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£
jo
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HASIMAI2. O|E 50 0.2, 04, 0.6, 0.8 0|21 BIAlO =2 BFHL|LC},
HHEE UG 2TL|C} 'Offset U' £ 0| 'Mtoa Constant Noise Offset'<A0| =l ZHof 2t 2t
HHO| CHol O] &M =X| ZFels|of BhL|Ct,

Mtoa Constant Noise Offset &/ 0i| 2|5l| X|O] T| = 2d Texture Placement
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AoV #o|H

aiWriteColor

Focus

(3
aiWriteColor:  aiWriteColor Presets

[®

Show Hide

¥ Write Color Attributes
Beauty
Input

Mame <Monex

v EBlend

aov_write #|O|EE AIE3IH float, int == color HIO|EHE AFEAL E2| AOVO| & == USLICH HHOA

AM-EXE Zol AOVE Felot= LEof tet XtM|et LHE2 AOVs HO|X| S FESHIAIL.

Beauty
HolH HWE/AINM HE BIHE XA LIC

AOV Input

AOVO| & E2E g Y=gt Ct

AOV Name
AOVe| O| & & L|C}.

Blend
EY HEHO| A2 O|Ad2 A B EHD AOVY| £X| = 25 FEFHo EHO| 42 2H =X
o2 E XojgLct
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AH AL
(=

CHS 2 MtoAOIA ALE 4 Sl M4 B == 2Lt

e Color Convert (M} 3}

e Color Correct (Maf %)

e Colorto Float (MAMS EZEZ H3

e Color Jitter (MAF X|E)

e Composite (&)

e Shuffle (MB)
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Color Convert

Caching
MNormal

Frozen

input [N

From

Color Convert '=E5 AE5IE Y8 MyS g MYy S & otHoM O E My STz gatd &
A L.

RGB: Linear RGB (M& RGB)
HSV: Hue, Saturation, Value (M=, X, Z))
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Color Correct

Input

Mask

1.000

¥  Color Comrection

Muttiply I
Add l

¥  Alpha

Is Luminance

Multiply

A Y C 2 ARSI O|0|X| Q] ZOL ME, M &, HEBAE
St =Mz HEE Og AiXtz §F MyS HaggL o
Input
MA RES HBE MAe Yet
Mask
QU MAT MM BHE A SEBLIC)

L

X - SHADERS

=L Ct of2tol & et

Color Correction
Gamma

Mo g0 8=

HEEHCt
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MZE S| LCH 212 A 2/F S 2D T

= —

Saturation
A0 20 22 HE8¢tL| L}
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Contrast

Contrast Pivot THO 2 {}& ZHTL|Ct

Contrast Pivot

AEZAE A7 LYo 7| -YLICE 7|22 B X2 St =242 018 LT,
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Invert

Q2| RGB 412 BHHAIZLICE

Alpha
Is Luminance

£2 YIS RGB M40 FIE2 MO Y2 YIS DAL

Multiply
=Y 2o /S S
Add

=Y 0o ¢t2 F7reL k.
Invert

Y LOE SEA[ZL(C
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Color to Float

Input

Mode gye rage

min
max
average
sum

luminance

S ZEE AME2SI0] RGB 23S EZEZ HagHL CL
o min(X|AZ): XA HAEHEQLICE
o max(Z/Cigh): Zof HxHEL|C
e average(B%l): RGB ZHEZHAEOS| HFZfL|Ct.
o sum(2A): RGB A HEQ| 2HA LT},

e luminance(Z|x): Rec.7090] ™O|=l X|Z}f 3| ZrlL|LCt.
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Color to Jitter

BES 7= O AASELIL

nput [ G
Type User Data
Data
Gain Min
Gain Max
Hue Min
Hue Max

Saturation Min

User Data

Gain Min/Max

Aleloll F=7te 4ol gtel HRE XIFoHdAIL. Yol g4t2 "data_input's 7|EI2 2 W ELCH

ot 94 St

Min: 0 Max: 1 Min: 1 Max: 1 Min: 0 Max: 5
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Hue Min/Max
MO F7He ol 7fe| HRE X HSHMAIR. Yol Zf2 "data_input"S 7|Hte = MG E L|CH
Min: 0 Max: 0 Min: 0 Max: 0.1 Min: 0 Max: 0.2

Saturation Min/Max

Mol =7t Aol gtel HelE XIEotdAIL. Yol g4t2 "data_input's 7|EIS 2 W ELCH

Dt Do S

Min: 0 Max: 0.5 Min: 0.5 Max: 0.5 Min: 0.5 Max: 1
Seed
C2 AMA S-S MSELICt 0| A2 "data_input'@ 2 Qg ZAH2| X|7H0f 2t &S FLCH
v
Seed: 0 Seed: 1 Seed: 3
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Procedural

Gain Min/Max

Gain0l 712t 0| Zto] B9IS XIFSHAI. o| ZHL Bt BHEC| 0|22 7|8ro2 YHgFLICE
Hue Min/Max

MO =ote Ao| 2o HRIE AHSHUAIR. Aof ¢f2 BX QEMEQS| 0|EE 7|8te 2 WY ELCh
Saturation Min/Max

MO =o7teh fof gol HelE X goltAl. Yof 42 EA LEMEQS| 0|5 7|gte 2 g E Lt

[=] — ood™
Seed
CHE AMA HAEZ HSSLICH O| A= At QEHMEQ| O|F2 2 Qs £ X| ™ot EF2 FL|CL
Object
Gain Min/Max

Gain0f| F=7te 22| 22|

Min: 0 Max: 1
Hue Min/Max
MO Z7t2 Q0| 2| BOIZ KHSHAIR, Yo e 2EMES| 0|52 J|Hoz MAELIT

Min: 0 Max: 0 Min: 0 Max: -2
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Saturation Min/Max

M=o =7t ol grol ¥olE XIgstdAl. ol gt

Min: 0 Max: 1

Face
Gain Min/Max

GainOfl =7t 19| £to HY
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| MS¥ WEYD A2 HES AT U= Fo|2 7|20{0F BLITH oL 0| M S XSS}
| -

Hue Min/Max

MO 7t Qo] ol ¢

HA —

Min: 0 Max: O Min: 0 Max: -1 Min: -1 Max: -1

Saturation Min/Max

MO =7 ol ¢t MRS AEotdAI2. Y2l &

Riidt

Min: 0 Max: -1 Min: 0 Max: O

Saturation Min (-5) Saturation (1)




AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Face Mode

Face ID (7|2) Uniform ID
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Composite

Caching

Mode State  MWormal

Frozen

=g HolH= 28 20 W2t F 72 RGBA Y S =L

Operation

B Atop Average
Passthrough B A*Ba+ B*(1-Aa) (A+B) /2

Passthrough A

I

Difference Disjoint Over Divide
A+ B*(1-Aa)/Ba Aif | abs(A - B) A+B*(1-Aa)/Ba A+
Bif Aa + Ba <1

|

P

Cojoint Over

A/B OifB ==

I

Geometric

Exclusion
A+B-2*A*B

Hard Light

2*A*B/ (A + B) ScreenO|A, A < 0.5 0
A*B

A A
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Hypot Diagonal In Mask Matte
sqr (A*A + B *B) A *B.a B*Aa A*Aa+B*(1-Aa)

Max Min Multiply
max (A, B) min (A, B) A*B

Out Over Overlay Plus
A*(1-Ba) A+B*(1-Aa) ScreenOfA] B < 05 2O [ A+ B
A*B

Stencil Under

Screen Soft Light
00 A A2t Bl ZH2 A Hard Light2| #E2{2 H | B* (1 - Aa) (1-B.a)
o

7] | | -| !

+
l

max (A, B)
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Xor
A*(1-Ba)+B*(-Aa)

Alpha Operation

2ot A2 Chaar 25 L0
e Same: 20 RGBO ML ST X AS HELL|C

o AAZRRH 2O ALE

e B:BEREH €I} ALE
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Shuffle
aiShufflel
. Focus
k]
aisShuffle: aiShufflel - Presets
[ %
Show Hide
¥  Channels
¥  Negate
7| 2HMo 2 RGB W Yuf YHS A0 RGBAE ZHYLICE E5HR G B AYHNHE 5 R G BAEH
e A MyE F235t= Oi2t0[HE MESHY| s MES 4= TEt0jE7E JSHCH o E 50 O
L EE XY 70| 2 28 £ = HE DisplacementO| Al 8% & USL|CH

Color
My e Y,

Alpha

SRR

Channels
Red Channel
R R EVEC Y EEERE)
Green Channel
= £ Ko o 2 e Ay
Blue Channel
ey S Kol okl 2 e A,
Alpha Channel
2o =3 2o SotA 2 8 ME.

Negate
Negate Red
HM =3 M2 S FRIELC

Negate Green

34



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

=M =23 M E UE FRIELL
Negate Blue

ot =3 18 ghs Faetetot
Negate Alpha

2ot =8 M2 g2 FRALL
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Displacement

Displacement {2 2t R HHS AEL I HF 22 Ze|l= BT CHYS F7517| 2o 28
£t & 5= JAS UL Displacement If 22 X[ U EZ|E HAoCH= oA HZ 0jBI CHEE 2 SHEE
MBI XM MEY 2IHE #A ELCh Y FHof met Hels F 71X HA = wilsh = S Lo
#lE 0| HIHE a2t HEl= S92 Float, RGB % RGBA 20| Normalg 2} B9 E L|Ct

?le| 0= Displacement @& 718l Ztthol BHES S0/ E0l= FTH2E OfEA Tt = A=A

2oELCL

7|2 2 XNHEZ|O S22t =2 tt4H0| A=A =Holsor LCh AEX| Ho M BHEE Mg
A2 EZ|et 2710] dg& sl o O E b

g S4E AESHY F gA0] ot O[O[X|E XMFHoF Lt F=

[ | o
A0 SHIEA SESHA| EELCh 1 O|fFe E4 &40 £& 247 Displacement 0| AFEE|=
L [l

EE B

Untitled_1

aiStandardSurfac

aiStandardSurfaces

e_brickvar2_normal_1024x1024.jpc displacementShaderl
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Material Sample

¥ Displacement Attributes

Displacement R

¥  Amold

B g = 2y 20 ZEO HAN WS AESHOF L Ef. Arnold= 0| maketx 72 2|E|Z At
Melel 82 e =2 sid o YoM 2 SHYLCLL 0|52 x TtEHST oz Hige Y oteh=
Botet LT maketx FEEIE| R tx TFUO T 3._H'L|0|7<IE HESHMAIR.

Maya(2017)%| Al Color ManagementZ At
07| & EZSHAI L.

8ol= 47 He

1=
mjo
S

W= 2F8{0F LICE RiMSt E =

Subdivisions

¥ Subdivision

Type catclark

Adaptive Metric auto

oothing pin_corners -

Smooth Tangents

Subdivision Iterations: 2

Subdivision Iterations: 4

Subdivision Type= Catclark £ Linear 2%
| oo M=

Aoz HASID HtE S 52|H B
Subdivision Iterations7t 82 S 7t3i& L Ct.

AN
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Subdivision lterations Z+& =& W= F2l8oF 2 LIt (2t=gh WOtC X[ 2HE2| 7t U B2t LT, 0]
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Oft2H-= Bounds PaddingO| ZR %t &42o| &£ CHE O YLICH M3 F 5| HAK = Ao 2HE HE
HolEof AZEL|Ct HR =l o4{0f| CH3H Bounds PaddingS 4= 0{0F 517| [ 20] 21% O|O|X|0f|A{ &I
LI HES Mo Z HA|E LT} Bounds Padding=S 322 52| 24 £ sl &

il dg = S LI of 21t
B L= SH 2l 27| A E B et 7 Es HAaE = AS LI

B

No Bounds Padding

=R
=

Bounds Padding 3

Scalar Zero Value

Ol BI9IZO 20| 0|5 OR HBE|L 25 247 ZYULICL O HS K2 ¥R 2FEL He Yol g2
HOIBHLICE O] 32 B9 Yol YYE oot

Autobump

ubdivision Iteration Z}0| = Q8}X| Q& L|CH,

IS=

Autobump= B9 BOo| RIS M £Mo| Yooz @te g
C

S
0|42 ¥9l =E0| Amold £A0IA 7| 2Ho 2 ZsElL]

Autobump €252 B#H EMHNIES S 7| At8H7| QI8 uv ZHEZFEHATL

p = oLk Z2| ool uv MEZL
&g E|0f QK| BOISHA AL,
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7l "H:

Autobump?t Z2H43E|H Arnold= B0 &AM O3] ZE FHE AHES UL CHEXE"OF E& Pref)
HRAZl B po| L2 EH HOM o|Y Ma[st7| Mo s Hoj| 4SSh= Pref7t B 27t = EHO|A
AT, H7|M B 0|7} HILE|Of(PrefOi M) 22| H4|E 1 =2 HAAYO0M £=2 Ij2&st
AL PN 2] 57} Normal2 F=HgtL|C},

Ho OjZof B 0| E Ar23t= Zd1t Arnold?| At HIZ 7H0| EXst= Fo XO0|™2 A5 HE=
PrefOff AMA & o= UX|Zt bump2dE DEX| Yol HRAZS "2t e 5= U 0|0] H = FHOA HL

= |
HolHE 2ot AYLIL.

o
QAT X7 ML HQ| MO PE AR HYLITH B9 Yol T3t 242 gigLITh Amolds DFT}
ATIO| 37} A SHoX| O S0 24| g10| 19| U (= BAPE)0f 521" 9IX|0f w2t WS HMSIAIZLICh,

Disabled (subdivision iterations 2) Disabled (subdivision iterations 5) Enabled (subdivision iterations 2)
Ol2{ot 2B MED £95 2F M= IPRS ME DHOF g L|ChDisposition Shader £ &7
Ao = Z2R3HX| 8.

