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Terminology

e Shading
e Surface Material

e TJexture
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In real life, light is reflected off
of surfaces and enters the
camera



y

reverse ra

\ g
L




Surface Materials



Basic Surface Materials

e [ambert
e Phong
e Blinn

o

Shading algorithms are named after the person who invented them



Basic Maya Surface Materials
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Specularity




Arnold Standard Material

® In Arnold, the aiStandard surface material
possesses all the capabillities of the
traditional Phong, Lambert and Blinn.
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Textures



Textures

e Jextures add details to a surface
e [E.g. Adding color variation

e [E.g. Adding variation to roughness



File Texture




UV Mapping



UV Mapping

e [latten the 3D surface onto a 2D space

® The 2D space has two axes- U and V



UV Mapping

UV Editor
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UV Mapping
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Surface Relief



Displacement mapping

Bump mapping




Bump Mapping

Cheap way to create illusion of bumpiness
The surface is not altered

The illusion is created through the variation of light and
shade

Surface relief not visible on edges



Displacement Mapping

e Surface is actually subdivided and modulated at render
time

e EXxpensive to render
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In both displacement
and bump mapping,
the amount of
surface relief is
modulated by the
variation of the
brightness in the
texture.
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Displacement Mapping

The surface Is subdivided and altered

This requires more computing resources (i.e. memory and
processing time), therefore, is usually slow to render

Only use displacement mapping in situations where the
surface relief needs to be seen on the edges



Creating the Displacement Map

.:: ‘ E===Q 0 . (.\1:’;: ‘ Ij’,’ Search...
Attribute Editor
List Selected Focus Attributes Show

concreteMtl displacementSG B

(O —— — ~ displacementSG concreteMtl
o (s = @) =

! Focus
Out Color[# Surface Shader ;|

HColor Volume Shader shadingEngine: displacementSG Presets
I
? Kd Displacement Shader Show Hide
.IBKS Color
? Ks
? Specular Roughness Shading Group Sample

lIBI(r Color
? Kr
?IE Normal Camera Shading Group Attributes

.IBKsssColor Surface material concreteMtl
? K== Vol terial

[+ Emission Color SILIE Haters
‘ Emission Displacement mat.

Arnold
Node
UuID




