z
ZSTLIC o] WS ALSSIH 2T SHO[2I0|EoM HRIE RX|St= O|FS 22 + US HL o2t BEX
M LO|=k Hojg &= USLCH

|2 80| E

Untitled_1 +

aiRaySwitchl

clampl

O {Af @ y

aiStandardl

Atmosphere Volume2| ¥R E £O0|= Za}

Ot2f O|O|X|0 A= ZHHO| Atmosphere VolumeS

2gste o] 2tE = & USLCH

Volume Scattering

No Volume Scattering
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Atmosphere VolumeS Z43}stH X|H
SpecularityE 7HX|1 UA&EL|CH O] A2
S =0 A Specularity

SR E0| M AL

Mzof g#HH=E'0] HLLICE O HE[Z]
o[gjX|el MEMAM O FEHHLLL HHE
AYLICE O] 40] 7ts3HA| 2 BR0=

BT oT

o
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2
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E0l= It S22 Ht
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Gi Glossy Samples 2: HIGI£0| 2 ¢ Gi Glossy Samples 4: BtGIE0| of 2¢
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Hbd FECIE

0|F AH&M= MtoAE S0 A Cish et ot
e Stand-in 27|
e Physical SkyE At8% 7 & /4
e Depth of Field

. D27t Ao

o DI H (\Mandelbulb) 3IE 2 HHH

e MakeTX: L} Hf=H

o HDRI % BackplateE AI&50 XI-SA} HIC{ 5}

e Curve HC{AB7|

e ArnoldZ {2 EH S|

o HQE Zue}

oot

b EEYE W A Y|

of
Gl

e Subdivision Displacement 0i

. N AE HH

243



AUTODESK ARNOLD

Stand-in 27§

Stand-in2 AtBSHE G AIZIIX XQUER| HOE REE XASH0] XY BHS JHED BEHOR 8K
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e bpointScribbleindigo E.2{A|2| Tubes Per Step +& =0|H AEZ30| ZM0| FI7HE L|CE

Tubes Per Step 1 Tubes Per Step 3

Paint Effects Modifier
o FFEAE A5 DMl BAZ A[AIF 2 SO|22 M| 22 5 = AS LT pfxToon 22
A7t MEHEl MEfZ Paint Effects>Create Modifier2 O|S2tL|Ct Otz &1 ZH0| Paint Effects E.2{A|
7t oe| HFLE YAXEE 2Ojoo|0{ & HiX|5tn A 7|E =HEGLC

Paint Effects Modifier& AtE3I0] HHE =l paint Effect

295




AUTODESK ARNOLD

Paint Effect& M2
e Paint Effect®| 20| O30 EH 0| FM=E #istg = UEL|CL bpointScribbleindigo 2 2{A|7}
MEREl MEfE Modify>Convert>Paint Effects to Curves=Z 0|52t L|Ct
o OH MtoAZ H4Z HOEEL 5= UAA TS0{0F LLICE 0|5 M= siE =40 CisH Override Set

=
2 DHE0{0F 2L|Ct oy SMHESS MEHSI D Maya Set2 THELICH - Create>Sets>Set

ofg] 7fo] SME HEYst= O WED X0 WH2 Curve CollectorE AHE5HE AR LICH

o BT Set= MEHSIT Attribute Editor0| A ArnoldZ O| S &L},

Curves_Set

Presets

Show Hide
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¥  Amold

Remaove

M MZ 2tE £450| Seto| & HWET|0|M Arnold2| Extra Attributes Of2{Ofl LtEFEL|C.
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w  Amold
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¥ Extra Attnibutes
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v Ai Render ¢
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o YBt= I MOl FH O] W2} Ai Curve WidthE 0.022 &=L CH
e Ai ModeE thick@Z HZASIH ZM0| |/ EE mZ2 40| ML}
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e Ai Render CurveZ
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https://support.solidangle.com/display/A5AFMUG/Rendering+Glass+Surfaces+with+Arnold
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Helet AH Ho] o]
welet 28 = 29 HMalstr| 8l ArgElE Mz 282 CiEa 25U

Opaque
ArmoldZ2 T ot EHZ HEESH7| MO OpaqueE H|Zd3tsfiof o L|Ct,
0|42 sl HA|Q| Arnold &40f QU&LICE.

Standard Surface: Glass
Base WeightS 022 H73}1 Specular WeightE 72 =2 L|C} Index of Refraction2 R 2| X2 HZATIL
Ct(7.5). Transmission WeightS 12 =2/ L|C}.

Transmission
ChEl 7|8 Mx) 7|2xo=

Transmission Weight 7*% SEH FEel MF FSt L
e MOZREH FHEMAQ,

Transmission Color=

Transmission Color: $|Ad Transmission Color: &l A4

Standard Surface: &
82| MEo AMEst M HHESHL|CE SHX| Tt Index of Refraction2 29| ZtQl 13322 MHE|0| Q0{0F &L

—

Ct.

Standard Surface: Milky liquid

= 4y X715t HO| FELICH E3 UHS Ot AMKOR B

milky liquidS ‘4435tz ™

o zto g
St2{R OfZto| WEEE WS ko0 MY 2 +

SSS Weight: 0.1 SSS Weight: 0.1. Emission 0.1
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B AN
2 EHS ALESIo #EE A|ZHo] @2 Z2|= A2 Standard Surface #|0|E 2| Advanced MMOfA sl
HA|S MEHSI D ‘enable internal reflections'S H| 2 E3ISHA AL,

Transmission Depth
APAHOl Q2| 9 2 2tE ¥o2{™ SHHE Transmission Depth A0 SQELICE 30| ES+E HEHE Al
0] S0{HC= HE 71952,

JI2M 22 Arnold= 82| Transmission Depths At-&%rL|LCt,

Total Depth

M Zo| ¥¥E =Y W= F 0|7} Transmission ray depths Zete g 29| &4 2850 A=K &l
SHUAR. & Z0l= FH W ol Mol & 2|0 vt= ZO0|E X|EYLICHDiffuse + Transmission + Specular <
Total).

ZF Y
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(https://support.solidangle.com/display/AS5AFMUG/Rendering +Opacity+Maps+with + Paint +Effects )

UHHH Ol Opacity YIABERE Y0t OfAAZ Standard Surface #0|52| EEY =
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-
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7FX|X| Q4OFOF St7| 0], Width ScaleO| 2| Z¥S ZHTL|CE HAXO| CHSY M2Sts HA2 Width Scale
BYo| o A=z = AKX WA LZYLICH (LR 2ol Bt/HE AR ol Hih
CtE2 2EE YIAZZR2[ o Y L(Ch

e Paint Effects 2{A| 42 MEHSIL|CHO| HL0|= strokeBirchBlowing). Leaf Width ScaleZ O|S&tL|Ct

O| 42 Tubes> Growth >Leaves OF2{{0] Y L|LCE.
¥ Leaf Width Scale

Selected Position 0,000

Interpolation Linear
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Subdivision Displacement 0

CtE O|0|X| =2 Displacement fE 2 AtES [f TM @37 ME3tel 2itE EFL|CH

No displacement 50 triangles

Pixel error 0 819200 triangles

Pixel error 8 115506 triangles
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Pixel error 16 37526 triangles

Pixel error 32 9560 triangles

Pixel error 64 2478 triangles
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Of RIEMOME &0 H7} A= =5 FHE Y N2 ¥ dHSH= HHS YotmL(Ch o7 71 ZFHE H4F
5to =52 LAUZ BHd EELICE £33 goboE AMESIY Y2 HIF M 7tH HAE 20tE THS0 22
S L|C} T Vector displacementZE AFESI0] HILH M E2 THE0 & ARLCH
Fog

o HX F TGO HE UHE0 EHESLICL Render Settings &= YLICt. Environment &3 Of2f0f| A

AtmosphereZ noneO|l M Fog= HZATL|CE
o &M HTYIO Fog £4E0| LIEILLICL DistanceS 0.029 Z2 A2 Yoz 2|0 FUHg #HEHY
™ COhS1t 22 ZuE A 4k

¥ Fog Attributes

Ground Normal
e QtJHO| ColorE mid blueZ Bt Y& HEON = 7, 2% EEO &= 02 23310 Ground Normal2 ¥
2 HZATLCHL 402 HICF BEH 240 AS AO|EE HOo| oM S0 v HEOE U=
=AE A=stan gLt

Fog Attributes

Ground Normal 1 (YZ)
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Distance

e O|X Q74O ¥S SE{EZASL|CI Distance 22 1 &2 =QlL|C}

v

Fog Attributes

Height

Height 5 Height 44
Spotlight lighting
O[X HTO| &S HFEMSLICE AZEZIO|EE AFEY AYLICE O|FA ot =¥ TLHE F7i5t0f ZE U
=S 20t 2 Hofg = ASUCL
=R
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2Ot HAAQ OE 21 7| /sl Vector Displacement M2 AtES0] HiCto| MtEE CHAELICH 1 1'3'
XNHEZE ot 22T 7= 7|E2| Displacement Wit CHEA HiCH XM EZ|7t E&1F CHE @
Z O|SELICt Hich 23 440 oidt =7t 2= 7|0 ASLICH
(https://support.solidangle.com/display/ASAFMUG/Rendering+an+Ocean+with+Displacement )
o Of2fel mY EIAME Maya Displacement = =0 HZAGL|CE Displacement = EE HICIO| ARESH= Ai
Standard®| &3 AMa2| g0 FZLICH
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MayaO| M Arnold Shader 2H&7|

o AFRIM(Extensions) 27|

e Oculus Rift Camera Node & 7|
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MayaOflA Arnold Shader 2H&7|

Pt

O] At5AM= Arnold #OIHE A3t Mayalf Seists HHeS 23dt=
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HolH M/d3517|
1.1 Arnold #lI0|5 2HS7|

ZHEHSE Arnold #l0IE Q] M W2 Creating a Simple PluginE EZSHAA|IL.
(https://support.solidangle.com/display/A5ARP/Creating+a+Simple+Plugin)

Maya AEA} QIE{TO|A0M O] #IO0|HE ALY =+ U=F St2{TH OfZ2(#H 0| M0 LRS HEIHOIHE =7t
S{{OF 2Lt

1.2 MayaOf|lA #|0|E AL83517|

1.2.1 HIE}H[O|E] mUZ 4|O|C{0 Maya MIEC|OIE| =7}517

HIEtEIOIH E F70ts 7t T2 Y'2 HolH7t 2EE If Ats22 ArgE HEHOIH nigds UHEs AY
LICE Ol 5tH #0|HE CHA| HmYy 28 §lo] +78 20| #YHLIC =P Mayalil 179k HELH O|H
7t H0IE XEA|ZL Ot MtoA EH0| 22ELICHMaya 2/ F0|A CHA| AFEE =& AS).