Shader Displacement 2} Per-Object Displacement
Ol F £33 SA0| AHES 22 27t 2QTILICt B 0|5t QLEME S O 4| M| ALO|2| 2HA|=

T™— "1 o= o =2 oT T

#EE Al et L CE ol2{eh Xt0| = ChE1t 25 Lt

Height
0|0] & Displacement ScaleO| EX & I L EME T} Height(&0l) 2£0| S7tstH HL|0f SA 2147}
UAELICE ol E S0 30| 0f| A Displacement Scale0| 0.12 &1 @ EHEH Height”7} 10 A 22

=715t ™ Displacement Scale?| 37|17} 022 F HYf Z7}gHL Ct.
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cffig,a

Displacement Height 1xScale(0.5)=0.5  Displacement Height 2xScale(0.5)="1

Displacement Scale®| Z1t= 0| 2| Displacement Height7t 22 M Z|™ 0.10{ A 0.22 F 87t ElL|Ct.

Bounds Padding
M w2 59 U2 HEHE A AFEEl= L EL

— o o A H

Displacement Shader 0. Mesh 0.1 Displacement Shader 0.2 Mesh 0.1

Scalar Zero Value

0|0] Y& Displacement ScaleO| U2 [ 2L 2N E Tt Scalar Zero ValueZt 37+ i & &2 0f

FI1E QI b7t MZL|CH ol & S0 40| H 0| A Scalar Zero ValueZt 022 AH &0 @ HM E ¥ Scalar

Zero ValueZt 0.22 MHE| 0| QO™ Scalar Zero Valuel| 3 7|7} 042 5 Hi S7tgHL|Ct,

¥  Desplacement Attributes

pgp4

Scalar Zero Value 0.2 (mesh only) Scalar Zero Value 0.2 (displacement

shader 2} mesh)

Auto Bump
B2 FlO|E0M Ats HE7h 2 JENOI T e 2 detE LICE B9 4lo|HuM Xts HZ o} HEd
SEIO|H MtoA= Hd Ats HZ 545 8111 0| F 2 HL(CE
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Vector Encoding
Floating Point Absolute(£& 28 M&) =& Signed Encoding(Ci7il 8HIE ®, RGB7 (-1.1) H{Z

ChAl O &).

Vector Space
World(2E), Object(RQEHME), Tangent(THHE), O|EA M ZtX|7t ZbsTLICH O|A2 HIEH7L
ML= g ZZHYULICE 7|27 TangentLICE O] AR EMHEESS HO|st= M| 7HX| 0|
AL o,

1. UV S0 UM 0|57t U Eet+E BHE goz AEY & ASL T

2. Tangent HIE{E &9 2 X|Y(Of: BHst A2|=9| AL 1,00)8HLI HAHE S| ojZetL|ct.

O] &4 2 Tanget #E{7} null(0,0,000] OFl B0 ArEE L|CE.
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Workflow
e MX Subdivision TypeS CatclarkZ AE35I1 Subdivision lterationsE #=0§0f TtL|CtH Z2 gt
AZSEOHE SEO| He tE HE WA X2 AL S2[MA L. 7|2 U+ E M5
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o O] B2 MudboxO|A D|2| A7 E HE WS WHELWID ArnoldOiA HEHZMSLICH HEH HE
2ol X1 EEE FX[SH7| I8l 32H|E EXR O|O|X| 2 L= HELICE

o HEH T2 Displacement('H%l) =E2| Vector Displacement(lE{ =)0 HAZAEZ|O{OF THLILCE.
Az HEYE AZO| ot MK E8S AZASHOF gLCt.
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ncoding  Floating-Point Absolute
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Tangent 000
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Math #l0|H

Abs
U=HO|EC 712 gt=betL| Tt
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Atan
y/xR| Of= EHFIEE "tatotL|CE ZAdf 242 F 7He| Q= 238 &dff 21| AFRHE Z-™St= [/ 2,

/2] #elol ASL
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Complement

19 E4(1 — YEHE Bzt

ot

FLICH H|C|@ EiFOo|2fnE gL Ct,

—

rlo
Fo
!
rk

T Y8 HEO| ol 2% X2 HWEHEZ Foll= F HWH AMO|Q] LA &5 ALttt g
EH
=]

Ho 2 FolEL L.

46



http://en.wikipedia.org/wiki/Absolute_value
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input?| === F52 HRgLICH O & S0 1234562 20| 0.4562 EtetetL|Ct
Is Finite
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Trigo

20 CHol Cts of 2 o8 > LICE frequencyFIts) W phase@|4) THEt0|E{ = AtQl, 2 AR &
SHHE gh=0f 7t HetotX| 2t Zud S o) ZE e0M AR = UASLICEH ARQL, Z ARl EHHIE 9|
Ol4=ot Aetro| Ao CHSH wnits THEIO|EHE radians(2HE[2H8F degrees(=) AOJO|A] MEHE 4= QI
SiELICH W= gts=0l= OFF d F&E D[X[X| =L T

g 54 CHl B =4 Hel

Cosine cos(YUH x FHt + 2|4 [-1, 1]

Sine sin(28 x Fot + /) | o -1, 1]

Tangent tan(YPH x Fot + 94 [-00, 0]

Arccosine arccos(Y & x Fhl + fah [0, ] EE+= [0°, 180°]
Arcsine arcsin(@ & x Fot + 2[4h Z 1t [-1t/2, /2] EE&= [-90°, 90°]
Arctangent arctan(2 3 x Fot + 24 [-1/2, /2] = [-90°, 90°]
Hyperbolic Cosine cosh(23 x Fot + 24) [1, o]

Hyperbolic Sine sinh(23 x Fat + 91 | (gle [-00, o0]
Hyperbolic Tangent tanh(2 3 x FOH + 2[4 (-1, 1]
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Range

aiRangel

Focus

k]
aiRange: aiRangel W Presets

Show Hide

Input
Input Min 0,000
Input Max 1.000

Output Min 0,000

=

Cutput Max 1,000
Smoothstep

o] Y32 [output in, output max] BP0 MHESZ CiA| OjEHSIMAIL.

ol
=
of A7 DHEX| Hen, 27t EEHA BZtE| D [outout min, outout

—

linput min, input max] #H$
o

smoothstepO| 7{X|X| 4
max] 810 D™ E L|C}

Range HIO|EIE &3l Specular RoughnessOl HZAEl 'Scratches’ ElAK
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Maya #[0|C

x| gElE Hlolr

B @ EE O 20| gl HCh B3 H0ICE oY 2 EAIGLIC

MayaSl 101 B £3 8ol 1SS HSOD2 0| % Y4B NSO A HAKS YR Maya
|

Ao|Eet 1:12 YX|SHX

Surface

Anisotropic Ol

Blinn Ol (F= 2 H0IHZ J|=2 B8
Phong Ol (2= EHH Moz D= HEh
Layered Shader Ol (16742 HIstE)

Ocean Shader otLl 2

Ramp Shader oLl

Use Background oL

Lambert Gl

Surface Shader Gll

2D Textures

9= etz gl Hi Q12 Chs =
Bulge of oL e OtLlR
Checker o oL e OtLlR
Cloth of otL| ot 2
o of otH e otH e
Fluid 2D of Of (M4 controlPoints, ...) Of (outUV, outGrid)
Fractal of OfLIR OtLlR
Grid of OfLlR OtLlR
Mountain o of of

Noise o oL & OtLl R
Ramp ol (16702 H|$HE) of orH e
Water o o of
Layered Texture ol (1670 = HoHE) o (23) oL &
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3D Textures

ol & etE i &= CHs =8
Brownian o orL e ofL|R
Cloud of oL & OfLlR
Crater o o of

Fluid 3D otL| 2 O (X4, controlPoints, ...) ol (outUV, outGrid)
Granite of a o
Leather of a o
Marble o orL e ofL| R
Rock o o of

Snow of OfLIR OfL{R
Solid Fractal of OfLIR OfL{R
Stucco o oL & OfL|R
Volume Noise of orL e ofL| R
Wood oL e orL e ofL| R
Env Textures

ol & 2tz Hig 4 CHs =8
Env Sphere(8td 7+4)) O oL & OfL{R
General Utilities

E= 2= E Hig 4 s =4
Array Mapper oL & ofL & ?
Bump2d of oL e OfL{R
Bump3d oL e oL & OfL{R
Condition o oL & OfL{R
tA otH 2 oL otL &
Height Field oL e of ?

Light Info org org l';pt‘;'::tei:::)ra lightPosition,
MultiplyDivide of orH e ot
Place2d Ol (outUVat X|#E)  ofL L of
Place3d o ofL| 2 oL K2

52



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Oll(input1D, input2D, Oil(output1D, output2D,

PlusMinusAverage o )
input3D) output3D)

Projection of oL & OfLlR
Reverse o orL e ofL|R

0l (pointCamera, pointObj,
Samplerinfo ot & ot & pointWorld,

normalCamera, ...
SetRange of ot e OfL|R
Stencil orH e otL| 2 OtL| 2
Uv Chooser ofL e orL e of
Vector Product ofH R orL e ofL| R
Color Utilities
ol & 2tz Hig 4 os =9
Blend o ot & oL R
Iy o ofL| 2 ofL| 2
Contrast o orL e ofH e
GammaCorrect of orL e ofH e
Hsv To Rgb o ot & oL R
Luminance o oL & OtLlR
Remap Color Ol(Ats Het oF &) of OtLlR
by MRS o
Remap Value of| of 0l (outValue, outColor)
Rgb To Hsv of oL & OtLlR
Smear otL| R ? ?
Surface Luminance otL e otH R oL 2

OF

EER

=
CHHE 2 Maya #0|H £

Sampler Info node
IOl UV ZHHO| AZ
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o ] 3 ) 7

Untitled_1

samplerInfol

e

rampl lambert2

L) o

Message
place2dTexturel Out Color @
® Uy Coord
@ UvFilter Size

Untitled_1

samplerinfol
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rampl lambert2
® ®
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OutColor @&
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Aol

—_ -

¥  Shading Group Attributes

Surface material

aistandardSurfacel

¥ Amold
Surface Shader

Violume Shader

Otzf T O|X|= Maya 0| & ATIO| £38t= Arnold H0|E & X80 CHsh 2L T

Shading Engine - Surface shader

Shading Engine — Volume shader
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Hlold 2Zl - Surface Shader

Shading Group Attributes

Surface material aistandardSurfacel

Arnold
Surface Shader

Volume Shader

Shading Engines2| Arnold MM 0j|= Surface Shader %0| A& LICL #0|E 7t 0] &0 HZEZ|H Maya
HMH H0|H tiAl AAEELCEH OFF A= AZAEO] JUKX| RE2H Maya EH #|0|EH7F ALBEY & 2etdS
E=HAZ[X| EESLCH O|H2 Yot MO X|HE #l0|Ht CHE H0|HE Mayall REEO &EA

[Ecl=]

St &80 78 =+ ULt WA 2 #E2 0] 23 #0|H £X0| 7| WEZ0 Maya 0| <2t
Arnold #O|HE St 4|0 ATI0| FAY = ASLIC

Ot2f Of| M| ol A t2tA Aj Standard Surface #|O|H = ZFAM Aj Standard Surface #1012 & 2| Arnold
Surface Shader £A0|| HZAE L|C} 2|7} B ZE O A] WZHAR Aj Standard Surface 0| ZE S
X 2| | X| 2k IH2HAH Aj Standard Surface #|0|G 2 I EH 2l =l L|C},

o LB I i

Untitled_1

Blue_aiStandardSurface2

(0[]

Red_aiStandardSurfacel

el0

¥ Surface Shader AQVs
¥ Other AOVs

P Node Behavior

» uup

P Extra Attributes

Load Attributes
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#l0|E QX — Volume Shader

[ Shading Group Attributes

¥  Arnold
surface Shader  aiStandardSurfacel

Volume Shader  aiStandardVolumel

Shading Engines2| Arnold MM 0ll= Volume Shader £&0| RQELICE #|0|E 7}t O] £20| HAEZ|H Maya Surface
ol CHAI AFEELICEH OFF AR HAZO UX| E2H Maya Surface #H[0|E7F AFE L & e =4A|7|X]|
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AmoldE =& HEHT ZQE, 74 8 &4t 7|2 2240 EY AHO|HE MET 5 ASLICE Mo Chst X2
T2 HEl20M A= E L

Of|
oteff ofdl= AEL Hold AEM MEX XE &F #l0IHE @Et= dEHS 2oEL

e ™X Volume ShaderZ X|ESt0X} ot= Mg EE= RAFO]| CHSY 'Step Size(AE A7])E AHSHOF
SHLICHZIO| &2 +5 HIE 0| 224 ZE).

