N EN ’

WW

Yiya Renoerng

8w o ¥
Pari
W TR, g - ﬁ 115

N g 7
[ | |
z p - i,
X |

~
Maya6 & 3 I isiks

Advanced Maya Rendering and Shading

ER XNE@ HE (J:)




Maya 6 8 £ AFEHE (L)

£ X R RE

LA Kl
JERBNE BT HR



n&E&E T

AEHME AR HMayalE R HRAEE, ERAVSERBE, MMayaffib i, Q.
TAWHE. MeliE 5. REXSFRMBAHAT T RABENWA. BPHARGEIEER. 5. E7)
PR BRI SLEERER. JeaRfEin . WEEME S R, MRIEIR, RIRE SR . K EiEYe. Renderman
EEER. CgPxBEE. MATA. ABEWA. TRAWA. Mk, RiAX. UVREIRNE. mHkA.
. ERRS. EE. BE. MY, EERIENE. 3SEEAME. FEEREES. BRANE
BT REMIIRERE, CFHTRKELH, RETASHMIWAREF. RELRRGE T ALY LI
EHGRMELBF LY, REELZFENERBE, FEZEEW. AERAEEWNEEEEH.

HEERRE (CIP) g

Maya6 IHEE AR, L /T2 0E %% —.
BT HEM: tREE ST HRE, 200410
ISBN 7-80172-304-X

[.M.. I.OE... @N.. [ =4&—za—EKE
i, Maya6 IV.TP39141

P ERAEEBE CIP BiEEE (2004) 3 091511 B

B OB BB TR RS R HER
HEgeHht: 100089 JL R MMEEX FiEH 10 B RiTma

100085 JbRMiFRE Li-bEERANLE 2 S 142 212200
KT ARANEE T AR MmO
B iE: (010) 82896442 82562038 Fo&
2 O BHFERRE L 3
B R R BARCORIARAR ¥ %
B . 2004 4510 B 1 OB 1L IREDRY g - i

AR BORR DEER AREDR

: x| W
: FEZX E @

EE

1-5000
787X1092 1/16
28

: 699 TF
: 86.00 T (1CD)




ERNR, X2 - ARAEREE  IXB 5 HAMRAMBEABNZE . EAN A RMaya
REDPEENRR, EEXRBRBHARNANELEH . FE. ELHENRK, BEPER
ROERHE ARETURBABNMENE A LN RANB T =L@ E P, EaTUM
EXABPEIRANSK . FINEXBRUETPHMOMARAR, — 15— S HAR T 0a B
REEELERHBBERINUR. BPPNFIFERELRELRBCOTENZ LB
BREN00TENEAAENNELTDT  IRZLBANLERBEMME 8BS, W
RERANBNAKN=UNEHNFD FAR=HAEDE, VAR FHHENIRDED
JLBB/NHBONTIENE! BUXPEISENE16ENETREERNGERIMAINTAR
MayaRHNTAEFBINHR. IMEA2RMIIS X FPRYRFABPhotoShop NI T HEYE
RNBELALABTRZINENS,

NARASHAEFHEREAPNN - AR NARARAREARAN, HARRE
FHTUEEN . BREAL=4DEFE™RENHERYERERT, IEMARKAR, 1522
BREXRNVUBRANEBIAZMER, BNCHRIEART . EABEEHEETS.
EHIRFILBIRDFRIEBA, BFHEREANENBERINKELRNE HT, EEN
MRZB, ZHDEOHIE. FRISAHRBNFIE, NABRRESEFFRESERE, s
BOINBREARTFLEENE - HEBRE 2B R SHMATIEH . MayalR B X69E 2
ZALU AR RR S ESUNT LS. N F—REAOXIR, EAAPHREESN
WAKIR, BEEMel (A EFET2UREY, MMayabfIMel AL EERO 5N F o]
EASEERMay a PETENRIE. ZLEXNFE, BINAFLTNUFBR, 7FiREE¥bk,
—HR-HHFLEEERIMeHEXIEFNTLRABELR ), X2EERFNBONIE.