=

O|A2 Ctg ZEOM BEAIELICEH

simpleShadermtd
1| # simple 0x00070000
2
3| [node simple]
4 maya.name STRING "mySimple"
5 maya.id INT 0x00070000
6 maya.classification STRING "shader/surface"
7 maya.output_name STRING "outColor"
8 maya.output_shortname STRING "out"
9
10 [attr color]
11 maya.name STRING "constantColor"

#HOIHO| maya.name2 X|HSIX| RS O HO|HE aiZt WFAR! Arnold =& 0|0| XAt52 =2 F O & L|Ct
0| 420|= O|E0| aiSimpleO| & LILCt

1.2.2 #lo|{of| CHsf Maya ID MEHSE7|
Autodesk =22 HE:
2 St int TEtO|HE FSh= dA
£ MESHYAIL. 0 - OxT7ffff (524288 ids)2| At HH2(7} o|2{3t 221212 I O =AY LICH
E2{32 i 20| Mayall &M M-S &= oA E2{21212 0x80000 - Ox ffff f (524288 ids) H ¢/l IDE
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A ELCE ol2iet ofX E£1Q T SILIE AEAF FofotttE F=2 = LS| ?lof IDE HBoHOF

LT}

AO|EZH0| SR & 2102 M MAXCZ D98t DI} Q0{0of THLICE QEH AT JHEA HEYA
(ADN)= 256°| 223 Ct|2 0|2{3t IDE H|STL|CE StLt O|AtQ| 24H|E FEAZL StTEIL|CH O|HE o
= 20= M3 @l= 2719 int Ti2t0|HE F3St= MTypeId dEXE AFBSHUAIR. HFRAI= A SR mat
O HO| S0{7tH ALEAts & UM LiZt0|HE S0{7h= 256702 ID 2E &S &e[siof gL(Ct O] HAEQ]
=X, 0x70000FE Al DE ARBSIAXIZH S0 A o Hetst IDE XFEA AFESHUAIR. Eot
MtoA HRLE|IQI S/t 42 B #0IHE 7Hstn UCHH AMEX| AutodeskOf| A MtoAO|H SOt
IDE QHEIIAMA|IL.

rir
IH

(L

- T
xshe |

1.2.3 #lo|HE 29Il Maya QUE{HO|A THFT|
o] #0|E{0f CHel Maya QIE{H|O|AE THEINX} SHOHMH CHS TS MgsiMA|IL,

mySimpleTemplate.py
1 | import pymel.core as pm
2 | import mtoa.utils as utils
3 | import mtoa.ui.ae.utils as aeUtils
4 | from mtoa.ui.ae.shaderTemplate import ShaderAETemplate
5
6 | class AEmySimpleTemplate(ShaderAETemplate):
7
8 def setup(self):
9 # Add the shader swatch to the AE
10 self.addSwatch()
11 selfbeginScrollLayout()
12
13 # Add a list that allows to replace the shader for other one
14 selfaddCustom('message’, 'AEshaderTypeNew',
15 '‘AEshaderTypeReplace’)
16
17 # Begins a "Color Section"
18 self.beginLayout("Color Section", collapse=False)
19 # Add a control for the "constatColor" shader attribute
20 self.addControl("color", label="Color",
21 annotation="Constant Color")
22
23 selfendLayout()
24
25 # include/call base class/node attributes
26 pm.mel.AEdependNodeTemplate(self.nodeName)
27
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28 # Add Section for the extra controls not displayed before
29 selfaddExtraControls()
30 self.endScrollLayout()

addControl HIAE0AM & B Q= H0|H &4 O|F &= Y %42 maya.name MEHHO|EH & L|C} O]
42 Ij2td|E = constantColor ==& colorLILCt.
o=l SeiA O|F2 Ch3at & LICH AE <shader_name> EE3I1 Tt O|F <shader_name> Template.py Of
7k
HA

7|M <shader_name>2 Sl #|0|H 2| maya.name O EFC|O|Ef ZtIL|CH

1.2.4 Y-S HYXISHOF St= =X
HOIE 7t MayaOl M ZBFEA ZSote{® nt@el o|F= Aot SHHE 2X|0f O mA=S HiX|St= 20| &
LI ChE 37bA THEO| U LT

A E 4ol

O|Ad2 ALEX7F ZHOost Ho|HZE, #ojlH S&2 HEotA Euoh o ooMes  WindowsHA
simpleShaderdlIL|C}. O| S %MTOA_PATH%Wshadersw == 24 H %ARNOLD_PLUGIN_PATH%Of Z %t El
CHE Z& E00 SAIE = UASLICH

HIEfC O] & mpd

O|A2 RE MEIHOIH FE7t =Zetel mtAOo|H, iy HO|E0 Lol MayaZt HRE ot §EE F7HeHLCL
Of mao| o|lF2 AHLIYLE mLut S LSHOF SHX|ZH mtd &ZALE Z7HMOF L CE O ofojA Y O|F2
simpleShadermtd 2/ L|Ct. O mtAU2 HILHAE i HO[E 7} X ZEHO| SAE|O{OF Lt

ok
o

ol'l

AEH o

O| 42 Of #lo|t0f CHSt Maya EIZE 0| ol mARYLICE O] mel o|Fn S 0|F2 O[T MMl H2
= mzfop gk of  OHoM=  mySimpleTemplate.py & LI Ct. o TS  %MTOA
PATH%WscriptsWmtoaWuiaeW = 2t B3 %MTOA_TEMPLATES_PATH%O| Z&t=l RE 7|Ef EC0 SAtE

= gL

O|N| Z& Z0| SHIE X0 ASH MayaOl A aiSimple #|0|HE A% O O] Attribute EditorS & 5 US
LIC}.
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List Selected Focus Attrib
aiSimple 156 aiSimple 1

Focus
aisimple: aisimple 1 Presets

Show Hide

Armold
Surface

Type  Ai Simple

Color Section

Color [ INNEEE
Node Behavior
Extra Attributes

g

w
\d
n
O
m
e
U

1.2.5 #HlojCof] A2 AEZ Maya HEIHO|E F7}8}7|(nd

HE A2 OtL|X|2t HEIHO|H M-S AHESH= CiAl, ZE0| Maya HIEIHIO|HE BiX|St= AX 7hSTHLICE
CE O ZE+& 0|8 fet &2 E0EL|CH dLt Hxo| HEIHO|H mU0| O FHSICH= AHAEZ 7|A5t
MAIQ.

O ol T2 8= EF Y10 LFSHA| G2 Hast HEHOIHE =715t AL

dm

mayaShader.cpp
1 node_parameters
2 |
3 // Node metadata
4 AiMetaDataSetStr(mds, NULL, "maya.name”, "aiSimple");
5 AiMetaDataSetInt(mds, NULL, "maya.id", 0x00070000);
6 AiMetaDataSetStr(mds, NULL, "maya.classification", "shader/surface");
7 AiMetaDataSetStr(mds, NULL, "maya.output_name", "outColor");
8 AiMetaDataSetStr(mds, NULL, "maya.output_shortname", "out");
9
10 AiParameterRGB("color", 0.7f, 0.7f, 0.7f);
11 AiMetaDataSetStr(mds, "color", "maya.name", "constantColor");
12}
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Holr 2o d4’83st7|

2.1 #lolE 2 4’8517

HolH 2HE ALESHY T & 20|20 & JHe| HO|HE Rte= LHo| et ofXM= oM Multiple
Nodes in LibraryE & Z5IMA|2.

(https://support.solidangle.com/display/A5ARP/Multiple+ Nodes+in+a+Library)

2.2 H|E{C|O|E] mYU =7}
MtoAZt -l HO|E0f CHet HEIEIOIE SRS 2ASHA ST 2= HO[Cfof CHal HEtOIE mES
dge = ASLICE o|24Tt HO|H0f| et ZrEhot MIEHHI Ol o2 ChEat 25 L C

O

I o

simple_shaders.mtd

# myShader1 0x00070001
# myShader2 0x00070002

[node myShader1]

maya.name STRING "aiShader1"
maya.id INT 0x00070001
maya.classification STRING "shader/surface"
maya.output_name STRING "outColor"

maya.output_shortname STRING "out"

[attr color1]

maya.name STRING "color"

[node myShader2]

maya.name STRING "aiShader2"
maya.id INT 0x00070002
maya.classification STRING "shader/surface"
maya.output_name STRING "outColor"

maya.output_shortname STRING "out"

[attr color?]

maya.name STRING "color"

a8 oF o] ntEs HoLE Ho[H7 A= SH SABHUAL. %MTOA_PATH%Wshadersw HEtL} 2 O] F2
HdutedE Aol S&sop gLt OE S0, 2Ot simple_shadersdllO|2t® HEFHO[E A2
C

=
simple_shaders.mtd 0] OF fL|C},
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matole Z7ps}7|

07|10l M= lo|Eof off mat0|EE =715t Maya QEH 0|20 Setdh SLICE O &3l Mayadl M #0|H
£ g4 =8¢ 5+ JAsLIth
3.1 dojld =7

O] MM0ofM gt o HOIE ZEO| A #0IHE F7tE 5= JASLICE HA H0|HE THELIC.

parametersShader.cpp
1 | #include <ai.h>
2
3 | Al_ SHADER NODE_EXPORT_METHODS(ParametersShaderMtd);
4
5 | namespace
61
7
8 | enum ParametersShaderParams{ p_int, p_uint, p_bool, p_float,
9 p_RGB, p_vector, p_point, p_point2,
10 p_string, p_matrix, p_enum };
11
12 | const char* enum_list[] =
13 {
14 "First value",
15 "Second value",
16 "Third value",
17 NULL
18 | %;
19
20 |}
21
22 | node_parameters
23| {
24 AtMatrix id;
25 AiMd4ldentity(id);
26
27 AiParameterint("IntParam"”, 0);
28 AiParameterUInt("UIntParam", 0);
29 AiParameterBool("BoolParam", 0);
30 AiParameterFlt("FltParam"”, 0.0f);
31 AiParameterRGB("RGBParam", 1.0f, 0.0f, 0.0f);
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32 AiParameterVec("VecParam", 1.0f 1.0f, 1.0f);
33 AiParameterPnt("PntParam”, 0.5f, 0.5f, 0.5f);
34 AiParameterPnt2("Pnt2Param", 0.7, 0.7f);
35
36 AiParameterStr("StrParam”, "");
37 AiParameterMtx("MtxParam", id);
38 AiParameterEnum("EnumParam”, 0, enum_list);
39 AiParameterArray("ArrayParam”, AiArray(0, O, AI_TYPE_RGB));
40 | }
41
42 | node_initialize
43 | {
44 | }
45
46 | node_update
47 | {
48 | }
49
50 | node_finish
511 ¢
52|}
53
54
55 | shader_evaluate
56 | {
57 AtColor color = AiShaderEvalParamRGB(p_RGB);
58 sg->out.RGB = color;
5911}
Enum values

enum 0| CHot EXIE 2 X2 A|ZISHH o EL|CH [M2tA], "1st value"E 2% enum 40| OtE L|LCE,

-

Chet Q| =& mp2to|E 7t o |0f AKX RGBParamt ALE EILt=E AS & = UASLICH
OlX HI0IHE 2H0| F=715t7| fIsiM= o] Z=E O[T 42| O|F Loader.cpp It
Cf.

ne
=)
I
N
Of
N
2
Ot
re
il
r

loader.cpp
extern AtNodeMethods* ParametersShaderMtd;

enum({
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MY_SHADER_1 = 0,
MY_SHADER 2,

node->methods
node->output_type
node->name
node->node_type
break;

PARAMETERS_SHADER

case PARAMETERS_SHADER:

= ParametersShaderMtd;
= AI_TYPE_RGS;
= "parametersShader";
= AI_NODE_SHADER;

A
m

of

ot A Ol

[ [ o
tl:l't Z-\IE %- T M-

L|ct.

UZE SHAAIL. O|HA Bt MayaOllA At

3.2 MayaOflA #|o|E &}
Of M #0|HE Sefoted® X HM Md0fifet 20| HEHOH oo YEE F71st o] H|O0|E o) T

= &&= X
2l

2l A3YEZ SHELCE

E|

"
o|-|:I

—

K

3.2.1 HEIHIO|E HHE FI}5}17|
HEF GOJE HMEE FItsteiM OFS EGO HiX[SH O] MMM MMHEl loadermtd LU0 O|ZdS F7tsf{of
SHL|CH %MTOA PATH%Wshadersw

loader.mtd
25 | [node parametersShader]
26 desc STRING "Arnold shader to test parameters."
27 maya.name STRING "aiParametersShader"
28 maya.id INT  0x00070003
29 maya.classification ~ STRING "shader/surface"
30 maya.output_name STRING "outColor"
31 maya.output_shortname STRING "out"
32
33 [attr IntParam]
34 desc STRING "Integer parameter.”
35 min INT  -100
36 max INT 100
37 softmin INT  -10
38 softmax INT 10
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39 default INT  -10

40 maya.shortname STRING "int"

41 maya.name STRING ‘"integer"

42 [attr UIntParam]

43 desc STRING "Ulnteger parameter.”
44 min INT O

45 max INT 100

46 softmin INT O

47 softmax INT 10

48 default INT O

49 maya.shortname STRING "uint"

50 maya.name STRING "uinteger”

51 [attr BoolParam]

52 desc STRING "Bool parameter."
53 default BOOL True

54 maya.shortname STRING "bl"

55 maya.name STRING "bool"

56 [attr FItParam]

57 desc STRING "Float parameter.”
58 min FLOAT O

59 max FLOAT 10

60 softmin FLOAT 0

61 softmax FLOAT 1

62 default FLOAT 0.5

63 maya.shortname STRING "flt"

64 maya.name STRING "float"

65 [attr RGBParam]

66 desc STRING "RGB parameter.”
67 maya.name STRING "color"

68 maya.shortname STRING "cI"

69 [attr VecParam]

70 desc STRING "Vector parameter.”
71 maya.name STRING "vector"

72 maya.shortname STRING "vec"

73 [attr PntParam]

74 desc STRING "Point parameter."
75 maya.name STRING "point"

76 maya.shortname STRING "pnt"

77 [attr Pnt2Param]

78 desc STRING "2D Point parameter.”
79 maya.name STRING "point2"
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80 maya.shortname STRING "pnt2"

81 [attr StrParam]

82 desc STRING "String parameter.”