= 1 =2T=

¥  Volume Attributes

Z2| H4l9 Volume Attribute

o X0 X' E A0 0] CHBH Shading Groupll Arnold &30l A Standard Volume #|0|L &
Volume Shaderd| A Z%L|C}.

¥ Arnold
Surface Shader aistandardSurface?

Volume Shader aistandardVolumel

Standard Surface shader2| Shading Group Attributes L Volume Shaderd| ¢ Z =l Standard Volume

e 3d O|= "HAXME M3t D Standard VolumeQ| Transparent Weight 30| S AL CHO|
42 Maya 'Cloud' BIAK 7 AHEE).

Volume
Scatter

Transparent

Weight

Depth

Standard Volume?) Transparencyoﬂ A Z =l Maya Cloud Bl A K
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HolH HWERIE offer #2 2Lt
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aistandard\Volumel

L RE
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Out Color @
Flacement hMatrix
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Surface

CHS2 MtoAOIAl AP 2 4 QU EB 410/C S2YLITH

e Ambient Occlusion

e Car Paint

e Curvature

o Flat

e Layer Shader
e Matte shader
e Mix Shader

e Motion Vector

e Ray Switch
e Shadow Matte

e Standard Hair

e Standard Surface

e Thin Film Shader

e Toon

e Two Sided

e Volume Sample Float

e Volume Sample RGB

e Wireframe
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Ambient Occlusion

Ambient Occlusion2 LEME S| 3Hit 4
inter-reflections) AFO|2| E&ot &= E&
ol Zzjo|Mst= MY L
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ShAE L O
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Far Clip
ME2g|= £/ Occlusion 2| LIC}.

Invert Normals
O] 2 FHEl= Mo &aZ HZATLICL 0|Z0| HX|H ZM0| EH HHZOA FHEL|Ct 0|Z40] HAX|H
M0l HH LHLO|AM =X E LT

Disabled (7| &) Enabled

7ty gEtNel 8= 2AMEet #E0| O O FRAXBHA HX| E= YA S AlE20dsts AYLCH

=

'Invert Normals' 243} (Far Clip 0.3) '‘Black’ 40| 9Z=l L0|= HAX

Otz oflX= Ambient Occlusion I~ (Invert Normals &43st=E)7t BE| #EE Q0| FsHXHAM BHE ALo|of
'HX|'E FIISlE BHE R2E 20FLCH
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;
AOO|| A 'Invert Normals' &4 3}= Beauty [
Self Only
Ze Qe HMEQ C8fAMBE Occlusion® =& L|LCt.

Disabled (7| ) Enabled

Normal

ambocc, lambert % standard_surface #|0|E 2| Y&t mtztO|E{ 0 HZAEY = A= Normal HHE £

Trace Set
FHEE| AL O REMES| MEE Holdt= A8 20| YLICE Arnold Parameters Tag 82 ARESH0]

RENEQ| 20|=0| X|FE ULt

Inclusive

AM AT 2o 2ot AMY FHO0| ZEH REOM SHSHL OFX GFo B BN 2E0|M SERLCE.

o
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Car Paint

Of ZtEhet Ho[H= 7t HRIE M2 S TE= O FEYLICH M 7HX] 2|0]0f, = Base 20|01, Specular &

J2LE Car Paint 4I0IC1 SRO| M4 I, X% MY U UAE S| HOBY| A% T K DR
£ 40| AELICE Metallic flakesE Specular 2{[0]0{0f &l F7He = UAE LIt
Base Flake Specular Coat
Diffuse Reflection Reflection F-teflection/
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° [ ]
e 0™, = Flakes
Specular
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Base
Weight
Z2to|O 20]0je| Ma THE K| QLT

Color
Z2I0|H go|of o AHAFQIL|LCE,

Red Green Blue

Roughness
Z210|H o]0l BEH HETZ|IF JE Oren-Nayar BHAF RES [HEL|CE 0.0 {2 Lambert BHALR}
H| =g L Cf.

0 0.5 (71&) 1
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Specular
Weight
7= RE MY TS X LTt
0 0.5 1(1&)

Color
FHtAb(specular reflection)?7t HZEE MAQLICEH O] M2 ALESIO 7|2 ZE H0|0{o HiA}

SHO|2IO|EE A A gLt

Specular Color: &I

Flip Flop
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Light Facing Color

L

& ot OpFs)

L ool |z

5|

M (Specular Color: Blue)

L 2tM (Specular Color: Blue). 2

HOEJ} O RIS = A
Pearlescent 7} TIQIE Sat= Light Facing ColorRt Base Colors Z

f2tAM (Base Color:

A9t (Base Color: OFHIEH

Falloff

K-IAH)
e M |

7|= gt 2 E

=4 (Base Color: &)
o 8lF Myo| ZAAE. O] 0| =5 FHJO| FOrT Lot ot Ho My 8l
OpFE= MY0| 2ek= WAlS AEH
Oteh ORIl BS Flip-Flop e =28 dEEUSM Light facing Color= MM R
Y AS LI

B MWFRM c°|or
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Falloffe 12 B-SIH Ljght Facing Color (1A)7} H| 2 3 LICL.
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1.52 (7|1&)

Transmission Color
ot2 2 QI Ylo| Z+A|E AlZ20|MTtL|Ct O] 4f0] RE+E ¢t5o| =Tt =5 L|CH

Red: 1

Red: 0.1 Red: 0.5

Transmission Color= Flakes2| 2|20 F2k=2 FLICt O|E S0 Base ColorO| LEtAO|10 Transmission ColorO|

CEAMO B2 S sMo 2 HEHFE LD Flakes2 L 2MO 2 HA[FL|CH

Green

Base Color: Blue Transmission Color: Yellow
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Flakes
Flake Color
‘dHtAt(specular reflection)?t HEE AMAQUL|ICE O] MAZ ALESH0] Flakes@ 22 E HHAL SHO|ZI0|EE

o
EAMBLITH

Red Green Blue

Flip Flop
W H OIS 0f7|0] HZSHO! AIOFZ0 [h2} Flakes| HHHALS EESHAIL,

Light Facing Color

R0t OF5hs A9 FlakesL 27 E HHAF M-S BRSHL|CH
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Falloff

FlakesQ| Y& OtF3}

0 0.5 1(12)
(Light Facing Color: Blue)

Roughness
FlakesOl A HFALS] ZEHS Z=HTILICE Of 40| R=+5 A7 MHYLICE StE0M 022 2F5HH
e BEARZE 2S5 AR 1.0 2 A7 F5HE HHEEAL| Zh7h2 BEARE g E L T

IOR

Flakes®| Zz2 &= 28 L L
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Scale

Flakes =5 ?I/Ot 2 AH 2 ZFELICE Of 40| =45 0| 250 o B2 FlakesO| S ZL|C.

0.01 0.05

Density
Flakes?| 25 ZEELICE 09! &% FlakesO| Y& LICE 10 M= EFO| Flakes 2 2715 FHLICH.

Layer

Flakes 2i|0]012| =& X" LICt. 22 2{|0]012| Flakes2 EHO| 71& 71t2 Flakes2 2 HOl ASLICH

[
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Normal Randomize
Flakes2| 22 F A2 HoMAIR.

Coord Space

Flakes| ¥&& ALtst= O AF8 = zt& S22 A2 UL
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https://support.solidangle.com/display/A5AFMUG/Ai+Sky+Shader
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https://support.solidangle.com/display/A5AFMUG/Render+Settings
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Subsurface
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Sheen Color
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Thin Film
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= UELICHEA: 400, /OR 1.43).
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XI-E XA F7H Qb X[Cf FH (0 ~ 2000 (AZE X|A/Z|CH)) AHOJOf U= BFo| MK FHE
HO|BtL|C} O] A2 HEIAL FEat Sl IY AXZHE| G2 FLICH LHAH S Z 0 Z
H3E = 0| = YWt FAFRLICEH F7H7F 3000[nm] A & AHX|H 2X|7 8l & 0t7t At2tX| =0 O] Ad 2

=Mz SHE A YLICH

152




AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS
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Thin Film 0] RE2/|= HiH

Exterior (Air)
IOR is assumed to be 1.0

Exterior (Air)
IOR is assumed to be 1.0

Coat (coat_IOR)

Base material
(specular_IOR)

Base material

(specular_IOR)

Exterior (Air)
IOR is assumed to be 1.0

Exterior (Air)
IOR is assumed to be 1.0

Coat (coat_IOR)

Thin film (thin_film_IOR) Thin film (thin_film_IOR)

Base material
(specular_IOR)

Base material
(specular_IOR)

\ L J
T T
standard_surface standard_surface with thin film
(with and without coat) (with and without coat)

The Base material part is replaced with
“Thin film layer + Base material” when 0 < thin_film_thickness.

7/ =)
HA =

Thin Film Of|A{ 10R

Exterior (IOR=1.0)
Exterior (IOR_medium)

Coat (coat_IOR)
Thin film (thin_film_IOR)

Thin film (IOR_film)

Base material
(specular_IOR)

Base material
(IOR_internal)

Standard Surface 0 OjZ3s}=

HiH
o d

Exterior (IOR=1.0) Exterior (IOR=1.0)

Thin film (thin_film_IOR)

Thin film (thin_film_IOR)

Base material
(specular_IOR)

* l
thin_film
(deprecated)

standard_surface
with coat

standard_surface
without coat

standard_surface
To render soap bubbles,
set specular_IOR=1.
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e AOVs (Toon)

e Advanced (Toon)

Type AiToon
Edge
Silhouette
Base
Specular
Stylized Highlight
Rim Lighting
Transmission
Emission
Geometry

AOVs

4
4
4
4
4
4
4
4
4
4
4

Advanced

171


https://support.solidangle.com/display/A5AFCUG/Toon+Tutorials
https://support.solidangle.com/display/A5AFCUG/Learning+Scenes

AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Edge

¥  Edge

v Edge [requires contour filter)
¥  Edge Detection
Angle Thresk
Mormal Typ ng normal
¥  Advanced Edge Control
Priarity
Ignare Throughput

Edge
N 7-gAE| X7 Bl g2 dste Lt 28 ez 2dstk|o] AS).

Toon EdgeE 2 e Filter Type(E T BE)E Contour2 'HE | OF 2 L|C}.
Contour Filter Width®Ed 273)E =0|H AT A2t S71eL

Enabled (7|&). 'Contour' ZHE Disabled (Emission Bt M)
2o}l OF ef Lt

Contour Filter= Filter &8 (Render Settings ZHOlM &S 5= JA&LICt

Edge Color (7FEXI2] M4

Toon 7tZAt2[o] M YLICE M AEHES O7| M AKX 2 =2 & ASLIL

172


https://support.solidangle.com/display/A5AFCUG/Sample+Filtering
https://support.solidangle.com/display/A5AFCUG/Render+Settings

AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

il
1=

Mo 2 JHAXE N2

Edge Tonemap (7FEXI2] EH)
70| M H=Z L EF HASHY Basel| #0|F ZIE 7|E L2 E Fdge Colors HETLILL

ny

712 (92 93 Gradient ramp XH&

A = 01E 710 =7k uvol o ELICE o2l SR olA H|2f FI(7HY ol &2 AT =hits 7HE)E
I} g8 =¥ Y Be FH el €F= sMYLILE A CEols 2ol E0| S7HoHH 20

Light Exposure: 0 Light Exposure: 0.5

Ot2f Ol M= Edge Color('=)7t mt2tA S MM (Fdge TonemapOll HZE) 1t Hi M =M0| & LT}

o2t BT > EFdge Tonemap. o2t I > Edge Tonemap.
Edge Color: 244 Edge Color: =&

Edge Opacity
Edge| RS ZE L

173



= O

AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

0.1 0.5 1(718)

Width Scaling

S 49| H|tf L8| Contour Fiter2] Width Tr2to|E{o| |8 ZRELITH
o

Li2t0| B o LI M AEFU2 O] gt HAKX QL 2ol 2R = A LICH

-~

Edge Width ScaleS 12Ct AA| St2{H Contour Filter WidthE S 7tA|7{0F B LICE d2{Lt O] 42

HEHY A[ZFO] S O{ & LICH.