EFREXRIBERTRY . —2818, 204, SEE2-—HiEZHNEHIBES
N, BB FRIEN R BHBLT B, S013, AR SEFTHIIARN. =
TREFPENSERERZGRA, BB MayaWMel EIEE, IREBHTHE CIESNEIL
R N FRBEAESEMNARS. X MNHHEUEEE, LR, WFMaya Melf
EHRELIR ERBE SITENDOIMaya R # T W MABIRIFREST . CERRS
ITREFFRIRIRIROI R TIE. BR, IHTEANB -, FEEEF. #8555, 2R, W
RIRERIE, MZaMavatIMe HIRIBERES —¥ T, B TONREEBTH . Maya PR
—HRB2000MESG, FHEAMITTILIZI Maya help P§Mel CommandReference D&
b, BRI, BYABESE, SBZEHRUUT . RENETR20EMLERHEFH+4H
89?7 B BERITARRRBZ TEHET, HLHBT0OL, AATARSEERET. L
REF¥IMeIIASE, BT ¥ I TR B X BOABHET . EXA LR, 285X,
RO, MRBEIIASIRIE, SMBIANRE, ZREIMT —NAE, 7£:85TENSR
T RIFIBZREEEMe . BHRMEBF B ABDIIMel HASREFERNBHOE



HA—Mayaé )

B, HAEEHR2PX, KR—ELEEE. SREARPRE T EPAERMALIEBNYT, AT
RRBIWREEIENEE EBECHA, IRHSHENC . EBTLUDIRE KIS, WRIREFRIE
BPHAENHEESEBIONT, FRBENBSECHEAL, BAIMRBIUBCEMel X T,
BABTK BLAVBFHFER: ‘KEFEAN, SEZABYE, 9BBHB4". £E2
FERN, WEKLRIAD—TEERERD? FAABEFILEREENTR, AAOILLE
EMel, AEXFHEFE!

XMaya B TROAHFE , Maya 29 R K1HK15369. DeformBBIBITNEETTLAE
BEDER, EETERBUVIDEH, MENIAYTIIUASHBIESESTHEMMA. X
XiAMayafIIDRER DX, APBTFXFHIEARRE, FATEEHIDNHE, (INT
16TED, KR EBPHNNRREBEMEN, Ai8EFTERELED, SFERIMAERT R
R, EEEEMRED, BESRHELNBXNE. B, ABNHN RSN, o
PURIBNB RO EIEESDIENXF.

RI-REBRPNZ, BT HEURBENAR, SBRISRM R ERNERAE,
STHLAKMaya MentalRay89SERB ARG EDEEE HIREMay oS R8I (T )N (E
ER) PERBIRE. RU2INEB BB 5EENENRARSNBH ERES518EH
%

B2 . EREENE-ESHEARBHEABEL S UDEDE, BRENTRABES
BRHEIIS IR A BNBENRUL EEY IMES ERHBNTARAESSRUBRBA,
BIRENNEERY, HEEEBHAEZEFHANTR, SABEEREN=SHBEBHEDRS
ER. AEARRBUEZIRLEBR, BERINBARE, ‘R2TERIL”, FR2ATSAE
IE.

N ER
FRBEHRE b
2004 6 B



ATER s

A& &I

$15 ZHRERRBREZ

NBITEN B FDERRARBENKBIIE, MEE DT UM S ERY RO EBN SRR TH#

25 Maya BRMIEXBRSBRER
FEXERREHAMayaE RS EPRINELOH. 8
BORER. 5. iEHiE, BEABLRNRBETTE
AT, FHBRRZE — — Bl

% 3% Moy BRHRH
AEFTE2WMaya Render Global Settingsig%
BT TIEBOR, AT EIKERIDAEE

4% (R Maya (RIS R
FEHREEBMayait (TERTEPNEATS
EUR FHREMRIT, T UM PH B R EARS
BRN RO IERVIRIS TS




[ BIXEA—Mayatb BRERERE (L)

# 5F Maya &
ZHPENETIEESR - HHRAR - RLIRE
MBF ARG . KR EBERBICONF SR,
BARERRHMEERNB. AZRHTIONNSRL
SR B F R ERERRIS.

RIS R |

5 65 Maya FEfER

MayapyBH RO TIBTHR 3L . X FBHNBB LSS

RATA, K8 M UGH TN 2, B SEEE

BB R RO BRI ot

FTE XBER

XEEREMayal— KRS, Bk TMayaxF
MEHE XREBRERUR SR FBAVRESHE
HNES. XELARRIENS X HMayaE S g
HITTRE RAENFED

3] ]

Renderman
25 54%

%8 Maya ShRiESL -

EEHASMaya I SBBRIEHRTTLBNE.