83 maya.name STRING "string"

84 maya.shortname STRING ‘"str"

85 default STRING "empty"

86 [attr MtxParam]

87 desc STRING "Matrix parameter.”

88 maya.name STRING "matrix"

89 maya.shortname STRING "mtx"

90 [attr EnumParam]

91 desc STRING "Enumeration parameter.”
92 default INT 1

93 maya.name STRING "enumeration”

94 maya.shortname STRING "enum"

95 [attr ArrayParam]

96 desc STRING "Color Array parameter.”
97 maya.name STRING “colorarray”

98 maya.shortname STRING "carray"

oi7|ol= OlF, #=2 OlF, ==20[H Mgt 28 R 7|=4a €2

Z0 Ag e

) A
g 540 29

E_|
'}
o
m
1o
Z
Q

<

Q

]
rot
2
>
ol

3.2.2 Maya HE3 F71517|

Ofx|ete 2 sfjoF & 22 of #l0|Ho Cish Maya HEXS W dst= AYULICE 0|2 A By MMOo|M 4o
gt selfaddControl(parameterName, label="Parameter Label")2t FAFL|C} SHX|2F LIHX| HEES FItetL|Ch
2t £40| CHeh 2HE HEEO| X522 YYEL

%MTOA_PATH%WscriptsWmtoatWuitaew EE= %MTOA_TEMPLATES_PATH%0{|A{ golE Z00

aiParametersShaderTemplate.py It22 PHEL|Ct

aiParametersShaderTemplate.py

import pymel.core as pm

from mtoa.ui.ae.shaderTemplate import ShaderAETemplate

class AEaiParametersShaderTemplate(ShaderAETemplate):
def setup(self):
selfaddSwatch()
selfbeginScrollLayout()
selfaddCustom('message’, '‘AEshaderTypeNew’,

O 00 N O Ul A W N =

'‘AEshaderTypeReplace’)
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10

11 selfbeginLayout("Parameters list", collapse=False)

12 selfaddControl("integer”, label="Integer Param")

13 selfaddControl("uinteger”, label="Unsigned Int Param")
14 selfaddControl("bool", label="Bool param")

15 selfaddControl("float", label="Float param")

16 selfaddControl("color", label="Color param")

17 selfaddControl("vector", label="Vector param")

18 selfaddControl("point", label="Point param")

19 selfaddControl("point2", label="2D Point param")

20 selfaddControl("string”, label="String param")

21 selfaddControl("matrix", label="Matrix param")

22 selfaddControl("enumeration", label="Enumeration param")
23 selfaddControl("colorarray", label="Color Array param")
24 selfendLayout()

25

26 pm.mel.AEdependNodeTemplate(self.nodeName)

27

28 self.addExtraControls()

29 self.endScrollLayout()

MayaOl A ParametersShaderE A& M= O[0f CH3H Of Attribute EditorE & = USLICL

¥ Node Behavior
F  Extra Attributes
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3.2.3 HEANM S =Mz} nfd}o)
Maya= A2 2 0|0t S7tS HHlste 1l A=PLLE OE 20, 01 RENM LIS 2R E:

aiParametersShaderTemplate.py

selfaddControl("uinteger”, label="Unsigned Int Param")
selfaddControl("bool", label="Bool param")

selfaddControl("float", label="Float param")

chgoE WES S

—

aiParametersShaderTemplate.py

selfaddControl("uinteger”, label="Unsigned Int Param")
selfaddControl("bool", label="Bool param 1")
selfaddControl("bool", label="Bool param 2")

selfaddControl("float", label="Float param")

Unsigned Int Param

v Bool param 1 v Bool param 2

Float param 0.500

O|E m3t7| IeiA T ZEE ALY & U LI

aiParametersShaderTemplate.py

selfaddControl("uinteger", label="Unsigned Int Param")
selfbeginNoOptimize()

selfaddControl("bool", label="Bool param 1")
selfaddControl("bool", label="Bool param 2")
selfendNoOptimize()

selfaddControl("float", label="Float param")

J23 ohg Z2ats 2A guch
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Unsigned Int Param 0 f

v Bool param 1
v Bool param 2

Float param 0,500

Ml

=
MO MZE Woict +¥Y S M0l WA 4 ASLICL 012 Sof, ZYT 20| SHHEX ol
OF & 4 YUELICE uinteger 40| 210l B4 M4 SABCE 37{LE ZOLOF BCED Fpe| BAE LI

H

g + UL

aiParametersShaderTemplate.py
import pymel.core as pm
import maya.cmds as cmds

from mtoa.ui.ae.shaderTemplate import ShaderAETemplate

class AEaiParametersShaderTemplate(ShaderAETemplate):
def checkinteger(self, nodeName):
intAttr = selfnodeAttr('integer’)
uintAttr = selfnodeAttr('uinteger’)
intValue = cmds.getAttr(intAttr)
uintValue = cmds.getAttr(uintAttr)
if intValue > uintValue:
cmds.setAttr(uintAttrintValue)
def setup(self):
selfaddSwatch()
self.beginScrollLayout()
selfaddCustom('message’, 'AEshaderTypeNew’,
'‘AEshaderTypeReplace')
selfbeginLayout("Parameters list", collapse=False)
selfaddControl("integer", label="Integer Param",
changeCommand=self.checkInteger)

self.addControl("uinteger", label="Unsigned Int Param")

O[X E+ £40| YHOIEE WOLE uinteger ZAELH 2 40| AL2H O]
SHX|Zh uinteger Lf2t0|E{E ZO[E O|A0| Y= HietO|HEL; HE 5+ 2

A A" = AL

aiParametersShaderTemplate.py
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import pymel.core as pm
import maya.cmds as cmds
from mtoa.ui.ae.shaderTemplate import ShaderAETemplate
class AEaiParametersShaderTemplate(ShaderAETemplate):
def checkinteger(self, nodeName):
intAttr = selfnodeAttr(integer’)
uintAttr = self nodeAttr('uinteger")
intValue = cmds.getAttr(intAttr)
uintValue = cmds.getAttr(uintAttr)
if intValue > uintValue:
cmds.setAttr(uintAttr,intValue)
def checkUinteger(self, nodeName):
intAttr = selfnodeAttr('integer’)
uintAttr = self nodeAttr('uinteger’)
intValue = cmds.getAttr(intAttr)
uintValue = cmds.getAttr(uintAttr)
if intValue > uintValue:
cmds.setAttr(intAttr,uintValue)
def setup(self):
self.addSwatch()
selfbeginScrollLayout()
selfaddCustom('message’, 'AEshaderTypeNew',
'‘AEshaderTypeReplace’)
self.beginLayout("Parameters list", collapse=False)
self.addControl("integer", label="Integer Param",
changeCommand=self.checkInteger)
self.addControl("uinteger", label="Unsigned Int Param",

changeCommand=self.checkUinteger)

Moz £ o0 = CHE &4 4ol w2t oFf 2|07t gle Z27t AELLH olE S0, float £40| bool
e al ULt 7PY8Hl FAICE boolO| false [ float &4 H|ZHYSISIH AFRXIO|A O]
SISt M = AUSLICH O|ZA k7| M, HA O™ MMM B hangeCommand HAEE H

H
o
olgh = A1 arnoldDimControliffalse HAEE AME3H0 £d5 HlZ2dete = UASLCL 1 o= Chelt 25
|

aiParametersShaderTemplate.py
import pymel.core as pm

import maya.cmds as cmds
import mtoa.ui.ae.utils as aeUtils
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from mtoa.ui.ae.shaderTemplate import ShaderAETemplate
class AEaiParametersShaderTemplate(ShaderAETemplate):
def changeBool(self, nodeName):
aeUtils.arnoldDimControllfFalse(nodeName, "float", "bool")
def setup(self):
selfaddSwatch()
self.beginScrollLayout()
selfaddCustom('message’, 'AEshaderTypeNew’,
'‘AEshaderTypeReplace'’)
selfbeginLayout("Parameters list", collapse=False)
selfaddControl("integer", label="Integer Param")
selfaddControl("uinteger”, label="Unsigned Int Param")
selfaddControl("bool", label="Bool param",
changeCommand=self.changeBool)

self.addControl("float", label="Float param")

B2, float £42 boolO| fals

4
aeUtils.arnoldDimControllffalseE A2 £ QUSL
AH
AH
=
=

®
ro

IStz 2 3F2{™  aeUtils.arnoldDimControllfTrue  CHAl

2Lt FR0f mat £95 Fds £ HEYH}

Loz

i
[

-

S

e
A
T

40| o =T & AFLILL oS SO0, My WM 79 2247 020 2 FR0|T float ¢S d2ted
UFLILE O] ZR0|= L&t 22 AES HEE + UASHCL

aiParametersShaderTemplate.py
import pymel.core as pm

import maya.cmds as cmds
import mtoa.ui.ae.utils as aeUtils

from mtoa.ui.ae.shaderTemplate import ShaderAETemplate

class AEaiParametersShaderTemplate(ShaderAETemplate):
def changeColor(self, nodeName):
redAttr = selfnodeAttr(‘colorR’)
redValue = pm.getAttr(redAttr)
dim = not (redValue > 0)
pm.editorTemplate(dimControl=(nodeName, "float", dim))
def setup(self):
selfaddSwatch()
self.beginScrollLayout()
selfaddCustom(‘'message’, '‘AEshaderTypeNew’,
'‘AEshaderTypeReplace')
selfbeginLayout("Parameters list", collapse=False)

selfaddControl("integer", label="Integer Param")
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selfaddControl("uinteger”, label="Unsigned Int Param")
selfaddControl("bool", label="Bool param")
self.addControl("float", label="Float param")
self.addControl("color", label="Color param”,
changeCommand=self.changeColor)

3.2.6 A8%} Ho| TEE WS

MtoAE FO| W2} S0 Uit AEES AS22 USA T 7152 O B2 fAEG0| A0jor EF £90 o
ot AMEAL g2l AEES U & USULL OE S0, &2l oMM EXE £40] 58 oS 7t27l= 4o
MEEATHD 7P 2ASLICH O3 Chg HESO ot BA47[E E0Fs HES dE + UALEZ 0t 0
£ E0h HaHQ gz Y £+ AFLILE o2t S-S flet oMe chaat 25Ut

aiParametersShaderTemplate.py
import pymel.core as pm
import maya.cmds as cmds
from mtoa.ui.ae.shaderTemplate import ShaderAETemplate
class AEaiParametersShaderTemplate(ShaderAETemplate):
def filenameEdit(self, mData) :
attr = selfnodeAttr('string’)
cmds.setAttr(attr, mData,type="string")
def LoadFilenameButtonPush(self, *args):
basicFilter = 'All Files (*.*)'
ret = cmds.fileDialog2(fileFilter=basicFilter, dialogStyle=2,
cap='Load File',okc="Load',fm=4)
if ret is not None and len(ret):

self.filenameEdit(ret[0])
cmds.textFieldButtonGrp("filenameGrp", edit=True, text=ret[0])

def filenameNew(self, nodeName):
path = cmds.textFieldButtonGrp("filenameGrp", label="File Name",
changeCommand=self.filenameEdit, width=300)
cmds.textFieldButtonGrp(path, edit=True, text=cmds.getAttr(nodeName))
cmds.textFieldButtonGrp(path, edit=True, buttonLabel="...",
buttonCommand=self LoadFilenameButtonPush)

def filenameReplace(self, nodeName):
cmds.textFieldButtonGrp(“filenameGrp", edit=True,
text=cmds.getAttr(nodeName))

def setup(self):
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selfaddSwatch()

selfbeginScrollLayout()

selfaddCustom('message’, 'AEshaderTypeNew',
'‘AEshaderTypeReplace’)

self.beginLayout("Parameters list", collapse=False)

selfaddCustom('string’, self.filenameNew, selffilenameReplace)
327 WEN BY 2%
Of7|M= o0l AFEE B= HEX HAMEE Qo5 Mz "HES HMEE FI7te) 2&L 0

addSwatch
oM HRAZ0|, 0] HHE Attribute Editor0| A Shader| O|2| 27|12 20 F+= SwatchS AL Cl.