0.1 0.3 1

174



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Width Scale 2t= 1 O|5t2 A-ESHEH Of LM O] 0| Al ZetY o & 0| LIEHE == UG LTt Lock Sampling
= &

Pattern(i 2 I 278)2 2ot o] 2 X7t off 2 & LI L.

Edge Detection
ID Difference
2ot M 7hEAE| A X7 et EdolID XtO| & ArEgLICt

— 1

Enabled (7| &) Disabled

Curve, Point, 2|11 Shape IDs

ID Differencez 54, 8 & A0 7tEAt2[E 28U CE E2 2 "ol Of5| 2 IDE 7HE =&
AL L FH= st Toon #|0|HE AHESHE FANFTHZEM)Z B0 JAELICt. Emission Color =
Color?t = Utility #lO1E = Uniform ID (Toon #|O|E{ 0| A AFESt= ID). 2f ++4|= CHE IDE 7H7
o2 = UKo 7 A2 7t AL 2 M= StLte| " 0|22 Toon #|0|E = 0| 0|52 IDE
ArERLICHAOEX| Yo H e 59| B & 7|2 247 EdgeE 7HHLLCH. SMe| B%, BEE SM2

CtZ IDE 7HX|E &2 /D Difference?t &-d=ta Mot H|2datE ff CHSup 20| 2 LT},

Enabled (7] &) Disabled OtE|Z2 Edge 7F UAX|TH E2[=0&=

Ho
HADO.

Shader Difference

oI MZ2 #0IG Xt0|E HA|gLICE o & S0, T2 Z2| H2{0f A2 HO[H7} X FEA U= BF
FEe LI

175



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

DE RGB #OIHE &H (7I&8) Green & Blue: H|&Hd Red: H|ZS (ID Difference: H| &)

Angle Threshold?t 26| =OtOF gL Ch O™ X| o™ X0|E 7| X| X == JASLICL

A=

Mask Color
oI LMo OpAS MA0| CHE 42 7FYXAIEI7F A X E LT Mask Color= M X10|E 2 X510 @2o|2
dog g7 /s HAM7 HAAE A= TP L]
O| mt2t0|E E AHESHH M-S OfCIMLE 18 4= USL|CHEH = OfAT 0| MA0| HALR|= X0 MS
TIEILICH.
A
Ramp shader Flakes shader Noise shader Utility (Uniform ID). Filter
behaves like wireframe.
Mask Color0| 0{2{ #)|0|5 & A Z5}0] HET AELUO| U= 2t

Utility #l 0I5 2| Shade Modes= Mask Colordll AZAE U O X|0fl O B2 CIH| Y& F715t= Ol ALY ==

A LIL.

Mask Colordl| AZ =l Utility #0|H

176




AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

AXRSIMAQ,

i

Edge Mask Colors M-&dt= &

OHLY3} 07|

[

A

mjo
rir
rir

UV Threshold
2t otE[M JHERLE| ZX[ 7} 1Bt HAAo| uv KO E AtEgtL| Y,

Angle Threshold (Z & ¢
1802 Ct 2O ™ Foge ZHX

177


https://support.solidangle.com/display/A5AFCUG/Toon+Shading+a+Mech+Tutorial

AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Edge Detection
Edge TR0 M At E|= Normal I L|C}. Ct2

Normal X Geometric Normal.

Smoothed Normal

\. .!{."\
Sone NO S )

L2 e \§
T % '. "'W‘\ >,

N

G

eometric Normal



AUTODESK ARNOLD FOR MAYA A& MAEHAM - SHADERS

Advanced Edge Control
Priority

FdgeS| B R =fE HE LI

4 B %Q\/
. oz

i

o
o
rin
Mo
=t
k]
1=
-
=
o
A
1=
-
=

QU0 T 1 G

Ignore Throughput

JERMOoZ QA AMALS ThM X2 20| PEFS HHAL|C) HIAFE/Z R E SH|0f s} EX
Lot AL 0|2 A8 ray switch 40 HAIR

Disabled (7| &) Enabled

A4+

ESPUb S Blue plane 1 (2 %7} 0)

Cross Hatching

Noise #|O|E| 2 CHA| &l FF At

179




AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Silhouette

¥ Silhouette

Silhouette

QEHME /30| ID Difference2 U X| == Edge M2 SilhouetteO|Et 11 BHL|C} O] FM0| 24 3tE|0f
Ao ™ HZ20l MO| Sithouette Color, Silhouette Width Scale, Silhouette Opacity X Silhouette
Tonemap2L 2 2 & L|C}, O| 0| H| 2 d3te|H MRS ME0| L& 7HEAZ| M2 2ot 282 &gt

Pl

o T

&, Edge Color, Edge Width Scale, Edge Opacity 3! Edge Tonemap= AHE5SH0] 12 & L|C}

Disabled Disabled ' Enabled

Silhouette®| 2 1t= OFefjo| L& FH(O[O[X| E2H)0H|A 7|0t ATH(EE SH)2| 7FS A2 M =
= oA LtEFE LTt

Enabled

180



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Color
MEOUTLER2| o MARILICEH M AEFYZ O 7|A HIAKE ZES 5= JUSLICH

==

Tone Map

7|0 MZ L EE AZASI Basel| 40| AIE 7|F2 2 Silhouette Colors: HATL|CE.
No Tonemap Ramp > Silhouette Tonemap

Opacity

Sithouette®| FHEE X THL|CL

Width Scale
Mzl S Mol AT L= Contour Filter] Width THFO|E{ 0| o|s) ZEEILICH AH =2 o] 2tat of
oi2tojH ol HYLICh M AEFY2 0] 242 BlAX e Aotst =H-e o= Q& LT

Toon 30| & A ZE3 HH|E

0Ot

b WS 7 ARE| B 20 @A 28 =L

181



AUTODESK ARNOLD FOR MAYA A& MAEHAM - SHADERS

0.25 0.5 1(71&)

Silhouette Width Scalee 1 2Lt A A &2 ™ Contour Filter WidthE S7FA|7{0F gtL|Ct 12{L} 0] B
d & A|ZHO| =0 L C},

182



(%]
o
w
[a)
<
T
w0
3
BO
0
;]
<

<
z
=
o
)
Ll
o
—
[¢)
z
o
<
4
w
L
[a)
[e)
T
=2
<

Base (Toon)

"""
- -

Weight

2 0.8).

-
NS

Il

tS X YU

b

<0
zr

Tl

H

7

0.5

Color

M 30| HopLt

=
=

(100%2] ZE)= AHESH A H H

0lJ

ot 2

L|Ct.

St
=1

[y
u

o/
X0

0|
&r
El
oll

L|ct.

s

e
o
=]

2

2oy

o2

AH
aul

=
=

'‘Base Color'0f

Tonemap

183



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

(S

Directional Lighting

(5~

Skydome Lighting

LOLOLL
LOLOC L

Base Tonemap( = A2)Q| &2 Skydome ZH(FE2{-2 12t 0|, ofef L EZF 0|0| X[yt H|  SHj A

Aehd =AY 22tH014, ofel S O|0|X[)ofl A O 2 Cf2 A LIEFE LTt

T 9lg (=M @I > Tonemap (Directional St Ramp > Tonemap

Lighting) (Skydome Lighting)

W Wy -._ ¢ -l par

Light Exposure: 2 Light Exposure: 3

Base Tonemap2 Base Colord| S+ 81& ELIL}. Base Tonemap2| 21 2HH0] UVO| OiEE =
2 of| CHBt I 77} O| 2 0f & L|C}.

184



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Base Color: Yellow Ramp connected to Tonemap Base Color and Tonemap colors combined

== wh

bute Editor
st Selected Focus  Attributes TURTLE  Help

aiToon

1 Message
CJ Out Color

QutColor ®  » | BaseTonemap

Base Tonemap2| AI-E O X|

185



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Specular (Toon)

¥ Specular

Weight
ZutAtel 7kE X L . ‘g EHAL 510210 E 2| B 7|0 &= L.

Base WeightO| Specular Weighte|3ll 3t& &0 1 0| 7= Toon HOIE 7t =2[X 2l #|0[F 7t
OfL|X| 2 O K| EofE SH2 2 dAERA7| M= | LIC.

0.5 1 (Diffuse #l0|Y gi0|)

Color

186



R T O T
< u| 10 M
= or ol &
- u- o W =
mEE_E RO RO K @l
o DG 3 ® A
A = 0 oYy ol ®l
o [ = = A o T
%0 © =B s% A3 o
K el H_L (o} NI O_I_l
T o © 2 o — ]
o M R < od
%) w_._m_ ol = I s Mg==
o = - =
a o 0 oﬂa o ol 2 K 1
< = . T oo W » M=
- L J— —_
i Wm _ o ol K o
— W oo gl Bl 1o in I o
Mo ol 70 H o K ol S K
. I | —_
] T 20 T M= Eh ol g
0i0 FIN o ol DO 2 T
< ol = o kX J 5 2w
80 = Ll.uo.n_._oH_ = <F ol
s T o = T T U
- - o | I_I__|O|| . O
= DR _Aga._:_em Eh S o
S 3R o o= X 5 = e
hrd ol = @ < B o] X L R
= o) o o <
= =< B O 0 I o T
o N =g r E] & o
= o 2 - 2 W % = 1 R0
% |r_A = < = H_._AI_%I 3 Im17
> — &3 EA A T i S X o
7 © 1 Wl o X o) W N S S N
a NS RO o s ao o 3T
w — -, O 2 o2 N3 “ =
o o M = or ﬂ_m__”_ yu oo %0 n AN
= ™ Ll — — T KIr - Wy
< I 5 ge%Z s ~53
. O N 5 < xru on .
ol — o - ol .m_ul 1 HO = o 4 i
- = . o — -
RO e ° Rz H I T =
Mz 5 ur & <X = = S &3
o & ~ -, L. ol = A
CA T g s 8¥x
mzoﬂmﬂ X O g v o & Al
—_— = - rl
£ ®E L Y 5N
o < 10 10 ol ou o o s ol
w ol M.ﬂ 10 gd 0 Bl Al %. U0 100
o &0 ol T H 80 H H w» 1© T

06
LICt o[ A2

I

-
=

Sli0F g

2

4

0

Specular Roughness®f &
187

tAte] A7

—

H=

OS2

7c:>|H

b

—

2 2oz
s

4

o

e
(e}

0.1 (718
#HO| 50| 20| EOf M
tO|2t0|E Q| Bt 7| & 2F OFL| 2}

-
[e]



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

(=)

A AKX E Range HIO|E 0| HZEBLO| Specular RoughnessHlM 2= ZHE =Rl 0oF &

=

0 0.5 1
Specular RoughnessOf| 8 Z &l 'Fingerprint' Bl A X

specular reflection 3 refractiond| 2% ¥eS FL|Ct £t st H
A
=

T oo= = =
7tet &= QL= Transmission Extra Roughness Tt2t0|E{ 7t

2718 F
ALESH HEot 2 2|0 A HAIS S TS =+ ASLCH

o= =2 T MHe

0 0.5 1

Anisotropy (0]2d)

Ol g2 ek HiO|Of A2 8IS HhAL S RIRAIA T2 7t E78 Weoll M HEALE

28100 A AL ZEO| Lhs AN
20| LTt O/ WAO| 7| 22t2 00I0, S-S O[T HESS 1.0 ZOE 0|56t EO|
USOIA B oMo Euct,
018 06 0.9
0|2 S Ol HIALS HABHE A1 B0| Yl HAlAlS BANE Yt HajA gae 2t
X

188


https://support.solidangle.com/display/A5NodeRef/range

AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

0.3 0.6 0.9
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Specular Tonemap O Ramp =1t

191



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS
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Rim Lighting

-
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Transmission (Toon)

¥ Transmission
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Emission (Toon)
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AOVs (Toon)
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Advanced (Toon)
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Volume Sample Float
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Blend
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Contrast
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OpenVDB Workflow

O Xt& MOl M= Volume Sample Float #|0|HE HE X AFE3510 OpenVDB L Lol MAt 2 R E

—
=
ZHEst=s g2 dFHetL O}

Houdini2Z 5 E OpenVDBO| 282 2= HHO| Cist At5 M= 07| & BXRSHUAIL.

o MX explosionvdb E+ firevbd Tt 22 VDB LY S CH2EEZLCHO|: OpenVDB CHREEE
L O[X| oM CHR2E).

e Arnold Volume - Arnold> VolumeS *44%tL|Ct.

o Y E25S MEUSIT TypeO| OpenVDBZ MY &0 U=X| =HOlTtL|Ct,
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Volume Sample Float
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¥ Volume Sample Float Attributes

¥  Remap Attributes
Input Min
Input Max

Clamp Min Clamp Max

Emission

100 1000

Volume Sample Float Attributes
Volume Sample Float #|O0|HE AtE5t0] 2 22| 22E HAY = AUSLICt Ot O|0|X| &2 Chot ZE

O — (5'
S0t 222 HH OjX| = des 20 F L

Input Max
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Bias

0.92 0.95 0.97

Gain

Output Max

0.5 0.6 0.7
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Volume Sample RGB

Volume Sample RGB #|0|Cl= A 25

API 2| 2& K22 M
HASHOF St= A2 MM 2 &) 'volume_standard' #0
et

2! 2 87| 2 Ft=
o dZHE & OH—HHI A Z 5l OF

'Volume Sample Float' % 'Volume Sample RGB' #|0|Cl= 25 SLst Sampling ZAEES
STELLCEL FL3t XHo|HE2 =32 3H, RGB E= float & L|CH

ofz{gh mtetilH= ds¢2f 0

7= oo HMAX X7t 27ts U

O] HI0|HE AlQStE AteME 078 FZOMHAIL.