beginScrollLayout endScrollLayout

MM 542 BiXI” = U= Vertical Scroll Layout2 Al S ZZEHL|CE,

beginLayout endLayout
Ol0rRE Al & SERYLCE 0|2 AIEstl 7|2Hez magX| FE 2¥Y + UASHOL

self.beginLayout("Section Name", collapse=False)

addControl
HolH £-dol| thet HEES THELCHL £42 |0 M2 SHE HEES X522 ML alabel X
changeCommand & go|gt 4= ASL|CL

selfaddControl("attrname”, label="My Attr", changeCommand=self.changeAttr])

addCustom
Holg &40 Chet AHEAL Ho| HEEZ THELICH

selfaddCustom(attrName, newMethod, replaceMethod)

addSeparator
fo[otR0 2 7I=E FItLCE

beginNoOptimize endNoOptimize
2f0[0tR S+ XX S SESHL THA| A[RfRL CH

addBumpLayout
HolEHo H= g ojEs HEY + UAA iF= MES USLIT
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addExtraControls
DE 37} £M0| "Extra Controls” MMO|A D23} L|CH

addCustom('message’,'AEshaderTypeNew',' AEshaderTypeReplace’)

=9 HolE SHS WAT & U YL Type' A2 BELS ML

pm.mel. AEdependNodeTemplate(self.nodeName)
# ol HES0|A "Node Behavior” MM S M AMBtL|Ct,
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=38 EH o =7

Of #OIHE ddote{d O HME o2 AL Mt =0, HEIHOIE X BES0| EREYLCL o7\ dHENS
L C}.

4.1 #loiy gHE7|
O|F MMojAf K3t O|F 40| 2C{of XY TE 40|EE F71E + UsLch

HA Ho|HE TS

simpleLightFilter.cpp
#include <ai.h>

AlI_SHADER_NODE_EXPORT_METHODS(SimpleLightFilterMtd);

enum simpleLightFilterParams {

p_intensity
%

node_parameters
{

AiParameterFlt("Intensity", 0.0f);
}

node_initialize
{
}

node_update
{
}

node_finish
{
}

shader_evaluate
{
// test if we are running as a light filter
if (sg->light_filter)
{
float intensity = AiShaderEvalParamFlt(p_intensity);
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sg->light_filter->Liu = sg->light_filter-> Liu*intensity;

O[X #OIHE 2EO| F7I5t7| fldhM= Of AES O MH222E O|F Loader.cpp LFO| F7t5+7| 2 St
T ELo

loader.cpp
extern AtNodeMethods* SimpleLightFilterMtd;
enum({

SHADER_1 = 0,

SHADER 2,

PARAMETERS_SHADER,
SIMPLE_LIGHT_FILTER

case SIMPLE_LIGHT_FILTER:

node->methods = SimpleLightFilterMtd;
node->output_type = Al_TYPE_RGB;
node->name = "simpleLightFilter";
node->node_type = AI_NODE_SHADER;

break;

O MHofM 2ot iz = L ZHE HLIYSID Amold7 HO|HE SHIEA ZEY £+ A=K =2
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421 =¥ EE HEtHO|E FE F7t5}7]
HEIHOIE FEE F7t5t7| QoM AT HOIH el SYst EHO| BIX| O[T MH0jA Ydgz

loadermtd It 0| O|ZHS F=7t5+7| 2t SHH E LI

loader.mtd
101 [node simplyLightFilter]
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102 maya.name STRING "aiSimplyLightFilter"
103 maya.id INT 0x00070004

104 maya.classification STRING "light/filter"

105 maya.lights STRING "pointLight spotLight"
106

107 [attr Intensity]

108 maya.name STRING "lightIntensity"

109 softmin FLOAT O

110 softmax FLOAT 10

111 default FLOAT 1

O 7|M maya.classification2 "light/filter"2 H7dt= 20| SQLLICt EBH MayalightsE Ct&1t 20| 0] =H
LEHE AF2E = Ue ZE ZYo| ZHE EXEZ MATIL|Ct ambientlight, directionallight, pointLight,

spotLight, arealight S== aiArealight.

4.2.2 Maya "HIE3l F7t5}7|

O MMO|MQL OrEtZEX| 2 U 40|t S Yot HACZ o] =Y THO| Cfsf ZHEtst HMEXS dde =+

o
USLICL O =3 THOM HelstX| §2 L7 P LEEEF StASL L

aiSimpleLightFilterTemplate.py
import pymel.core as pm

from mtoa.ui.ae.shaderTemplate import ShaderAETemplate

class AEaiSimpleLightFilterTemplate(ShaderAETemplate):
def setup(self):
self.beginScrollLayout()

selfbeginLayout("Parameters”, collapse=False)
self.addControl(lightintensity’, label="Light Intensity")

selfendLayout()
pm.mel. AEdependNodeTemplate(selfnodeName)
selfaddExtraControls()

self.endScrollLayout()

O[X O] =% ZHOf oo &0t SOX|= &o| RS UE W, i =F2| "Amold" HH0] A= "Light Filters"
E

g 2
Adof o] =8 E
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pointLight:
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¥  Light Filters

Add
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QI AEll M(Extensions) *A7|

extension2 YHtH o2 FHZ LHELAHL HEHE S I Arnold EZ B2SH= O AHE &= Maya =9 2
=l sty L

UHE 0L Cf & JHRIE sigeLict:
o MtoAdl o8} XIYEX| Y =CE ACYT £ US. OIHS KYEK| Y= Maya =EO|HLE AR}
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7|2 AHM BHET|

183t Phong Maya #I0|EE EZ Amold 4I0/E2 BBshe 02 ZHEhs JAHMS MAT & ABLCH

M OlA2 MtoAOA XIREIX| ol 2EE Baty|7h GlE LT

X 227t ZRE dt= MtoA HEVV|ZERH 4522 MER S22 DHS0{0F SLCE O| A2 ZHEHSE O H| O]
o2 74E Ehe%t CNodeTranslator2 2 H &&2 A|&HghL Lt

translator1.h

1 #include "translators/NodeTranslator.h"

2
3 class CTestTranslatorCmd
4 : public CNodeTranslator
5 A
6 public
7 AtNode* CreateArnoldNodes();
8 void Export(AtNode*);
9 void Update(AtNode*);

10 static void* creator();

11 %

Jd2|a HAEE oj ZHEtoh wAlo 2 XY olgtL T

creator
Mo|El ZEAO| QIAEADH HHS}SHL|C}

CreateArnoldNodes
LHE'H Arnold ==& THELICE Maya Phong® Arnold EEC 2 Bgtst 40|22 7|0 Arnold EXS THEL
Ct.

Export
IPR MM S0 HBLX| e 92 WEYU 07 |MEs el 5422 Diffuse Phong £8= HE Kd &4
S22 WELHASLIC

Update
IPR MM S0 HHOIEY += As £82 WEHULEL 07N MY Phong £ EE Kd MY £82=2 YE
@ ZYLCt,

translatorl.cpp
1 #include "translator1.h"
2
3 #include <ai_msg.h>
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4 #include <ai_nodes.h>
5
6 void CTestTranslatorCmd::Export(AtNode* shader)
7 A
8 AiMsglnfo("[test extension] Exporting %s", GetMayaNodeName().asChar());
9 AiNodeSetFlt(shader, "Kd", FindMayaPlug("diffuse").asFloat() );
10 Update(shader);
1}
12
13 void CTestTranslatorCmd::Update(AtNode* shader)
14 {
15 AiMsglnfo("[test extension] Updating %s", GetMayaNodeName().asChar());
16 AiNodeSetRGB(shader, "Kd_color",
17 FindMayaPlug("colorR").asFloat(),
18 FindMayaPlug("colorG").asFloat(),
19 FindMayaPlug("colorB").asFloat());
20 }
21
22 AtNode* CTestTranslatorCmd::CreateArnoldNodes()
23 {
24 return AddArnoldNode("standard");
25 }
26
27 void* CTestTranslatorCmd::creator()
28 {
29 return new CTestTranslatorCmd();
30 }

tLtel o2 0|0 Phong # 0|

=

=
=
=

A #E 0|2 SHEA LHEWX| HELICH

JpE
: S=2y 3cot agurt

5
OFX|2t 22 Maya Phong #|0|C-& &7

extension1.cpp

—_

#include "translator1.h"

#include "extension/Extension.h"
{

2
3
4
5 extern"C"
6
7
8

DLLEXPORT void initializeExtension(CExtension &plugin)
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S {
10 plugin.RegisterTranslator("phong",
11
12 CTestTranslatorCmd::creator);
13 }
14
15 DLLEXPORT void deinitializeExtension(CExtension &plugin)
16 {
17 }
18

19 }

o|A

A

njo

Hutste® o

ojo
rtot

td Ha5 M0 &HL|CH ARNOLD_PATH, MAYA PATH and MTOA_PATH:

set ARNOLD_PATH="C:WsolidanglettreleasesWArnold-X.X X X-platform"
set MTOA_PATH="C:Wsolidanglet#mtoadeploy#20XX"
set MAYA_PATH="C*tProgram FilesWAutodesk#Maya20XX"

Windows
Visual Studio 338 ZEZEE 1 O+ HHS MYSrL|CE

cl /c translatori.cpp /EHsc /MD /DNT_PLUGIN /DREQUIRE_IOSTREAM /I%MAYA_PATH%include
/I%MTOA_PATH%Winclude /I%ARNOLD_PATH%include

cl /c extensionl.cpp /EHsc /MD /DNT_PLUGIN /DREQUIRE_IOSTREAM /I%MAYA_PATH%include
/1%MTOA_PATH%Winclude /I%ARNOLD_PATH%¥finclude

link /dll extensionl.obj translatori.obj /LIBPATH:%ARNOLD_PATH%*ib /LIBPATH:%MAYA_PATH%ib
/LIBPATH:%MTOA_PATH%Wlib ai.lib OpenGl32.lib glu32.lib Foundation.lib OpenMaya.lib OpenMayaRender.lib
OpenMayaUl.lib OpenMayaAnim.lib OpenMayaFX.lib mtoa_api.lib

1 CtE MAMEl extensionl.dl leg CHE ZZ20| ZAtSjof ghLCh.

MTOA_PATHWextensions

O|M MayaE 1 22[o| RQEMEZE phong #|0|E0| ZE5tH lambert2t H|==3H IPR MMO|A HEH 2 E LI
MA Phong &4 HASHH IPROA FHO|EELICH d2{L} Diffuse Phong 482 BZStH IPRE FX[st1
CHA| A[ZFEE [77HX] AHIO|EE|X| &4&ELICE O|& Diffuse Phong &°d8 Update HIAMEOA LEWE CHA
Export A E0|A LHE 7| IfE & L|C}

ZHE WEW= 4% Phong Maya #0|C|7} Ct21r 20| LHEWE AE & & ASLICL
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standard

{

name phong1
Kd 0.8
Kd_color 0.5 0.50.5

7|0 2R3t OFE Export X Update 28 SESIHA 2ts & ASLIC
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o] E™ Arnold & F7}817]

O|M Maya =EO0| Sl= Phongll Bt7|0f CHsl £ £40| ey = JUASFUCH O £ES 485t Amold
240 sl s <=9 Attribute Editor0f MMS Z=7tgh = QU&L|CH
Phong #E7|E W2tA Arnold TranslatorOf A AL &

M Nodelnitializer HA~E=7F 2 3HL|C,

=l specular weight 82 F7t& AYL|CH

translator2.h

—_

#include "translators/NodeTranslator.h"

2
3 class CTestTranslatorCmd?2
4 : public CNodeTranslator
5
6 public
7 AtNode* CreateArnoldNodes();
8 void Export(AtNode*);
9 void Update(AtNode*);
10 static void* creator();
11 static void Nodelnitializer(CAbTranslator context);

translator2.cpp

1 #include "translator2.h"

2

3 #include <ai_msg.h>

4  #include <ai_nodes.h>

5

6 void CTestTranslatorCmd2::Export(AtNode* shader)

7 A

8 AiMsglnfo("[test extension?2] Exporting %s", GetMayaNodeName().asChar());
9 AiNodeSetFlt(shader, "Kd", FindMayaPlug("diffuse").asFloat() );
10 Update(shader);
11 }
12

13 void CTestTranslatorCmd2::Update(AtNode* shader)

14 {

15 AiMsglInfo("[test extension2] Making %s red", GetMayaNodeName().asChar());
16 AiNodeSetRGB(shader, "Kd_color",
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17 FindMayaPlug("colorR").asFloat(),
18 FindMayaPlug("colorR").asFloat(),
19 FindMayaPlug("colorR").asFloat());
20 AiNodeSetFlt(shader, "Ks", FindMayaPlug("aiSpecularWeight").asFloat() );
21 '}

22

23 AtNode* CTestTranslatorCmd?2::CreateArnoldNodes()
24 {

25 return AddArnoldNode("standard");

26 }

27

28 void* CTestTranslatorCmd2::creator()

29 {

30 return new CTestTranslatorCmd2();

31 1}

32

33 void CTestTranslatorCmd2::Nodelnitializer(CAbTranslator context)
34

35 CExtensionAttrHelper helper(context.maya, "standard");
36

37 CAttrData data;

38

39 data.name = "aiSpecularWeight";

40 data.shortName = "ai_specular_weight";

41 data.hasSoftMin = true;

42 data.softMin.FLT = 0.1f;

43 data.hasSoftMax = true;

44 data.softMax.FLT = 0.9f;

45 data.hasMin = true;

46 data.min.FLT = O.f;

47 data.hasMax = true;

48 data.max.FLT = 1.0;

49 data.defaultValue.FLT = 0.5f;

50 helper.MakelnputFloat(data);

51

52 }

Ofx|gto 2 AAHMEZ 528 I Nodelnitializer HAEZS XS8ljoF gL Ct,

extension2.cpp
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1 #include "translator2.h”

2 #include "extension/Extension.h"

3

4 extern"C"

5 |

6

7 DLLEXPORT void initializeExtension(CExtension &plugin)

8 {

9 plugin.RegisterTranslator("phong",
10
11 CTestTranslatorCmd2::creator,
12 CTestTranslatorCmd2::Nodelnitializer);
13 }
14

15 DLLEXPORT void deinitializeExtension(CExtension &plugin)
16 {

17 '}

18

19 }

Orx|ateo 2 o] £M8 EA|E Attribute EditorO| Al Arnold MME DtE= Z4E £
H

Cf.

extension2.py
1 import mtoa.ui.ae.templates as templates

from mtoa.ui.ae.templates import AttributeTemplate

class Phong1Template(AttributeTemplate):
def setup(self):
selfaddControl("aiSpecularWeight")

0 N o 1M W N

templates.registerAETemplate(Phong1Template, ‘phong’)

O3y Ch2a 20| Phong #0|EH2| Attribute Editor0f MM 0| A L|Ct
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pherel phong1

phongl

Type Phong
Commeon Material Attributes
Specular Shading
Special Effects
Matte Opacity
Raytrace Options
Vector Renderer Control
Arnold

Node Behavior
Hardware Shading
Hardware Texturing
Extra Attributes
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Sst LEof cist of2] HE
= 0|g2ol Big|E S Maya = =0 A2 = ASLC Chs HAE WatoF gLt
HA HE7|E SEY I O|FS AIFsoF SLICE CHZah 20| R #R JAHMS OHA| & 5 ASLIC

extension1.cpp
1 #include "translator1.h"

2 #include "extension/Extension.h"
3
4 extern"C"
5 |
6
7 DLLEXPORT void initializeExtension(CExtension &plugin)
8 {
9 plugin.RegisterTranslator("phong",
10 "trans1",
11 CTestTranslatorCmd::creator);
12}
13
14 DLLEXPORT void deinitializeExtension(CExtension &plugin)
15 {
16 }
17
18 }

And the second like this:

extension2.cpp
1 #include "translator2.h"
#include "extension/Extension.h"

2
3
4 extern"C"

5 |
6
7 DLLEXPORT void initializeExtension(CExtension &plugin)
8 {

9 plugin.RegisterTranslator("phong",
10 "trans2",
11 CTestTranslatorCmd2::creator,
12 CTestTranslatorCmd2::Nodelnitializer);
13}
14
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15 DLLEXPORT void deinitializeExtension(CExtension &plugin)

16 {
17 '}
18

19 }

T2 ZZ40f ool M= CHE Attribute Editor ®IZ XS Z7| ?Io 31k 20| O] HESS CHAl Hd" = A
El i

extension2.py

1 import mtoa.ui.ae.templates as templates

2 from mtoa.ui.ae.templates import AttributeTemplate
3
4 class PhongTemplatel1(AttributeTemplate):
5 def setup(self):
6 pass
7
8 class PhongTemplate2(AttributeTemplate):
9 def setup(self):
10 selfaddControl("aiSpecularWeight")
1

12 templates.registerTranslatorUl(PhongTemplatel, "phong", "trans1")

13 templates.registerTranslatorUl(PhongTemplate2, "phong", "trans2")

MM &= Attribute Editore= Ch21F 25 L CF

pSpherel pSphereShape 1 polySphere 1 phong1

phong1

phong:  phong1

- Sample *
Sample . Sample

Type |Phone
Type Phong il
. . Commeon Material Attributes
Commen Material Attributes
: had Specular Shading
Specular Shadin

e L Special Effects

Matte Opadty
Raytrace Options

Special Effects
Matte Opacity
Raytrace Options Vector Renderer Control
Vector Renderer Control

Arnold

Arnold

Arnold Translator

Node Behavior Node Behav

Hardware Shading

Hardware Shading
Hardware Texturing

Extra Attributes

Hardware Texturing
Extra Attributes
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ALEXL el L EQo| HEHY|
HX AHEA Fol =EE Foldts 02 72X Maya Pluging ‘4-d3 ESLCH

myPlugin.cpp
1 #include <maya/MPxLocatorNode.h>

2 #include <maya/MFnNumericAttribute.h>
3 #include <maya/MFnPlugin.h>
4  #include <maya/MTypeld.h>
5
6 class mySimpleNode : public MPxLocatorNode
7 |
8 public
9 mySimpleNode(){};
10 virtual ~mySimpleNode(){};
11
12 static void* creator();
13 static MStatus initialize();
14 static MTypeld id;
15
16 static MObject s_value;
17 %
18
19 MTypeld mySimpleNode::id(0x00070005);
20 MObject mySimpleNode::s_value;
21
22 void* mySimpleNode::creator()
23 |
24 return new mySimpleNode();
25 }
26
27 MStatus mySimpleNode::initialize()
28 {
29 MFnNumericAttribute nAttr;
30
31 s_value = nAttr.create("my_attribute", "ma", MFnNumericData:kFloat, 0.5f);
32 nAttr.setSoftMin(0);
33 nAttr.setSoftMax(1);
34 nAttr.setMin(0);
35 nAttr.setMax(10);
36 addAttribute(s_value);
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37

38 return MS::kSuccess;

39 }

40

41 MStatus initializePlugin(MObject obj)

42 |

43 MStatus status;

44 MFnPlugin plugin(obj, "My Company", "1.0", "Any");
45

46 status = plugin.registerNode("mySimpleNode",

47 mySimpleNode::id,
48 mySimpleNode::creator,
49 mySimpleNode::initialize,
50 MPxNode::kLocatorNode);
51 if (Istatus) {

52 status.perror("registerNode");

53 return status;

54 }

55

56 return status;

57 }

58

59 MStatus uninitializePlugin(MObject obj)

60 {

61 MStatus status;

62 MFnPlugin plugin(obj);

63

64 status = plugin.deregisterNode(mySimpleNode::id);
65 if (Istatus) {

66 status.perror("deregisterNode");

67 return status;

68 }

69

70 return status;

71 '}

2|0 ADASHLCEH WindowsZ 7PE3LD Visual Studio 33 ZETEZ I 12 HY

mjo

2detL(o.

cl /c myPlugin.cpp /EHsc /MD /DNT_PLUGIN /DREQUIRE_IOSTREAM /1%MAYA_PATH%¥include

link /dIl myPlugin.obj /LIBPATH:%MAYA_PATH%Wlib OpenGl32.lib glu32.lib Foundation.lib OpenMaya.lib
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OpenMayaRender.lib  OpenMayaUllib  OpenMayaAnim.lib  OpenMayaFX.lib  /export:initializePlugin
/export:uninitializePlugin /OUT:myPlugin.mll

MayaOl A MM El myPluginmll® ZE3H mySimpleNode =& QIAEHAZ Mgt FH|7b &2 ZHYL|CH MELS
Script Editor0i| A Ct2& A= eL|C}

createNode mySimpleNode

Of L0 Chgt Hetr|= 0%
S gHe AES LHEL

X|2t, O|®0l= CNodeTranslator L4l CDagTranslatorOil A B1Et7|E &< Ot
AXY DAG =E0 17e HMES MY & ASLICL

nr o

test.h

1 #include "translators/NodeTranslator.h"
2
3 class CTestTranslatorCmd
4 : public CDagTranslator
5
6 public
7 AtNode* CreateArnoldNodes();
8 void Export(AtNode*);
9 void Update(AtNode?*);

10 static void* creator();

1 %

Arnold M€ WELD, =E0M HES U0, =& £H45 7 2HE80 WELY] ?I2 HMEE ZlstAEU
Ct.
test.cpp

1 #include "test.h"
2
3 #include <ai_msg.h>
4  #include <ai_nodes.h>
5
6 void CTestTranslatorCmd::Export(AtNode* node)
7 A
8 AiMsglnfo("[test extension] Exporting %s", GetMayaNodeName().asChar());
9 Update(node);

10 }

1

12 void CTestTranslatorCmd::Update(AtNode* node)

13 {

14 // Export the transform matrix
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15 ExportMatrix(node, 0);

16

17 AiNodeSetFlt(node, "radius", FindMayaPlug("my_attribute").asFloat());
18 }

19

20 AtNode* CTestTranslatorCmd::CreateArnoldNodes()
21 |

22 return AddArnoldNode("sphere");

23 }

24

25 void* CTestTranslatorCmd::creator()

26 {

27 return new CTestTranslatorCmd();

28 }

q23 LpM, QAEIME 2ESHCH

pluginl.cpp
1 #include "test.h"

#include "myPlugin.cpp”

#include "extension/Extension.h"

extern "C"

{

0 N o U1 M W N

DLLEXPORT void initializeExtension(CExtension &plugin)
9 |
10 plugin.RegisterTranslator("mySimpleNode",
11
12 CTestTranslatorCmd::creator);
13 }
14
15 DLLEXPORT void deinitializeExtension(CExtension &plugin)
16 {

OIX2fo2 & Yo oAHMO| O ALBXt MOl Maya =EE ZJt50) S310lS 2EY et QlEE e
AQict

MK, initializePlugint uninitializePlugin HIMEE XN 735t0] ALEAF H2| Maya & S22 7HADRHLICE
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myNode.cpp
1 #include <maya/MPxLocatorNode.h>