Volume Sample RGB Attributes

¥ Volume Sample RGE Attributes

on  trilinear -
-

Color Comrection Attributes

ma 1.000

Multiply

Channel
HIO] QUX| %2 42 0] M2
AHE EL|CH
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Position Offset
o o4 | XH He Al

5to] =& HOIHE 7IM2 Wl 25§ =T ?IX0 HE8Y QEHME I
2EMYULLE O|H2 =& HIOHE WM I RELCL

AIE HEH w0|X HAKE

S ?IX 2zMo| AZ8HoF gLt

Interpolation (&2}

Y= MES AH8oI0l &F HOHE %

MEUY 1 A B4 B
¥ *?ﬁ?l‘l:i‘-ia,' Ll
HHEY LR
(Lt Y TR
Q!fg!‘a-;f i‘ﬂi ”“x’ L 1% SEELEEEH LRSI B LS
Tricubic Trilinear (7|2)

Closest
Adjustment Attributes

Gamma
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Hue Shift

MZE SIEELCH 2 12 A 2[™ES of0|gL .

=

Saturation
ME=E O A==ETt

oju
P

Yol
ot
I
=]

Contrast

Contrast Pivot THO 2 }& AT L|CH

Contrast Pivot

HEBIAE A7l 7|YYLICh 7|23

N
rlo
okl
£l
Ral
N

HEEIAE 3

Exposure
MZTIO 25 AAHYES ALESHY MdS SLCL 07| 10| S715tE =7t & HiZ
= O LT
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Multiply

MYol| of A+E SLIC
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Wireframe

eF0|0 =Y AEY ZH (RGBS dddots MY Ho|HYLIT

Type Al Wireframe

¥ Wireframe Attributes

e triangles

Lin

Line Width

Edge Type
{7t #oikl= WYES 2L HEes O4d Hoz O ELnh o24dS MESHH Th4H0l
o2 HAdgolMez Zelgu ot Xl X XX REL
= SN
- ,-f 5 ,_ ‘||'I > /
Zi Ny g4
Edge Type: Triangles (7| &) Edge Type: Polygons
Fill Color
Ch2td B2 EEShs o ASEE Mareluct
Ve AL
\/J
f | “‘./";‘,
\" v/
S
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Line Color
JHEAE|E BESSHE O AFEE= ML T

Line Width
Ch2ty Mol J4EAte] Mol FHYLICH

Raster Space
o5t 4 HH[7F world BHel Al

e
OH
N

Scale: 1 Scale: 0.1

2EZ FHo HAEH FHo| H L
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AN

AKX (00| EE B HAKE 0

AgE & ABLCH B 4
I.

ZEo Xgote EH HiEdE ZoE
ChE2 MtoA OlM A" & e HAK L= SSYLC

e Al Image

e Cell Noise

e Flakes

e Layer Float
e Layer RGBA

e Noise
e Physical Sky
e Triplanar
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Al Image

¥ Image Attributes

Image Name

Filter smart_bicubic

O[0X" =E= X[ZE O[0[X| mAS AFESI0 HAN DTS +ASt= My #O[HYLCH HEHOAM
Of =g &lol Qx| 37| U 3™MS =T = UELICE Scale UV, Flip, Wrap X Swap £88 AtE3}0]
A7 Z2fY oM EfdE Rl WAl ZEY = USLCH

UDIM E= £73 Maya EZ 0|2/ HIFEA HAKNE ALESH2H Maya LtUS AFESHOF BHLIL.

=

Image Attributes
Image Name
O[O|X| I+ O[FYLICL UDIM EZ 7|S50| X[HELL 288& ?lol imagefilename O] 3%
A2 UDIM CHA| 7 X|E[X| k&L Ct.

Filter
A= O|0|X| mtYs ZHESHE O AFEEl= Texel 27 B QALICH Q8N E O =2|X|E O
SN, JHE IR AS O HEX|D =CiSHH S55HAH EQLICH

Mipmap Bias
Mip-Mapping Bias = O[0|X|7} MEEZE ALHE Mip-Map 2S d2gLCL S
2 Mip-Map 2l&(E 3ot o[0|X))0| ZH HEELLE Y ¢S AEstH o X

o 2(E =2l o|o|x[)o] H-E& Lt
2
8

O A HR O|0X|=
JEI2 EA[ELCH

Mipmap O|OX] M&2| of. &
TE s AHEO| A7|7F A

| Z=
=
L=
|_
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Multiply
o[gjxX|of &=+5 S&LICE

Offset
HIAME S A SHAHLE A gLl Ch.

Color Space
tx HANE NSz ddY I dH30f AF8Y My SUYULICE HAXNIE A= AR UFE =
My S X8 = JFLCE 7|2 MSE2 linear, SRGB H Rec709 Y LICt 7|22} ‘auto'=

-1 0O = =
Hd4(8 £ 16 HE) A0 sRGB & AtEsty OHX| ROH [inear YL|LCt

Ignore Color Space File Rules
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AHAR BpE| AHAF TZF TIFQ FAIO| AISHE! M AMAF ZZF &M MES|OF =X fEZ AXMSHL|C}.

Auto-Generate TX Textures
o HAK ol RIS MHS HENsists ESYULCH XS HrE 00718 XA,

Ignore Missing Textures

M= UDIM EtZ0| siYstes mtEds &As + Bl 89 HEHE Al 2F7F 2EstD AL K]
HELCL O s HESIE @RI TS| B T wEE HAKN Mol EA[E LT

Missing Texture Color

UV 7t [0,1] EelE SOl &S O MdEish MyS HretetL|ot

UV Coordinates

¥ UV Coordinates

UV Set

O|0IX|E MEES= O AH8Y UV MEZQ| 0|80 A= ZALEYLICE 7|2H2 2 uvset
n2tojef 7t 5o AL ZZ|0 Wel 72 uv MEZL AR ELICE O X "Uvset2"2te= 22| O+
EEO UV MES gt B2, uvset LIZtOIEE "Uvset2'2Z 275t ArEE += USLICH

E&E

UV Coords

v ZtE7F fojHo 3% JUs Z2, oieto|ee| EIt7t E2| ojs = L4l O|O|X|E

MEYSH= UV ZIHEE AEELICH BAN Eotss O] ALIZ|0|AM AHAMEX| 0 £ 52
(@]

o=
sl ol BAXIE B2 JHOM gAN 08 5= XMotAZLICH

Offset U
U geoR oj0jXE M MaFUCH of QEMS s @ T &EO| 27| £F, HWY| == 1
Mo ==&l L|Ct,
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Offset V
v @eto 2 O|0X|E =AM MHe|gtLCt o] @EME2 S 8 T XEe| 37| =F, FH7| Ee et

Hoi| e LIC.

l o

0 (713 0.5

HhE L= WAZ ZFSLICE periodic, black, clamp, mirror, file
= 'periodic(F7|H) LIt EfQ| 7|2 2fE EE(UDIM )=
Al
=]

Wrap V
= BEHONM v yete

AKX} Br2E|= YAS ZHBLC periodic black, clamp, mirror, file
=0l MENSHL|CE 7 /)0

= l
= e RE= periodic(77/Z)YULILE EF2Q 7|2 2T ZEWUDIM I)=

=]
Mirror(AZ2)YJLICE Missing el 8 RE+= Black it FASHA SESHX|ZE BIAKX Q&0 U= image
St

d

—

#o|Hof CHPt =3|&= missing_texture_color & A% ZHLICE

dd
dadja 4db

Periodic (default) Black Clamp Mirror Missing

MY Y BES DY XN QRYE T HHS ALSHLICHOpenEXR THUOIBH M), 0l
0|Z0| $SO2 +HX YN YANE Yot WHo) [ YRS BTt O |RBLICL
F0| Wet mY BCE JHYARIE WAE 4 YSUCL 0[S UHME ‘maket 2 YU
WA O SHHE MES ojof BLITh

ofzf oM mY 2jE ZETt 'periodic, clamp'2 MY E lat-long skydome OS2 AFEE|E=
OpenEXR MtYS HOFLILE O] REZ RWS HISHH FH 2l 0| 2S=0| Y7|X| Lt
e ZEE 7|ZZk(periodic, periodi) 22 FH FAQf M o FO| mA|FL|CE 2Lt 2HE
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BCE file2 P (EL HOE0] SHE T RCUt Qe TUS AFBELD) Ho| O oy
HAE|X| eguch

File Wrap 2. E7} ‘periodic clamp'2 Wrap: Periodic (T-M2] =0 Q5 E0| Wrap: File (213& 28)
Al OpenEXR =2l

Scale U
o|o|X|e] AAHYS Z=HTL|LCL.

Scale V
o|0|X|e] AAH LS Z=HTL|LCL.

Scale U: 1, Scale V: 1 (7| &) Scale U: 2, Scale V: 2

Flip U
O[OIX|E =8 &2z FUSLICHOIHP).

5

Disabled (7| &) Enabled

Flip V
O|OIX|E ==& gtz FZYSLICHOIP).
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Disabled (7| &) Enabled
Swap UV
=2 HhELCH

Disabled (7| &) Enabled
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Cell Noise

aiCellNoise3

Focus

(3
aiCellNoise: aiCellNoise3 Presets*

[

Show Hide

hader @

Pattern  noisel b4

v Additive

Pref Mame
P

Time 0.000

Crefel 2tE dst7| o o] CHE #l0|H =E0f Oiot 8oz ALY + Us CiYst 40|
UAe & L0|= IiE YY7|YUCh OS2 B2 A mEHS UHEH FELULL (CthalM, =td e,
=<

Ml
=
=5
Time & AFESIO OfLHO|E = CtE A LOo|= TfEQo| SIFX| o7t ot2fof UELICt

(OB O] M2 https://support.solidangle.com/display/ASAFMUG/Cell+Noise A & == QU&LIC)

o e a3 Non Additive Additive

Noise1 dX ®O| U= Voronoise
Noise2 22Z0]&= HO| &= Voronoise

Cell1 X HO| = Cell =0[=
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Cell2 =2&0|= FO| U&= Cell =O|=
Worleyl | &%[0|= EO| U= Worley 1
Worley2 | &%[0|= EO| /U= Worley 2

Pattern

O] #lo|H& #x{| 7 7tX| T{EHS XNSTLICt Noisel It Noise2 £ H&/5% EXEO| Y+ Inigo
Quilez 2| Voronoise & LIL}. Cell1 2t Cel2 = H/aH £F 0| U= 2 LO|=YLICE Worley1 2t
Worley2 & 7t 7Ph2/5HM 71 7t EPE S 7t Worley = O|Z= Y LICt. Alligator = 7t
72 EF XEMK|Q HZoM FHME 7t EF X|EIX|Ll AH2[2 AHLHE Worley 0= 2

£ OE By

v

Noise1 (default) Noise2 Celll Celi2 Worley1 Worley2

Noise1 (default) Noise2 Celll Celi2 Worley1 Worley2 Alligator

Volume Displacement Of Cell Noise T{& &

Additive

O|A2 CtE SEFECS| LOo|= IjEHO| OfZH FEE=XS ZYHLICE Additive 7t True O|H 2=
L O[= T{EO| ZHEtS| F7HE LICE False O|F 74y 2 240 ME4ELICE
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Enabled (7| &) Disabled
Octaves
=O|X $47h AMEIE SEREO $(EHL =O|x B4t
SR ELCH YUNOE 2t SEREE O FpHO Of 2

Randomness
2o|M40| 0 £Ct 2H, EXN QX|7} Jittered E LICH
% ¥ nyg Ut

Noise. Randomness: 0

Cell. Randomness: 0 Cell. Randomness: 1

Lacunarity
WHE EAK

rl' ——
o|njstH O|A2 5<% AAHLOM 200 ELLCHL =, 4 SEIEE 0

—
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HEel ¢l Bx A7[8 MOAELIC Lacunarity & &