2 #include <maya/MFnNumericAttribute.h>
3 #include <maya/MTypeld.h>
4
5
6 class mySimpleNode : public MPxLocatorNode
7 |
8 public
9 mySimpleNode(){};
10 virtual ~mySimpleNode(){};
1
12 static void* creator();
13 static MStatus initialize();
14 static MTypeld id;
15
16 static MObject s_value;
17 %
18
19  MTypeld mySimpleNode::id(0x00070006);
20 MObject mySimpleNode::s_value;
21
22 void* mySimpleNode::creator()
23 |
24 return new mySimpleNode();
25 }
26
27 MStatus mySimpleNode::initialize()
28 {
29 MFnNumericAttribute nAttr;
30
31
32 s_value = nAttr.create("my_attribute”, "ma", MFnNumericData:kFloat, 0.5f);
33 nAttr.setSoftMin(0);
34 nAttr.setSoftMax(1);
35 nAttr.setMin(0);
36 nAttr.setMax(10);
37 addAttribute(s_value);
38
39 return MS::kSuccess;
40 }
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M7= £7SHK| 0tE &[X| 2 initializeExtension HAMEO0|M CtSS BZsHOF BfL|C

plugin2.cpp
1 #include "test.h"
2 #include "myNode.cpp”
3 #include "extension/Extension.h"
4
5 extern"C"
6 {
7
8 DLLEXPORT void initializeExtension(CExtension &plugin)
9 |
10 plugin.RegisterNode("mySimpleNode",
11 mySimpleNode::id,
12 mySimpleNode::creator,
13 mySimpleNode::initialize,
14 MPxNode::kLocatorNode);
15
16 plugin.RegisterTranslator("mySimpleNode",
17
18 CTestTranslatorCmd::creator);
19 }
20
21 DLLEXPORT void deinitializeExtension(CExtension &plugin)
22 {
23 }
24}

O[X YAHIMO| MtoAd| ZEE|H ALEAL Fo| =& 8 #HEt7|7) SH2H SFELIL

—
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OIAHIME MtoA 1.4.002 ZEE!

-

MtoA 1.4.0(0t% HEE[X| )0 = TUS| L0 MSHH EACH ALAHMES YESH= O ERoh A =
atetLICE CMayaScene, CArnoldSession, CRenderSessionit Z2 mIte2 [ 0|4 APIQ| &7t OtEHLICH
CSessionOptionsZt O T3] EXStH siE MO ot MY FHE7F ZoE[0] JAELICH Node Translatorl| S&
APIOAM B2 WE HAEZ MA E£= FEEJSUCL 0|0 EXSt=E YAH = M7t QUCHH

re
rx
=

support@solidangle.com2 2 HZtFMA| L,
CHS2 MtoA 1.4.00] AAHIMS R I

.,_
N

He S HEARS YL

e void Export(AtNode*) : O|T0= 2702 &= Export()2l Update()7t AFEE|AX|T CHEE |
T &4 AtO|Of XjO|E FX| UR}ELICE O|X| Export?t ZeTtL|Ct L8 HAANTS A HK L{ELY7|
M =D Tt IPR YOOIENMs $AEX| o8z HeY|E XF

St IsExported)E T2 = USLICH

e void ExportMotion(AtNode *) : O|FO|= ExportMotion() S UpdateMotion()O] AR X[Zt O|X|=
ExportMotionZF HRSLICH LYF HAANZES A HWf WELHZ|OMPH =10 CFZ IPR H 0| E0M

= THEX H=CHE O F =Qlst7| #I8f IsExported()E 2 &Y + ASLICHL

el step'2 W2 02 Jlss Sd HEEH= Y U022 AERGUCL  AXNEX]
GetMotionStep()& 2 E510] X step= EE& # JYgHLL F 28 2o =#E

GetNumMotionSteps()0ll 2[5 &2 &+ USLICL
=,
ExportMotion(node, step),
2 s oo 2 nME = AsL o
ExportMotion(node),
int step = GetMotionStep();

2l step2 EDF ExportMatrix(AtNode *node, int step) Ol A= A2t & LICE O|X| ExportMatrix(AtNode
*node)”’t =& LICH

e MotionBlur?| 2% H3}l MtoA 1402 &4 AX =S HA HED Z0|EE M AR ELYT|
= M7t HEE|ASLICE [m2tA OfL|m o] T|O|E 2| Export() =50 HiE0o| EElH QIEA 00| Oft
GetMotionStep2 2 K| M 0f BtL|C}.

ofl:
Export(node)
AtArray *array = AiArrayAllocate(’my_animated data’, GetNumMotionSteps(),
AiArraySetFit(array, 0, 1.1);
= OHE2 2 OfM||ofoF gL Ct.
Export(node)
AtArray *array = AiArrayAllocate(’my_animated data’, GetNumMotionSteps());
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AiArraySetFit(array, GetMotionStep(), 1.1);

X ZHUOILF BN AHS JHLfD X| metstz| @3t step> 00 Ciet HAEE O Ol &
o Ch

ol
AN
O IsExportingMotion() & =& CiA|sHOF FLICE

o ZE LEE L{EY If ExportNode &7t ExportConnectedNode(const MPlug & outputPlug) £ LCH
M| = A& LT

[©]

« AddArnoldNode : 0|0] ZTSHX|E UL Mtoa AAHME 0242 ALBSIA| & =
S AP 0SS AR AHSEE SHUAIL. AiNode)S +5202 MASS ThAl B4 0] B4E
AgBHOF BLct,

e RequiresShaderExport() . #|0|C{E WELZ| TO| o2 & BHet7|7t O HAEE ARSI O
if ({ CMayaScene::GetRenderSession()->RenderOptions()->outputAssMask() & Al_NODE_SHADER) J|
CMayaScene::GetRenderSession()->RenderOptions()- >forceTranslateShadingEngines())
O|M CMayaScenelt CRenderSessionO| f 0|4 =& APIO| 97| IIE0 CH2 22 OiME = A&
Ct.
If (RequiresShaderExport())

e ManageUpdateCallback®| O|£0| RegisterUpdateCallbackS 2 4 & A& LICt

Ct2t 20| R MZ2 7he M= FItEAS LT

Ho

e virtual void Init()
LE XT3 A TEEHINER &8 2E5ts A2 AX| OHYAIR).

o IPR HHIOIE J0 2= XHUS AFEAL Folota B
virtual NodeChanged(MObject &object, MPlug &plug)
XGE 22130 e mayaOl M £ "HX|" M= E TEY Mottt 2 & Ut

2t [orE
AHEOHY #E 2 S92 7IHeR HEA % %* = gL

o £d2 &>
2o B2 SEGK| YOoH YOH0|ET M E|K| L&L|CH £ SetUpdateMode()E ZZ3810] Of
2] YHO|E REE 2FY & UASFHCL
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Oculus Rift Camera Node 25 7|

O AtEMOIM= LSOl Oculus RiftolAM AlZfzte = A=
MtoAE &5 7HH2HS A LT,

1K)
>t
E_|
H
u
=]
o
a
Ral
njn
r2
N
rr
]
>
ol
et
>
$0
rr

Oculus Rift= 7+t &

fle| 14 = O|0JX|E Oculus RiftolM & &= UAFLICH.

o 7|2 A Fit2t Y-S

o MtoAd| 7iH2t S&5}7

o SIM mpi-2tof FtH|2f TS 7]

e Oculus RiftollA Za} A|Zt3}s)7|
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712 A ZHHIEl S

2
Ral
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inl
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Rl
ra
]
i
E
o
o
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i
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OculusCamera.cpp

1 | #include <ai.h>

#include <ai_cameras.h>

#include <ai_nodes.h>

#include <cstring>

#include <ai_metadata.h>
Al_CAMERA_NODE_EXPORT_METHODS(OculusCameraMethods);

node_parameters
{
}
node_initialize

{

O© 00 N oo Ul A W N

A A
w N = O

AiCameralnitialize(node, NULL);

N

}

node_update

{

Q. A
~N O U»

AiCameraUpdate(node, false);

—_
oo

}

node_finish

{

NN =
- O O

AiCameraDestroy(node);

N
(\)

}

camera_create_ray

{

N NN
U~ W

// Calculate spherical angles
float theta = Al_PI * input->sx;
float phi = AI_PIOVER2 * input->sy;

N NN NN
O 00 N O

const float sin_theta = sinf(theta);

w
o

const float cos_theta = cosf(theta);

w
—_

const float sin_phi = sinf(phi);

w
N

const float cos_phi = cosf(phi);
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33 // normalized direction

34 output->dirx = sin_theta * cos_phi;

35 output->diry = sin_phi;

36 output->dir.z = -cos_theta * cos_phi;

37 // derivative with respect to x

38 output->dDdx.x = cos_theta;

39 output->dDdx.y = 0.f;

40 output->dDdx.z = sin_theta;

41 output->dDdx *= input->dsx * Al_PIl * cos_phi;
42
43 // derivative with respect to y

44 output->dDdy.x = -sin_theta * sin_phj;

45 output->dDdy.y = cos_phi;

46 output->dDdy.z = cos_theta * sin_phi;

47 output->dDdy *= input->dsy * Al_PIOVERZ;

48 | }

49 | node_loader

50 | {

51 if (i > 0)

52 return false;

53 node->methods = OculusCameraMethods;
54 node->output_type = AI_TYPE_NONE;

55 node->name = "oculusCamera";

56 node->node_type = AI_NODE_CAMERA;
57 strcpy(node->version, AI_VERSION);

58 return true;

59|}

EESH Node LoaderE “d-d3t1l "node_type'= "AI_NODE_CAMERA"Z A et {4 L|Ct,
Of 7tHI2tE HutLst?| {IsH HOIH Y AMEH HoeL| ot

Windows:
4 B4 ARNOLD_PATHE Arnold SDK7}F Qe EH2 dF L B2 2H0| AmoldE X8t 82
C:WsolidangleWreleasesWArnold-X.X.X.X-platform
CtS EHS ALE35I0] ARNOLD_ PATHE ST EM=E dPgLCt
set ARNOLD_PATH="C:WsolidangletfreleasesWArnold-X X X .X-platform"
A8 OZ Visual Studio 38 ZEZES €1 o F S AdgHCL
cl /LD /I %ARNOLD_PATH%Winclude /EHsc OculusCamera.cpp /link /LIBPATH:%ARNOLD_PATH%tlib
ai.lib

OsX:
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ChE 2200 AmoldE 2X[}RCt 7 gL ot
/Users/userName/solidangle/Arnold-X.X.X.X-darwin
ChE Y2 AM8SI0 HO|ES Z1 ARNOLD_PATHE 3liE E0Z 2FLICL
export ARNOLD_PATH=/Users/userName/solidangle/Arnold-X.X.X.X-darwin
O3 Chg ofef BES HA5to] 72 H0|HE FubeeLCt.
gcc  -ISARNOLD_PATH/include -L$ARNOLD_PATH/bin -lai -dynamiclib OculusCamera.cpp -o
OculusCamera.dylib

O|Al Arnold7} 7tH|2tE QlAlE = AEX| &QIste{H O FES J™TLICL
%ARNOLD_PATH%WhbinWhkick -I <path_to_shader> -info oculusCamera
Ct2 ZA47F LIEFE L CE

node: oculusCamera

type: camera

output: (null)

parameters: 19

filename: C:H#solidanglettmtoadeployW?2014¥tshaders/oculusCamera.dll
version; 4211

Type Name Default
POINT[] position 0,00
POINT[] look_at 0,0 -1
VECTOR]] up 010
MATRIX]] matrix

FLOAT near_clip 0.0001
FLOAT far_clip 1e+030
FLOAT shutter_start 0

FLOAT shutter_end 0

ENUM shutter_type box
POINT2[] shutter_curve (empty)
ENUM rolling_shutter off
FLOAT rolling_shutter_duration 0

NODE filtermap (null)
ENUM handedness right
FLOAT(] time_samples (2 elements)
POINT2 screen_window_min -1, -1
POINT2 screen_window_max 1,1
FLOAT exposure 0
STRING name

O[X A ZtH2t7t 2td & LICt.
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MtoAO|| ZiHI2t Set6}7]

7tH2tE MtoAl| SEfotei® HESF HIEIHO[H TS THS0{A MtoA EX[o| ZHIE SO SAMHOF BfL
Cf.