~

- SHADERS

SEtEZ LT o2 FIt0fA
Hi, = 37|29 ZEro|X|Zt

240l 00 7P X|H TEH2 HLf #AX0[:

Noise. Randomness: 0

Worley. Randomness: 0 (static)

SEPEAOlQ] A Y

& Fpgol Sl Tur

Noise. Randomness: 1

Worley. Randomness: 1
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o] A S oojgLct ALt 582 200 77h2 <AO|X|2F &M= 2.0 2 OFELCH

1(71&)

Scale
LO|= 7|5& x y, A2 2

Scale X: 1, Y: 0.1, Z: 0.1

Offset

LO|=E xy, A2/ z YWEOZ offset SHL|C
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Coordinate Space

ArEE xtE S72t2 XL CHL o 7]0& World, Object, Pref & UV &7+ ZtEIt ZBHEIL|CE Pref =
‘Reference Pose 2| Vertex'2| AXIQIL|CH Z2{1912 LOo|= o]0 28 Hz2l & %= = Arnold
(Aol Y =l HE AN [HoH0)0f| O HEAE FMYPT = QUSLICH M2t LO|=7} gHHA

ZA0| 20" O{7t HHE BN SXOIX| Ea L

. HO| Ko 2 YHBA)S 7IFoR EHEE HH ZZHLICH

o EQIEJ} MO| MAEQ ANMS 7

o Prefi AMX| Z7t0| Ofil HRolE mxof Cigt 2jmi
ASSIA| 2 LICH)

o UV, N[O 22 UVZIEE ALR30 AN LT OH2 RE AE 27H OHEIKE
3D =O|=7} OfL|2} Cf W2 2D =O|X API S SZ3LICH

M
|o
HU
Ot
rir
o r
[n
[> Okl
=)
o
-
_IT'_

Coord Space: Object (7|2) Coord Space: UV
Pref Name
= X AFEAL HIOJH HiES| 0|5 XI'ERLCt O|FH0= O] O|F0| "Pref'2 StE A Y| AKX T
05| 7|22 YL L BiE F2 HE #2 OfL|2t RGB / RGBA 7 & = AL

P

4D TUT =O|x wAO| HEES YAPLCH Y HS HOIEX ¥
HOICIZ p ofJf ol @iZstol Yool HE 37! 3
ufet Z2E HEHS 0

FEEYLILE 0 S0, 2ME Sol
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== 227 ot 7|8) £ O 2 JMNet 23s5to] FolE A (o 234 B2 X2 =HS,
J2|a FH #Ho| =0|=8 Hot7| Y W)Lk

Cte2 #HY ML eoH AH8Sel Y 52 i8S 20F= OfLIHO|L|Ct Pref S ZtEES
Mg I HAXIE AHer HOtLt FHEN UK, HAKIE FHO|= AN / EE S FE
Hlws 2N

World/Object Space AH& - EIAX Tt SEQ.

Pref Space AFE - ElAK7F DHE.

Time

LO|= WEH2 AlZHO] Xgof el FEZEA #HetL Ly S0/22 ofUoldS =0 AHEE =+
9l

ote
s AlZHof| mal el Noise2, Cell2,
Worley1, Worley2 3! Alligator & ME#5}™M 0<Randomness O™ A|Z+O| X|of 2t EX A Xty 7t
Z20|H 2ot Xl mjEOo| Mg E LT

ood

[ =

UELICE Noisel, Noise2, Cell1 & Cell2 2| 4% Zt Mo

Color

LO|= IJEIS 98t EX Mo| Z&l7| ZHQIL|Ct.

Palette
Zf Voronoi ‘Ao| MAZ2 AZE LEOAM FE2 MEIELCH O|0|X|et MTE Zotst= Yoo
RGB =E7t 07]|0] HZE == USLICE 0|2 UV E ALESH ZHEHSH BIAX 2l atE CHELCH

Doy B2 i
L2 E(Density 2 &M)E AE3HH TE =1 0|3 EtYSl HAXK
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Density
of o7y w4
/cell2 Of| A2t

Node Editor
Edit

Message

Out Color! :

Out Transparency:
Time
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Cell Noise &

aiRange6
o =

Out Color!

Input

Input Min
Input Max
Output Min
Output Max

Bl A X (ailmage)2| UV Coords Off ®Z.

Focal Length
Playback Speeds
Current Charactées
K Blend:

Frame:

aiGobo5 causticShape

Out Color
Slidemap
Density
Offset

Cell Noise & Gobo 0f HZASHH HAE 2NE Hd
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aiCellNoise1
Focus
Presets

Show Hide

User AOVs
Node Behavior
uuD

Extra Attributes
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Flakes (B}H)

=
=
rir
ME
m
o
o
4
0%
m
A
e
o}
O
Hu
bl
r|o

=

SHEO| 7 RSHA| 2 H O B2 AA S 0| 2R LT}

normal_map #I0|H 0| A ZEl 22 B HO|A output space= tangentES AtE 5t normal_map

Ho|HM 2 SZHMode)2 = tangentE A2 5L Interpret 8/16 bit normal map as linear(8/16
HE -H M3 MAS=Z oM )E H|=ZYstetL|

FlakesE AFESH0] O L|H O] 5 A L
gL C

ne
=
1A
o
T
o

= ot7| 28 24 =2 & 2g=hslof

Flakes T-"ol EI = Al’

Mormal Ran

Flakes to Normal Camera (= 7}H|2}0] HH)
UK Ol QA EZ R+ Flakes= 'Normal Camera'(Standard Surface2])0f] ¥ AsH= A QIL|C}.

B[ rodecanor
] 6% [ :

Standard Surface2| Normal Camera 2! Metalness0il ¢1Z &l Flakes(Range #|0|E & Ed)

Flakes to Mix Shader

LEo, Flakes #|O|H 2| OFAS (XLt X &)E Mix #0|H 2 AZI0] 2HS0f| Crefot M-S e =
A LILE O S0, Mix #0|H & AHE3I0] g% S HI OHE F2| 52 &M A2 = UsLIL
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bute Editor
List Selected Focus  Aftributes Help

aiixShader
Untitled_1
. Focus
aiflakesd (]
aiMixShader: aiMixShader o Presets
" Show Hide

Cut Transparency
Hardhware Color

Flakes #| 0|2 2T+ DA 30f A ZAEl Mix TJIOI'H

Scale
HH X E fl/0te 2 AAH Y ZFLICE O] 0| 225 WOo| ZAE|0] O B2 8HHO| M2 L|Cf
&
[
& d ' -
C'—:—"’ ‘ ‘ N " 2 z‘. -
"‘ 5 T
> \ v ) ' T
. \ L 4 WS =
X - 3 g &
2 e 7 s

0.1 (71&) 0.05 0.01

Density
gtEol 2= S ZEYLICE 02 2 2HO| YlSLICH 10| 2HO| HEHo = 25| H L T

s e s
= g b T B on
7a S £ Caimclhe LAY T ST SRR
i « - - PO 7 TS .h‘- 3 \
4 - - 4 e e -, Nt
o~
. [i2L5%e S0 2 Wit ‘e P, S o ».nr\ oy
® » P ’f‘ ,"l_a‘ V'” .
e “ o [N ;"'f" A o A .\v!‘f' L‘. %
: ' o .'4 a 1y " W, =
0 . -¥ - o % W S
4 v L - 38 Sy ”
) > @ [ (\10 » 5 [ 3 L) \\" T Y 5
. . ’ y” A ok < S8 4 2 8
5 i- 4, LRV S A 2 2K
\'y v Ny NN - / “\‘.,"’Af rs 4
P F £ole= W R AT A
3 N R 3 N e,
- 3 Y R 47 WA 2y
= & = g &~
- L & & e TP
- =3

0.1 0.5 (712) 1

Mix #[OIE & At&ot0] 01 2] 712 Flakes #OIE & LFHE Density S Normal Randomize 2X= 1t &7

M8 & JUSLICL otz XSkt H| QL E O MO Al & HM Flakes #|O|C{ = 51O|2t0|E 20| M 20|=
o &2 t—'.“TE% 2HE = O AFE =S LI

BEE[csecanor
peRc o Bl [ ) [ = FrKPIESE B

Untitled 1
Foc

Car_Paint_Metallic ; ocus

= aiMiShader:  aiMixShader . Presets

=0

" Show Hide

Message
M
= out Color
‘Out Color

() ‘g Out Transparency Y

Hardware Color

normal_flakes

bright_flakes

Shader 1

x
@ Normal Camera
P

D[ hader 2

Mix #O|C 2t S&E F 7H2| Flakes #I0|C. #O|H CH2ZE 2|4
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3d Flakes

(o] Armokd Rendervies

Message
Out Coler
Out Transparency
S Mutalness
©  Noomad Camera

Step
Of 0|8 = & marching= &350 3D #EHS A LLICE 0| S8 AH&A=E &8 27| 5 X8 +

R&LICh #lojojo] & Zol/A8o 2 AL

FtHEtof Zt7h2 St S HE R O O S HE XX HES

i
12
rlo
2
3
1)
ﬁ.
>
lo
fols
©
of
-
o

O Zt= Z0|H HEHE A[ZH0] 3AH =0{E = UASLIL.

0.1 0.5

Depth

40| 2H| 2 R0 Lot 20| SO{ZX| X|E L Lt O] #|0|H= Depth = 021 B2 2d BfHS
dg5tn, AKX QoM 3d HHES AILLCE M0l SN 2™ X E Depth= L H ZA 2 Ee
e=1E e
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1 = 3d flakes

0 (2d flakes) 1 (3d flakes)

Of 2t2 &M marching0l AtEEl= dids 22 AI717] flet AYLICE O] AN &8 210 W=l
TS LICHIEM #EE AlZH0]l S0{'2 5= A= =
HAolHE £ = 27 ELIth D 02= 3d #EHO[ SO UAX| T E =2 FHSHH 2O[X]

Goldstone(IOR 1.53)d} 22 X & O| JAELICH

1 24

Normal Randomize
N2 2 =200t F2H¢ 8 E = H(1) AHo|e] =gt L Lt
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Coordinate Space

HO| dd S ALhots Ol A8 E= ZE S7HS A8 LI

e World: 352 ZH T AYS 7|52 2 YLICE
o Object: =2 =M 22 FHE )= 7|22 H#AELILL

- O
Z3|E % = Amold(FAIE0| 1 B El 2 28t 4 QLT Makd BAK 7L &
Zx0f| Y o7 HEE I F20|X

=
Pref= NURBS & MO A SAHSIX|
& L|Ct)

o UV: HIAX ZtEQL|CH

L
o Pref (7|=h): 7T Z2O| BX[Y'S LIEtUE Y2 E21222 o[22 SHS= #0IH 23
- A H
o

Output Space

53 =2 HEo| 32

Tangent
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Layer Float

Focus

£
ailayerFloat: ailayerFloatl i Presets

Show Hide

87/l ERE 2f0|0|E Moz Aot 2f0]0{S0| =Mtz HE& LTt

Enable (1-8)

0|0 E PHMH 22 2dal/HIZdatetLtt.

Name (1-8)
24[0]0f O| Z | LILCH.

Input (1-8)
gl0|ojel AXE ZrYLICE

Alpha (1-8)
240|010 CHot MEHM Ol Amb ZHRIL|CE
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Layer RGBA

20]0] RGBA #|0|EE AHE3}0] XL 8712 #|0|H & HMEH 22 2j|0]ojF ot =& 40| 21HE 2=
= AFUCH 2 20]of = Aol X[ HE 22 ZEof et =AM 2 HEE LT 200 Y= deHoz
2o Y=0| E = ASLICE O] 0| A2 O & S0 O|0[ X0 HAES 0= AS ZE &
AL

ailayerRgbal
Focus
ailayerRgba: ai gba . Presets

Show Hide

v Enable

g  layerl

result

Clamp Result

Enable (1-8)
HO|0E THEcE Z/d/H|e-detL| )

Name (1-8)
g|0|0] O = LCt

Input (1-8)
g0|01e] & ZHLICE
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Mix (1-8)
Holcf Zto| =3t 92 UL

MixO| B|E BS HZY U Range #OIHE & UdHOF & == UAFLICE

Operation (1-8)
X 20|01 0f| CHSt =5 B EQL|CH Nuke®t Photoshopl| 2 ZEE O 20| MEtLICE SA0A, A=

—d
PAEY S 2140|1, B= Al 2|0]of YLt

e overwrite: B
e atop:A*Ba+B*(1-Aa)

e average: (A +B)/2

e cojoint_ over: Aif Aa >Baelse A+B*(1-Aa)/Ba
e colorburn:1-(1-A)/B

e color_dodge: A/ (1 - B)

o difference: abs(A - B)

e disjoint_over: A+ B*(1-Aa)/Ba A+BifAa+Ba<1
e divide: A /B, 0if Aand B < 0, else A if B < epsilon

e exclusioniA+B-2*A*B

e from:B-A

e geometric:2 *A*B /(A + B)

e glow: B2/(1-A)

e hard light:1-2*(1-A)*(1-B),2*A*BifA <05
e hard_mix: vivid_light(A, B) < 0570 : 1

e hypot_diagonal: V(A? + B?)

e innA*Ba

e linear_light: (B< 05) 7 A+ 2*B-1: A+ 2 * (B -0.5)
e mask B *Aa

e matte: A*Aa+B*(1-Aa)

e max: max(A, B)

e min: min(A, B)

e minus: A -B

e multiply: A*B, AifAand B <0

e negation: 1 - abs(1 - A - B)

e out: A*(1-B.a)

e overr A+ B*(1-Aa)

e overlay: hardlight(B, A)

e phoenix: min(A, B) - max(A, B) +1

e pin_light: B < 0.5 ? min(A, 2 * B) : max(A, 2 * (B - 0.5)
e plussA+8B
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reflect: A2/ (1 - B)

screen: A + B- A*Bif Aand B in 0.1, else max(A, B)

soft_light: Softer version of hard_light

stencil: B * (1 - A.a)

subtract: A + B - 1

under: A* (1 -Ba) + B

vivid_light: B < 0.5 ? color_burn(A, 2 * B) : color_dodge(A, 2* (B - 0.5)

xor: A*(1-Ba)+B*(1-Aa)
J 0

Atop:A*B.a+B*(1-Aa) Average: (A+B) /2 Cojoint Over: Aif A.a>B.aelse A ColorBurn:1-(1-A) /B

+B*(1-Aa)/Ba

4

Color Dodge: A/ (1-B) Difference: abs(A - B) Disjoint Over:A+B*(1-A.a)/ Divide:A/B 0ifAandB<0,
Ba A+BifAa+Bac<1 else A if B < epsilon

Linear Light: (B< 0.5) ? A+ 2* Mask: B *A.a Matte:A*Aa+B*(1-Aa) Max: max(A, B)

B-1:A+2*(B-0.5)

4 i

Min: min(A, B) Minus:A-B Multiply: A*B, AifAandB <0 Negation: 1 -abs(1-A-B)
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‘

Exclusion:A+B-2*A*B From:B-A Geometric:2*A*B/(A+B) Glow: B2 /(1-A)
Hard Light: 1-2 *(1-A) * (1- Hard Light: 1 -2 * (1 - A) * (1 - B), Hypot Diagonal: hypot_diagonal: Iniin:A*B.a
B),2*A*BifA<0.5 2*A*BifA<05 v(A2 + B2)
L 3
Out:A*(1-B.a) Over:A+B*(1-Aa) Overlay: hardlight(B, A) Overwrite: B
£
' +

Phoenix: min(A, B) - max{A, B) Pin Light: B<0.5 ? min(A, 2* B): Plus:A+B Reflect: A2/(1-8)

max(A, 2* (B - 0.5)

e

Screen:A+B-A*BifAand B SoftLight: Softer version of Stencil: B*(1-A.a) Subtract: A+B-1
in 0.1, else max(A, B) hard light

Under:A*(1-B.a)+B Vivid Light:B<0.57? XOR:A*(1-B.a)+B*(1-Aa)
color burn{A,2*B):

color_dodge(A, 2* (B - 0.5)
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Alpha Operation (1-8)
2f|O|OfOf CHok A ENE O hmmt g QI L|LCE,

A H
Result: ZIf= CHE My 1 2 22 HA 2 =2 A M ELCHRGB A 22l "4 S IHE).

= -~ =
Preserve: 22 =l 21} 7f(Aa)=2 FX[ELIC}
Overwrite: I} X '20| &% 24|0|0{Q| YL}(B.a)= FHO{MT|ELICH

Mask: CF2 22 A AHE: Aa + Ba-Aa *Ba.

st Xk k)

Average Cojoint Over Color Burn

h_da

Color Dodge Difference Disjoint Over Divide

[ »

Exclusion From Geometric Glow

h_da

Hard Light Hard Mix Hypot Diagonal In

| W

Linear Light Mask Matte Max
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E1°.8°

Minus Multiply Negation

Over Overlay Overwrite
Phoenix Pin Light Plus Reflect

Screen Soft Light Stencil Subtract

A4

Under Vivid Light XOR

Clamp Result

2ESUZENE 012 DFHCL
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X - SHADERS

O #l0|E= 2 2E ¢/ EHI2=Z My 710| 2% gobo HEIQ 22 A0 A I o =0| 27t
= AL o2 L2 float_to_rgb HOIEE ALESIA Noise 2K 2| ZH 0| M RGB M=
THE = AL L

Octaves (SEHE)

Distortion (243)

=

L O[= A 4he] &5

¥ Noise Attributes

ol5t0f LHE 01N

2 a0 M B E L T

HEZR

—

O| A& lacunarity

L 77|
— O
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0 (7I=)

Lacunarity

dYE HAKN M 2tH 2 B 272 MO LI Lacunarity= Zf SEFE ALO| Q] A7 Y BISHS
olojgtLict. g 2AH M= 0| A0 2022, 2 FEtE= O

FOb=ot B[ u5k0] F0f42| & Bj0| 1L
37|= et U ch ALt 2|2 S8 Of A= 2.00 7HZX| 2 X == 2.00] 2442 OFELILY.

HE=2l 42 7|24 1.928 AEdt= A0| E5 L L.

3 5

=2 041 MO|2] gt 7HELIEE T= MO Ol &

1 (71&)
Scale

x,y Az LSO A LO|= 22
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Scale X:1, Y: 0.1 Z: 0.1

Xy EEz $YOR L0|Z5 I A Xa|gfLCt

Atge It 378 X" Lt 0 7|0f& World, Object, Pref X UV &7t Zt&E7F ZEHE L|CH PrefEs '7|&
EXO| BX|H'S LtEIH = EALQALICEH 220012 0|23t BXHES 0|= H0|H0oj o8} =3|= %~
A Arnold(HAIH 0| 1 M El BX|H 0|0 M &= JASLICH M2t LO|=7t 7|& ZX0| ' 1 H'E[D

=
i
N
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o
i
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A
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~
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o Prefe HA| S7t0| OfL|2t HEQIE Z=0f CHBE 2 QI LIChPref= NURBS B HO|A SEHSHK|
ol-¢|_| |:|.

o UV, 2N|Q 2EZ UV ZtEE ALESIY HAN L T CHE R E ZtE S7H OF7HX| 2 3D
T O|=7} OfL|2} O WHE 2D 0| = APIE S Z¢tL|C}

Coord Space: Object (7| &) Coord Space: UV
P
4D B o|x $40| FHES YHBAAIL. EP HE Ho|5X| 22 A2 AR ELITHO). TH2 40/HE
P mi2tO|E 0| HASHH Yoo ZtE St =322 X|HY &= ASLCL 0| A2 SHE It SE= I HS
OfLITOIEY += UM, IHEHE Xt e O|lsA7|= & B= TR AS0 FELLICL

olE S0, SHE Sl =O0|= EEE O|SAIZ SH2Z OfL|H|0| ESt= ZtHEA (EHHOM S0| S2H
Holohs GEAO 7[|) B 2 Xt SUH2 2 FolE ZEA(M: B2 A2 =M= 18 2F4S
dZ8) EYAlL. O2| 0 A #HOf| L0|=F HStL Aot 7P LCE) 7 AS HC

Cf

L|O{ O I LIC}. Pref St Xt HE AHE S
7 H

= =0
I B R ”*ﬂﬁlf O*E'H—f LEE[Of A=K, HAK 7t F 20| = Object/World St

World/Object Space AtE - EIAKX7} S5

Pref Space AFE - ElAX7F D7FE.
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Time

LO|=O| T EH2 AlZHO| X0 wef REZA BHatetLCt,

Color1 / Color2

scalar 2EO|M 0| = #0|E 2| 23 M (= 0[= 2r=0f 2ot & M 4 AFO|9] E7h).

10
Mode

=

A8 S L O| = $t4=(scalar = Vector ZE - 0| =)2 HO|SIL|C} scalar ZEO|AN £33 MAL
color11t color2E 225t A AHE|H vector 2E 0| M=

MY g0t ROl o[ = 4
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Physical Sky
= MY Y FAL gt E HIR 8t Hosek-Wilkie o= 8
dE TALICh 2E0f HZESHALE Skydome RO
of dZstALh 28N T HETS 2850 B
= F90| 4= H ol BH) &g #olH=z XY
UG LICE &Y O] #0|E = GI =it 8L FEAL Z4 0=
SLICHL O| A2 SR ALESE{H 22 B YT
UK = Aes T2 WL EE skydome lightO
2Lt

O| A2 AEXOl 0| YL|Ct ZEMOIHAES AMKY Z2E M SHF 0| M AHESHZ| O
ZO|BIAIA| 2.

Physical Sky #[0|E{2| Lot S22 QI8 ~EH0| 47|07t 2t 2| X[of 2} 4=F M of2fef X[ O]

4 e Moz BT,

0Ot

E~PNI

Physical Sky =8

2} = 00l A 180= AFO|S| =8 ZHYLICHYZOM € =).
|0 ASLICH L2 0=0M 360= AMO|2] =& 25 LTt

Elevation
0-90*

Azimuth

0-360°
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2
HuU
M

o

u
r2
Rl
i)
N
e
Ojo
|'O
~
mjo
N
ox
ot
-
n
el
mr
10
H
>
mjo
>
Y]

oot B Y =2| Mo I
ZEIEO| gt Hel= 101 M 10 LIt

2: 02 B2 5582 ot=ss A=
3 (7l=gh): 234t 7|22 H2 o=

6: 2ot &t 22| ot =

10: o7t 52 .

Ground Albedo
A EHOAM 7| 2 BhALE 2o ZIL|CE O] A2 04F 1 AFO[2| RGB ZfYLICH 7[00 02 &
HHEHO| S =0, 11 12 2lAf T2t o[ Y L|C O| =2 MAM|st 2ot L|CHOF2l O|O|X|Z2f AEt

ZAME[oA =0l F).

ZHO AH
[

0.1 (712)

Elevation (11k)
EfFat 2= 7hs o =E 4 ALO|2| ZH = L Tt H2|= 00| A 180 AFO[ I LICHIO0O A 18077HX|= 00f| A
907t K| 2| A= BFAFRLICY).

Sun Elevation: 0 0| A 48 &= (&2Z 0~360 &)
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Azimuth (221Zh

=84 FHOAM Bl A= YLILE SZ0M 5510l B2 245 O LICHO ~ 360%).

Intensity (Z )
BEEshs Wol Azet S4=LICh 0] gf2 Sky Tint(Sts A ZX)Qt | A L|CH Z12{L} Sky Tint= RGB
W2 AFESHX| T Intensity= AZEF 282 AFEBILICHETY 20)).