o

HIEFG[O|E mY THE 7|
HEHO|E HEE F7t5l2{™ O|HE oculusCamera.mtd Tt 0f| ZtAdsoF BhL|Ct,

oculusCamera.mtd
25 | # oculusCamera 0x00070007
26 | [node oculusCamera]

27 maya.name STRING "camera"
28 maya.id INT 0x00070007
29 maya.translator STRING "oculusCamera"

O3 .t o] Tt "oculusCamera.dil" TS %MTOA_PATH%Wshadersiw ZH0| & L|Ct.

dE53 oy TE7|
O|X| of Ztof|2tofl Cish Maya RIZES S THSO0{OF BfL|Ct.
%MTOA_PATH%WscriptsWmtoaWuittaeW E= %MTOA_TEMPLATES_PATH%O0{|A{ XEE 240

aiOculusCameraTemplate.py Tt 2 P& L|CH,

aiOculusCameraTemplate.py

1 | import mtoa.ui.ae.templates as templates
2 | class aiOculusCameraTemplate(templates.AttributeTemplate):
3 def setup(self):

4 pass
5

templates.registerTranslatorUl(aiOculusCameraTemplate, "camera", "oculusCamera")

Ol MayaOll A "oculusCamera"E 7Zt0H2t #2t7| StLtZ MEASHOF BFL|Ct.
¥  Arnold

}  Node Behavior
}  Extra Attributes

Motes: perspShape
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UM mhic2top FimEt TSI

Oculus Camera®| 420 LS 5 7HX| £40| 23|t

e RE:0|A2 & O|OJX|Z Side by Side, Over/Under, 213 ¢t
H=
e Eye Separation: & Z}0|2F AtO[S] H2| LT},

Fto2tel XF A== L3t Z5 Ut

OculusCamera.cpp

1 | #include <ai.h>

#include <ai_cameras.h>

#include <ai_nodes.h>

#include <cstring>

#include <ai_metadata.h>
Al_CAMERA_NODE_EXPORT_METHODS(OculusCameraMethods);
namespace

{
#define _mode (params[OLINT )
#define _eyeSeparation (params[1].FLT)

O 00 N O U1 b W N

—_
—_ O

enum mode

{

—_
w N

M_SBS = 0,
M_OB,
M_LE,
M_RE

—_ A a
N oo o M

|3
const char* mode list[] =

{

N —
o O

"Side by Side",
"Over Under",
"Left Eye",
"Right Eye",
NULL

[N \C N \C R O I ]
u A W N =

|3
enum eye

{

N NN
o N O

E_RIGHT_EYE =0,
E_LEFT_EYE

N
O

w
o
-
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31| %

32 | node_parameters

33| {

34 AiParameterEnum("mode", 0, mode_list);
35 AiParameterFlt("eyeSeparation’, 0.65f);
36 |}

37 | node_initialize

38| {

39 AiCameralnitialize(node, NULL);
40 | }

41 | node_update

42 | {

43 AiCameraUpdate(node, false);

44 | }

45 | node_finish

46 | {

47 AiCameraDestroy(node);

48 | }

49 | camera_create_ray

50 | {

51 const AtParamValue* params = AiNodeGetParams(node);
52

53 int mode = _mode;

54 float eyeSeparation = _eyeSeparation;
55

56 int currentEye = E_RIGHT_EYE;
57 float sx = input->sx;

58 float sy = input->sy;

59

60 if(mode == M_SBS)

61 {

62 if(input->sx < 0)

63 {

64 currentkye = E_LEFT_EYE;
65 sx = 2 * (input->sx + 0.5f);
66 }

67 else

68 {

69 currentEye = E_RIGHT_EYE;
70 sx = 2 * (input->sx - 0.5f);
71 }
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72 }

73 else if (mode == M_OB)

74 {

75 if(input->sy < 0)

76 {

77 currentEye = E_LEFT_EYE;

78 sy = 2 * (input->sy + 0.5f);

79 }

80 else

81 {

82 currentEye = E_RIGHT_EYE;

83 sy = 2 * (input->sy - 0.5f);

84 }

85 }

86 else if (mode == M_LE)

87 {

88 currentkye = E_LEFT_EYE;

89 }

90 else if (mode == M_RE)

91 {

92 currentkye = E_RIGHT_EYE;

93 }

94

95 // Calculate spherical angles

96 float theta = Al_PI * ox;

97 float phi = AI_PIOVER2 * sy,

98

99 const float sin_theta = sinf(theta);
100 const float cos_theta = cosf(theta);
101 const float sin_phi = sinf(phi);
102 const float cos_phi = cosf(phi);
103 // normalized direction
104 output->dirx = sin_theta * cos_phj;
105 output->diry = sin_phi;
106 output->dir.z = -cos_theta * cos_phi;
107 // derivative with respect to x
108 output->dDdx.x = cos_theta;
109 output->dDdx.y = 0.f;
110 output->dDdx.z = sin_theta;
111 output->dDdx *= input->dsx * Al_PI * cos_phi;
112
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113 // derivative with respect to y

114 output->dDdy.x = -sin_theta * sin_phi;

115 output->dDdy.y = cos_phi;

116 output->dDdy.z = cos_theta * sin_phi;

117 output->dDdy *= input->dsy * Al_PIOVERZ;

118

119 if(currentEye == E_LEFT_EYE)

120 {

121 output->origin.x = -0.5*eyeSeparation*cos_theta*cos_phi;
122 output->origin.z = -0.5*eyeSeparation*sin_theta*cos_phi;
123 }

124 else

125 {

126 output->origin.x = 0.5*eyeSeparation*cos_theta*cos_phi;
127 output->origin.z = 0.5*eyeSeparation*sin_theta*cos_phi;
128 }

129 | }

130 | node_loader
131 | {
132 if ( > 0)

133 return false;

134 node->methods = OculusCameraMethods;
135 node->output_type = AI_TYPE_NONE;

136 node->name = "oculusCamera";

137 node->node_type = Al_NODE_CAMERA;
138 strcpy(node->version, Al_VERSION);

139 return true;

140 | }

KpMt dd LE2 0718 HESHIAIL.
http://paulbourke.net/papers/vsmm2006/vsmm2006.pdf
ot OEFHO|H Mt Maya RIZX = YOO Esl{Of gLt

oculusCamera.mtd It Y2 YGHO|ESIY F 74X {22 It2t0|E o) et HEE M35t & LT
oculusCamera.mtd

25 # oculusCamera 0x00070007

26 [node oculusCamera]

27 maya.name STRING "camera"
28 maya.id INT 0x00070007
29 maya.translator STRING "oculusCamera"
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30

31 [attr mode]

32 maya.name STRING "aiMode"

33 default INT 0

34

35 [attr eyeSeparation]

36 maya.name STRING "aiEyeSeparation"
37 softmin FLOAT O

38 softmax FLOAT 1

39 default FLOAT  0.65

Maya & E3 0= Ctg =22 Ltet0|E7F ZabE Lo,

aiOculusCameraTemplate.py
1 import mtoa.ui.ae.templates as templates
2 class aiOculusCameraTemplate(templates.AttributeTemplate):
3 def setup(self):
4 selfaddControl("aiMode")
5 selfaddControl("aiEyeSeparation")
6

templates.registerTranslatorUl(aiOculusCameraTemplate, "camera”, "oculusCamera")

O|A|, MayaOl M MZ2 Ij2t0|EH 7t LE "oculusCamera"E MEiE 4= UELICE
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Oculus Rifto|A Z1} A|Zts)s}7|

OculusCamera® At23}0] HIC|QE HE 20| = H|C|L7t ChZ 1 Z0t0F BfL Lt

ACY 4
7H EQ0M & ZE3 O|0|XE @oaE Che MHS X|Hs|o} THLch
e 09| = QI 1H|

o TX ZEH:1, HE ZEH:05

gy 28 = A= S =730 A0 Oculus Rift Sl EAIS AFESHOF SFLCH

Ol #dd = A= H 7K Z2I-0| JAFLICE 0] B2 MaxVRO| AFEEAX|TH AX| S H FHH[EES] Y
d4E XS EE Oculus Rift HIL|2 Z2{0]0{7F & %Ee AYLICH.

el 2N HIEE €1 74 FAY A SHE LM 282 HHSHH Gt B oA oH
YE22LE = 5 ASLICL

2N Z 20|z 252 L2t 2aUtt
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Volume S EZ|H

O ZtEMOIME MoAZ MA S A Ysts YYHE S

e PolymeshE Volumel2 2 Mz

e Volume ShaderE A%l 71§ A

e Volume — Displacement

e Volume Sample RGB 0j|
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PolymeshE Volume2 2 Hgt

Polymesh 2 EHE

Ao2 HEHYSH:E U2 FXZH
displacement £ AM8SIO] #0|2o| ZEE & EE PolymeshE Zest= AS EO{FL|CE
Polymesh= HFEA| EH&{UAO0{OF 510, M2 ZXRUKX| Otof hL|CE O] F L0l Z EX| §2 5= U
L
Step Size
o M OZ| HpE SE2E HES{orgtLICt 3| S MESLY Amnold £-d0lM Step SizeE 0.72 S7HA|
ZLICt Step SizeZt ¥==0|™ PolymeshE =& Z HHL siY 2 =& raymarching?| 7|2 EHAZ

A& gLt

Standard Volume
e Standard Volume #|0|4E
AKX YOl Lt=0f o F=stA Folg Lt

Z2|0#{0f 83t DensityE 202 H7detL|CE O[HASHH displacement

o2 37| I8l Standard Volume #|0|HE X 83|0f

118

2O StH, O+ E =

Step Size 22 HIEA| YUY
L|Ct.
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Volume Padding
CtE EtA= Paddings AFESHY =2&S &ots AYLICE O|A2 HAKZ 25 0|5dtd s 890 REY
H

=
LICt Bi2Y 2tAE0 OfL|2t Bt2d A L o AHEEl= 520 HEELCL 0] B2 ofF %
= 412l 0.058 At&gL Lt

Ho

1o d4d —

Aol 458 oM e 7tset A HHHOF 5t displacement O] X|CH Zr2 HFEA| Z3Hs|{OF BfL|CE
Volume
Ct22 Arnold Volumee I3"|E| -rl-’—?f- | = =

1 5ot Standard Volume #|0|HE 4%@ L|C} e Ch2 o412 A

= e AYLCH

l_
>

S Y3t Standard Volume #|0|HE & =

Displacement Texture (Standard Volume Shader)
Standard Volume 40| 9] displacement &40 oY HANE HESHUA|R. O] B2 Zih2t Z2EXMMO0| ALE
ZLCH HAXO I FEE He| £2)E & &= UK T 28 O FEHX| A oHE ER7F AL

Displacement E{AX 7} HQICH

Range Shader
o Range #[0|CIS ALg310l T SAXo| Y2AS CHAl DiEst0] HIHE TS + AFLICH IHY =

= =
XE Range #l0|C Y0 AASHD Range HIO|HE Standard Volume #|0|H 2| displacementof &
M 2. Range #I0|E 2| Output Max #S 82 =O0(M L. O|X mY HAXI =& O|s0 0jX|l= &
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M2 =elshor Lt

Displacement #|O|C{Z QI8 Range #0IG 7t O EESIA 2

ORI 2, U5 Mg F716H7| Qo) st oY HAME Standard Volume #0|H 2| Scatter Color E+&
Transparent Weight &80] AAs] EMAL.

|2 06 0|E

Untitled_1
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Volume ShaderE AME5t0| 71§ HIE A5}

0| Z+ESE XHEMO|A = Volume Shader?t Maya Cloud 3d texture®
= HdYgLCH of HEE ALES0] o3 JtX| #E0| U= St=S

N

tsto] SHElS X315t Atmosphere Volumes ZF=7t5H0f 'A10| LY 2l

Maya T+ 2 otEh P32 AFO|EO|M Ct22ES & AUSLIC,.