Sky Tint (3t M)
SHEMS Mo MAS MHT & YBLICH HHT MOl E sHs MES ALBSI0F BILICE 015 5
S52 o7t E B B2 MO = BHELLL
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Sun Tint (EHY M X)

Efol M3 Hots' Mys 28 = USLICE O] A2 JMTH A M0)| AHE3HOF Ot= RGB S5 L|Ct.
HMSHA| B2 M2 2EH oz Fg=ct ZUE 7 20, Bt of= M AH0|0f o] &t = EX[7t

MULICHE 75|

S| AH (7|_E)

— 1

Sun Size (EHY¥ 37|)
HO|&= B ClAa3e| 37| 8 AT LICE 'o=X Q' O|F 2 EfYel 37| E HhE = JUEL|CH 2Lt 0512
X|FOo| M &2 Ef o] MZF (=)L O] 42 =O0|H™

= Efefel HA 37|7t S7tot22 O fE8{2 A A7t
AL LT

Enable Sun (E{Y 243}

Ef 2| 7HAl g & 2 d=l/H 2 detots B2 29X YL T
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Orientation XYZ (&g
Z20f et Physical Sky2| &eF2 HASH= 40| R8T 5= JASLICL O|E =0, TH 2 20| + v LAl

+ ZOf| OfEE L|C}. O] ZAEE2 Physical Sky #I0IE 2] 'Extra Attributes(37t &4

0
>

Ja
jo
4>

o
i)
i
Inl

Y-Up axis (default values) Z-Up axis

Fireflies (Yt5& 21 f)
=0| LIEtE &= ASLICE O] a2

StL|C}. Enable SunO| EHdS}El

Physical Sky Lf 2| Ef ol & eIl Environment -> Physical Skyoﬂ
BHSIE0| CHo Hl2d=tel e S

Background= AN ALEE|X| oD =2 He[A0 M M AHE o 4L 2 4l Skydome SO
Physical SkyE 2} OF & L|LC}.
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Triplanar

Ol 53 2F0 M FH3H0 UV M= A

Coord
P
Blend

¥ Transform

Input
O| A2 O|0|X| E= LHE HAM = EF H45I= XYLCH

Coord Space

Atgg ke 572 X|GetL|Ct 0] 7|0f-= World, Object, Pref ZtEA 7} ZEHE LIC} Prefs 7| & Z =9
EX|H'S LEt = S Y2 UCH S22 0| BXHSS = 0[= #o[H0f o3 =2 E 5= U=
Arnold(Tt&] M 0|1 HAEE BX|H 0|2))0f MEe = ASLICE WatM L0|=7t 7|F Z=0 ' 27 &1
o+ 7t HE 2 0 S20|X| & LCh

2] 22 AFEH)2 7|E22 A E LT}

Ct 2

. World 37122, ¥S0| 0| MY AHE 7|FO2 BLch
Al |
=

o Prefe AKX S2t0| OtL|2t HFQIE Z=0f CHoF EZ= Y L|CHPref= NURBS EHO| A S2HSHK]
A& LICh
Pref Name
EZ QK| AHE XL OO E HHE 2| 0| E2 X|HSHA|2. O|MOf|l= O] O|E0]| "Pref'2 St= FHE|A2H,

0| A2 3| 7|24t UL Ct.
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Blend

ZtHo| EHEI HIAKE EEBA =&etL|Ct
Transform

Scale

ojgjx|el AAH US ZEYLICH

Rotate
YA T oA BAKNES LOHLt S| TSR ZEELIC

Offset
Ak T2 Lol HAKE Yot SHSR| e
Cell
Rotate
S K™ 2| HE =H- LI
0(7I&) 90 180

Blend

=28 HHE =L
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aiTriplanar
([
IMessage
Out Color
Emission Color

#H oY HEKZ0|A Triplanar AHE2| O K|
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o A
wE2lE| #o|H
CH=2 MtoAO| A AFE S o= Q&= Utility #1015 S5 Y LICH

e Blackbody

e Bump2D

e Bump3D

e Cache

o Clamp

e Complex IOR
e Facing Ratio
e Normal Map
e Passthrough

e Space Transform

. Switch
e Trace Set
e UV Transform

e Vector Map
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Blackbody

Blackbody (Temperature 0-3000) > Emission Color

Blackbody #[O|G= M2 0f 2t MS HEedLC 22 S ZL L= SH 2HERHS A

o = =2 X |32 41 [= =] f%ﬁffgcl%l'goﬂ
FEYLICEL 282 dR0e= 2= M E0M 2 =& ME 70| E Blackbody #0| L 0ff HZAsHOF g L|Ct

Blackbody #| 0| &= Houdini Pyro #|0|E{ 2| At=0]7| T 20 pyro A|Z20] S0 XA

=

=g E L

28 MZ 40|57} Blackbody 0/ C{0 HIZE|0f Q=X| 2RIsjoF SLCt,

A -

Temperature &500.000

MNarmalize

Intensity 1.000

Temperature (2k)

2=t 93 2 10) S{FLITE 0| Sof, 0] Tl Ef 7} 65009 ZS(7]E 6500k "AY" BN Ho=
) Y2 212 65005 WY 22 O|0|TLICH MAS WIS E| HM, THRIMIFR| CHYSHLICH
6500 O|&42] 32 A7HE MALS, Ofeh 7+ (HESH MAS LieteiL|Ch

RN 22 oz Fetot ZIHE /M= 2 12 AFEdOF & LICt 0| A2 Of 2
o = L ey
=
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Bump2d
aiBump2d1 2d E-Ilﬁx.l n[[K=) o | tél'l = |:|H Té.)l% x-"_CT)'_‘éJ L_| |:|-. I:él-l I
- Focus
aiBump2d: aiBump2dl : J Presets HJ‘LI = %X‘” Ol 7| |' _JF_% Hl'Jﬁ'Xl E)-éta L.l EI‘ AEI—?—OJJO‘” A‘I
' Show Hide .
=HEA 20|X| =5 40|18 =22 HFetL o 2L,

o
Ut o Z 0| A2 F2SHA| AELICH bump2d = E&

ofm
of
==
3
°

I

"forward differencing" €12|&2
EQERRE U Ly QENES 2 N YR B H4E

Bttt

Untitled_1

aiStandardSurfacel

) [ e

Message
DOut Color
‘Qut Transparency

@ Mormal Camera

bulged

Standard Surface2| Normal Camera0il HZ &0 U+ aiBump2d = =0 HZ &l Bulge Bl AKX

Bump Map
= 0|2 L}IE}LH = float 2F EE= RGB HIAK MO 2 K|
0| 2 A & AZHE(R)7} AFEE LICH

0|'J

g d4&S Adsts l Ar8 &= Y YLICH

F||'

Bump Height
HI Y E20| £0|S ZHE 4 YSLCE
Normal

ambocc, lambert, standard_surface %! utility #|0| 52| Y&t Ti2}0[HO| HAT = U&= LH HEHE

SEELCL

Bump2d= SH| 0| UV ZHEZt YEHELE PrefQt 4 SATRLICE PO HEE @ AS A Lt517] L[]
UVZI 1S ™ Bump2de &= TS
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Bump3d
aiBump3dl 3d OI:I E—:!% 7| H._"QE =0 ré'% x-”_g'éJ Ll I:‘I-

. Focus —_

 p— - == Bump3DECIE H(P + & P + & P + g0 A HZ S
BN mototol RS et Ch 0| S E RYsH 22 mIE0|7|
cacning ME0l uv Xt E OHE SYM SELICEL 0|52
Mode 5tate  Mormal

o[OjX|of Z2 HES & A0[ LB §5= el

b2 ZQIL|Ct HAK LY O|0|X| S K{EHSH AL

I

O| 0| X|0fl Bump2DE AHE3SHOF 2FL| L} ZF bump3d

Untitled_1

aiStandardSurfacel
bump3dl as
@ ‘ (J Message
] Out Color

Qut Transparency
sl @ Normal Camera

cloudl

Standard Surface2| Normal Camera®l| 1 ZE|0] 2= aiBump3d =20 HAE S22 E 3d HAK

Bump Map
#0[E LEfLH = float &f SE= RGB B 2K Y= X
O 3% X el AZHER)7I A& LICE

oH

=

rir

Bump Height
YT Y 20| £0|5 ZHBLCL

Oo— &2 =

0.02 0.06
Epsilon
Epsilon2 P2t P+epsilon ALO|2| &2 £& AH X}O|0| M 220 HEEE QIsl Hdst= LO0|=

HOlE es== M7t O AFSELICE Ol X2 2= 1e-52] 7| =22 2 FO{OF St X2 EX|7F U=

269

LEEEAK WS U H EIHOF ZLITHX, Y, ZOAM

gt 5= Adsts O AHEEl= YE YL




(%]
o
Ll
fa)
<
T
w0
3
BO
0
;]
=<
<
z
=
(a4
)
Ll
o
—
[¢)
4
(a4
=4
4
w
L
o)
[e)
T
s |
<

5l

1ol

ol
L

0.1

0.05

Normal

i

E

]

H|
=1l

=2

o]
AA

dh of2tojEof dZ2e 5

_ 2 utility #l0|EHLl Y

standard_surface

ambocc, lambert,

270



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Cache

Mode State  MNaormal
Frozen

Input

Cache #[O|E & ArE0tH CIO|Ot=E HZ S Sofl #0ld HIE/AAL| gt v 222 MI “47POPXI 4Ot
gL HWEXIS Y F20] 52 #01E Z2E0| Lol & & AMEX| Fe2z #H, 535 =&0|
e ol =7t EepFLLY,

NAlEl 2atE Abgote{® 717t L3t 20| s et ZutE S#olOF ghLCt.

e Shading Point

e Shading Normal
e Ray Origin

e UVs

e Geometry Node
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Clamp

aiClampl
: Focus
k]
aiClamp: aiClampl , Presets
[*

Show Hide

Max  1.000

minit max MO|O| inputs 4 B4t Ct,

Input
Clamp Of H-&% Input #0|5 L|Ct.

Mode

Scalar £ RGB 2 H¥Y =+ USLICL RGB 2 HEE M Input Z1H= Min Color 2 Max Color

Ato[= 17 Lo

Z|CHEL L C
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—

22|9| Zfoil CHet =70 7|gto] &|= |1 gL LCh
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Transform
Repeat
HAKXE P ¥ UHEER ZHBLC
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Rotate
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Vector Map
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=& HolH
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Fog
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defaultFog ‘= E & OFR 20| LH0f| A MEiSt 4~ Ql& LICHShow Dag Objects Only7 H| A 2} [ 0{Of Bt

_Ioix]

0.2, 0.2 0.2 1, 1,1

303



AUTODESK ARNOLD FOR MAYA A& HAEHAM

- SHADERS
Distance
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Ground Normal
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305



AUTODESK ARNOLD FOR MAYA Al M@HA| - SHADERS

Standard Volume

gE C|=L] o ofo|Md AKC|L Cloud Data Set
https://www.technology.disneyanimation.com/collaboration-through-sharinga

Standard Volume2 =2|HQl =& HO[H RILICE MA 2, thet Mo SLEF Mo tieh S &% 2l
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A& E LT

2 HTUEL 28 QMM HBEE 25 W20 o) T 4 o0, C12 Tj2f0|E 5L 6T
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Volume

Density

E50| U2 EFO| ULt HOoMH EF0| QFOtHX|

, 127t ELH 50| FHALLICL B
MM S dS otAL R 20| X FEX| B2 dF 28 HE E= B HaXet 22
HO|HE HZSt= O A8 = AFLIC

Density Channel
25 QuMEM 97| Y% Ue KA YLt

Interpolation

Y= MES AHESIO =F HIOIHE METS I M8 52

Tricubic

Displacement

B 51| U9} 0187112 28 UFINZI7] Hsh 017100 im0l X GAK £ CIE HH0IctE
UZSHIAIR. 0| 752 AHEOLOl 250 CIEHILS FIHSIALL 4TS 4+ USLICH AZE HAX T}
OF £8 A140 ol £8 427 A0l 28HE 37 omHoE NBE

No displacement

Noise -> Displacement
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Different Noise shaders connected to displacement

Displacement 0| OfL|{H[O| LO|=E AHZA
£ https://support.solidangle.com/display/A5AFMUG/Standard +Volume

Displacement A& A0 = S E2| 57I0t 27| E 242 Y = A== Y EE2| Volume Padding2

2 O{Of ghLLt.

Volume Padding: 0 Volume Padding: 10

Scatter

Weight
Yot 2E H7IYHL Ol A2 EFE=

B2 US AFEBOF LTt

0.1 0.5 1 (default)
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—

White (default) Green
Channel

e
0
Q
-]
)
o

i
IS
Ha
[n
=2
x
0L

1L |1H>|.
Jp
|.|-|
ujn
0z
[k
o
el
rr
0%
T
=
e
o
-
inl

Temperature

Temperature
SH A Lol ALREIT, SH S0 i3 54 o2 hLich T 25 MEQ 22 Ho|H £ B

—

HAKE Of Lt2t0|H O HZDBHO SH| 2

0.5

1 (default)

Channel
Blackbody & REOM & RLEHME| A ¢
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2500 K 5000 K (default) 7500 K

Blackbody Intensity
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Atmosphere Volume
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'otH'S AFESHO] 2 =l Atmosphere Volume HIEH(LEF).
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Volume Attributes

¥ Volume Attributes

Density
7] M 228 ZO0|AHLE L& LICH BH= O|0|X|= 'Density(2 =) 282 HEUS el 21tE

2OojE L.

Color
U ZHO0| O RGB a1t &6l & LICHO 7| Of| A mpEkAH g2 TptA glo] ArztE| 0] 52 2f0fghL|Ch.
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s2al o

|
HAKNE AE0H ot 2 HE A= 2|0l Rt L Tt
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£ otetd| e A2t 02 S S0HSHE &40 74X = H|20t Bf B0 M @& o] YO XtEHE| = H| 22
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0 (default)

Attenuation Color

Ha| Z=F0| O| RGB gt Sl LICHA 7|0 M XA Zt2 MM Blo] Zr4 S 20| gL Ch.

q
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Anisotropy
-1 (REHT 24 ArEhat 1 (S Mk AEh ARO[ 9] Henyey-Greenstein O|2Hd 4= S OfX| o] B2
71242 00|0 O| A2 2= ko= SIS M2 B4A[7 f ot 20tE YLD S S22t 2uE
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7t 2t 22 Biet E=X| 2= 2o BO{X[=X[0f th2t CHE 2atE A & LI
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Samples
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Contribution Attributes
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Diffuse
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OSI Shaders
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