https://support.solidangle.com/display/ASAFMUG/Rendering+Clouds+using+the+Volume+Shader

|

HH5H

o
=
=M F2

M Volume #O|EE 2EE + A= AHE USO{0F LUt FHL FEE T
L|Cf

e g

o TH2l Step SizeE 0.1 = 2ETLICL Step Size7t L= Gt LM ELZ|H 4= 252 Hg

n

{LIEt

Step Sizet 1F%E 37|0|22 AHO|H7t E+F O W2 HAZ +d510 AHZ0| O 28 2 LICH Lot
28 377t HE oW HEE A0 SRR {2|3({0F RfL|Ct

e Standard Surface #|0|HE M0 HETtL|LCt

10
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e Maya Cloud 3d textureS Ct=11 Standard Volume #|0|G{ Q| Transparent WeightOl ¢1ZTtLICt Cloud
texture CSH Maya3d ElAX LEO| 37|18 F0|H O XMS| & = USLICH

o OIX|ZASZ Skydome ZHS THE D Physical Sky #|0|HE ST Color &40 AZATLICH HEHOA =
O|=& Z0|2{™ Skydome Z=HO|A Volume Samples =& =2{0} gL|Ct.
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Volume - Displacement

O] XF&MO|A £ Standard Volume 0| 2| Displacement &g 0f|

AZE LO|= HO|HE ME5I0] HHS ME
dote fXE 2EMot= Y-S 20lFLICL 0] 7|&S AM8SIol R KX MOjA= 2lE s + USLICH
g S0, =22&= X2 7t& A7[E BHBY| ffof O|= #|O0|H0| OfL|{Ho]Md ZutE HEY 4 UFLIL O
MM E LOl= HO|HE ALESHX|Z HAKN YS AE0I0 MY S 2 + AGLC

Maya It22 oStTh 232 AIO|EOAM CHR2ZES 4= ASLCH
https://support.solidangle.com/display/ASAFMUG/Volume+-+Displacement

e DX openvdb CH2ZE HO|X|0AN E7

oY g ChREESLC
e Arnold Volumeg Bt=1 H% vdb It

bunny cloud.vdbE gL|C}.

e Standard Volume #[0|5 2} aiNoise #IO|GE PtELICE aiNoise #|0|HE Standard Volume #|0|5H2|

Displacement 530 HZLLILE E7|2| MM S E2H DensityS =00F & == AFLICL

=1

[Elnode Editor

Untitled_1

aiNoise2

Q
()L
Message
Qut Color
Displacement

Message
Out Color

Displacement X
Displacement Y
Displacement Z

Standard Volume®2| 'Displacement'0ff ®ZEl =0|= 0|
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To|= | o
Ot2f O|O|X|= Standard Volume?2| Displacement £40| HZAE CHADH LO0|= FHS AE}ES Mo ButE &
o ZLICt.

Arnold 0|= alCellNoise (alShaders) Perlin =0|=

X|=7tX| Standard Volume 70| 5 2| Displacement </40i| CHsl LOtEtELICEH
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Volume Sample RGB 0f

O] XSAMOME= VolumeSampleRGB #HOIEHE AMESIO] A s FZL '7|EX|D ARI[oh HEHL=2

= T el
™S HMAAI7|= SH2 dYSHAESLICH O] #0|H0E& 'Volume Sample Float' #|O|5 2 74 'contrast’ H
'‘gamma'?t &2 'post-production’ AEFAO[ £d0| UFLCE Olg{et HHE2 HEH 2t 'OIMSHA
ZYte O 012 FEELC of oA A= VolumeSampleRGB #I0|HE AME3t0] LutXM ol oixf HHES =Lt

FHE2 7|z g E/gUCE 67| B30 MY VDBE XdE Houdini® Pyro FX HZ0| A= 7|2
S AlZ22|0|d S AHERLIEL

O] Xt5AM0ll A= VDBE AHEE Z0|EE HX Writing Volumes To VDB

(https://support.solidangle.com/display/AFHUG/Writing + Volumes +To+VDB) XI5 A E [HE A
HYEL O 22 Houdini ItY1F VDB M2 StEH 23 AO|EO|M CHREEY £ USFLC

A H
https://support.solidangle.com/display/A5AFMUG/Volume+Sample+RGB+Example

mjo

—_

Volume
e ©MX Volume - Arnold> Volume2 SHEZI&LI|CH
e Volume2| Filename®| A default_flame.114.vdb It L|C}

e Grids ZE |Y ‘density”t UO0{OF TIL|C} O|H2 Volume VDBZ} &7 XEE &&H ETE 1E9
Ol &L},

Standard Volume

kl

e Standard Volume #|0|HE M d35tn O|HdE NZHO| LLLICt Scattering Colors blueZ HA5t
P

=
Transparency Colors orangeZ HZTILICE YHO| =Y Wet Scattering IntensityS ZE5t= A

FS LI

5
L

f

e VolumeSampleRGB #O|H{E TS VolumeSampleRGB 70|52 outputMtoAOA R) =8
Standard Volume2| Density 40| S1ZAgL|Ct,
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Volume Sample RGB
o X|ZWX| 71X ME AFEES HIY22Z Volume Sample RGB #0|HQ| CtAs &£M8 A2310]
MOAes AlZtg 29 £ JFUCL 2Lt AL ZASH7| TOo| Volume Sample RGB #O0IE 2| xHE
£40| ‘density'2t= THOIE YESiOf SfL|CH X oW HAHo| B MES = = YUSUICH

Channel  density

Interpolation trilinear

»  Color Correction Attributes

HE =40 'density’

CH2-2 Volume Sample RGB #l|0|ClQ| &4 8 HMASH= B 7HX| 7F o Lt

Contrast(CHH])

Exposure('t &)
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Multiply(Z4})

Add(FE7})

Ol OINOIM A= %XF 80l otz Oo|0|X|Qt &O0| Gamma, Exposure, Multiply, Add %89 Z7O|
ZetE L

P Volume Sample RGE Attributes
¥  Color Comrection Attributes
Gamma 1.500
Hue Shift  0.000
Saturation 1,000
Contrast  1.000

Contrast Pivet 0150

Ex POsure 1.000

Fultiply
Add

Volume Sample RGBO| /& &4

380



(a)
—
@]
P4
(4
<
4
(%]
L
S
=
=2
<

~H
|
Ho

g
Hu

C A
=Zetd

3A
6712 Volume SampleO| At & &L|Ct,

=0 HHe 20|

zl0|2
IT =
Samples?| i=& =O|HA|2. O] Of|0f| A

o

#o

Mg
H

=
—

10

381



o0 4r
e
[E 11 _
K | <r
S | =g
L ol =

x
W
[S3EnT) o

- H -
T H Jod
- Ju d

(]|

=]
|E

f

H R
t {n T
o = o3 <
w_ o ot -
o <+ )
Ll - H T
= < T
o = Wg 9o
. 25 e ©
< p - Y & o
¥ N A_ I
2 AT W
ra) Jd ¢ m._a KM T
o K- o3 Wl o g
o] S ol o oK o
= un = <k o mo 0
ol — ol 75 ©° [y
— _._._H o T ny =l
N L|_ Kl & =
ME LK %__
HAIE 2 5
n| W ol 1 ol
= go 1 =T
=ad g g
[ R
H_l_ foil ok ol <
W ooy ™oy Al ol
O L]
o d 85 <
[l = I_._._ el (O]
_u__ _._.: & Ro e
op o<
ag O BT gy X
RN o A
FomEs X
% Al Od oA T
X R0 w1 3 < o

382

851 #H2l 37| L5 =H5H|

XGen % Arnold®} #HZ 7jo|E

O}7}0| 5 (Archives)

48 A



AUTODESK ARNOLD

XGen % Arnolde} FICEZE 7jo|E

P old AHESHO]

(¢}
rr
[H
it
a
m
|T
lo
ro

|>
rm

[>
mjn

(6]
rl:l

AN
OlgLICt xT TE2 T 309 7iel 7HAHel dA4dEES ZSHH, 1.26BS| H=22|t

=y TES oS
A8t} BE gL C,

HMOMe SiCh A2 B8 C(IRECS 5= YHL|CH

O - =

https://support.solidangle.com/display/AS5AF MUG/ Guide+to+Rendering+with+XGen+and+Arnold

1- Z2|0JE|E O}7}0|E (Primitive Archive)

MX XGen OI7I0|EZ ALE3t1At St= X|UEZIE ZHYLICH LSO XGen Size
£M8E MBS K+=E ZEY AYULCH U0 =38 = A7 20| ofigst =7
HolHLr ZEo= HE8Y = USFLICH OFto|EE UWELHZ| ol Armold FAIC=R
HEL=X| SIS A|2(0: MtoA 2211218 ZE=8|0Fst). EBH Arnold Render SettingsS
ol FUOl CHst MoA HF-ES Z7|BpsHor gLCh AL S| Mo FHEHS

ML,

X QHEZE MEiSt X2 Generate>Export Selection as Archive(s)...2 O|SgL|CtL
Archive NameS stalagmite2 HZ35t 10 Ot7t0|EE Local Archives EL 0| A ESHUA|L.

2 - XGen Description
Zgl2 HHES otsUCh o HHZ ALY XGen HYS TTSASLLCE B2l FHZS MEsiD
O|ls&tLICt. 12 Create XGen Description0| <ZZIL|Ct. Custom

1™M2 2 S CreateS Z2/8HL|LC

Generate>Create Description...2. =
Geometry/ArchivesE MEHSILICH CHE 7|2 A

Archive Files M0|A O|F0| ddgot OFIO|EE It C Al 377t ZHO| UEE size £ES
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ol 0™ RUAXE A7t

o
oo|Me =7I817| 3 Twist A0

—Ho

Primitive Attributes OF2i0|M Twist £2i0|E HEE QEZ0|
fqe  ofE  HEE YD HwoAM  Load
Expression>samples>Geometry>flatten_RoomS MEHSIH  Twist
Of2{0i| width X Depth =0| LIEFEL|CE Twist WidthE =[£
20022 =Lt

3 - Density

HHA HET|OM ALESH S0 M2l Density 42 BZGHOF & = _AESLICL M+ Ot7I0|EIF R LTt

=08 Yz Zt2 £0|= A0 FELICL iz HE YErt JFOH U E ZO|AL X0 width 37|12

Z0{of BL|Ct ofzf O|0X|= EEE &R/AS M XGenO 28 HAHZ= Z2|0E|E22Q] =7} O &S HEX|

BoELCt
23 EMe ZHo| HF B2 Z2(0EET /2 = A2D Maya
HZEO d4&0| XNot=ElCtE ZAYLICE XGen Preview/Ouput
BO|A Preview Settings 2| Percent HdHdS EY =+
AEHLCH 18H FEEN HAZE= ZZ|0E[E =& Z0l=
SAl0l AmoldE =EE If o3 ZE RE HHE @ £
Q&S Lt

4- HAN Woz £ £73
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XGen Spline Primitive

ot ofe chye

¥ Primitive Attributes v

Spline Primitive Type Spline
Attribute using  Attribute

n: Smooth
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¥ Primitive Attributes ¥ Primitive Attributes

Primitive Type  Spline Spline

Attribute Attribute

n: Smooth ¥

Rendering
o HEASI7| MO| Arnold Renderer?t Renderer2 MEEZ|Of QU1 Mode?t Thick@2 MHE|Of UEX|
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Preview/Qutput
Preview Settings

Output Settings

Auto Set

Shader Parameters

Surface Shader Parameters

I

Arnold Motion Blur Settings

Armold Advanced Settings

P Level of Detail Settings

Batch Render
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71 Create XGen Description
cription Name

Eac

Description must be stored in a Colle

Create Cancel

DensityS 100 §=2 =O|H Of2f O|OX[ME THS= AT LICE
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$a=rand(0.1,1);
$a

¥ Primitive Attributes
Sphere

Attribute

Length  Sa=rand(0.1,1);

Width  Sa=rand(0.1,1};\n5a

Depth  Sa=rand(0.1,1);\nSa
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Mame

¥ float sphere_size

float sphere_size 0
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Expressions
Mame float

¥ float sphere_size

float sphere_size  rand{D.1,1)

e O|H O] £=AlZ Length, Width 5! Depth 40| CI2 22 CHNSIMA|L.

$a=sphere_size();

$a
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