BIEtHRINRELEMentalrayFIRenderman, NN
WRRAT Maya Man&&E# 0T A 5Maya . "o }
RSEAOMMEA. EFITNVIDIA CaFxi® S
HBRRA, BIECeFxiBS WMaya BOHF L . ‘

FOE ERMEEE

May a 341 B2 B 2 P9 BB 5 BX 69, 46 T 60 8 £ LA 4 7
DABE . RSB RORERADTER #4540

Mayait 5% 7 5% ISVSERE Tl =213




ABER RN

$£10%E g

Mayafy 42 2 1EM RONE B AM 8 . ABHK
12 SHSEH S BLURT KNVEM#T T RAEIH
RN RABRLIE SURLTOREBSERRAR,
ANEBT - B HANNBRUMA.

1 E QIER UV AER
UVEIHIS B RS SRR IERN  ASFASHREFE X
UV SN BER#TTE2ENHR. NIRATE
Maya#f]DeepPaint3DPi#TUV B LIFHEEF R IE
55 ZHRAITRTOALUVEBER, BSTSEWHEN
$5175 5% 5 KRB ROIBIMERIS .

g128 FAIATR

TAY SSMaya M EOIEERE, 88
BINBERREMaya @AM FRER
AR WREREBTILTATR, #
BYTFERSEET Maya HAOBRE
B ASEREANMaya PP TAT R
#ETLEBRAGN . ASEREE

$13% MREARAK

E=4%DEHEEELHEPUDTERMaya
NHRBEXSENEOE . XENBH
ABAF WEHAPRAEHONEL. =
BRE. RIER . KARFRIESM
R A # T T HEREIER




e HREA—Mayab BERBREE (L)

F14E MOMEA i
Normal Maps&4 6@ 5
RO UERBERR LS
RUEBHEERENUE,
NEBEZEN+HEigsH
MO TIERE, KSi¥4M

‘& AR EREREE

2N

WRTE—%#EER v gy
A BB B2 b oy
), IR A7 5 3 B —a
STAEESANLEN -‘
> F158 RREHSRMN
RIS
RERBRITHR(FHISHB)

JLARBMMRINES KE . o8
B RREEBEEM R, AE5SE
ROEBMNE, BETADE
BRHROERS I B IEHH
REXM. ABEAFITIEEBDG
H—MEFISEAUKZ AR, 22
@it Maya BEMZRIN SR
SRELIN, REBEHE 1L BF0 &
PRIFITE T A M B A ST
B3SHE,

Y U

-
’
) 3

$ 168 XFNPRIERMITiL

NPRIERMBHZAMIHRNFB =S RUER L " R LB HROBA, KERLIEMay ai B LIKROERE,
HESHRMRHURBHEZRSHSHN " S FLNE,




I SR BRI E . o e 1
1 B B R R o 1
12 T BT o i 1
1 R BRI R . i e 3
1o B I . . i i 4
B 2E Maya BRI EBIRBEAR .. o e e 6
2 A A B B B R, ... o i 6
2. BE B B R B . it 7
2.2 NHBROOE .......... A 11
2 R RGP .. o 1
2.2 RYE R BPALBIR I B R . . 12
2.2, 2 M BRI B . ... . . 13
2.2.2.1 R DB A IR . 14
2.2.2.2 B3 R DT R EME . .. e e 18
PRI = Sy - 21
2.3 B G RIE R . 23
3 Maya B .. 31
3.1 Image File OutpUt (BRI ) ... 33
3.2 Resolution( B R ) ... 36
3.3 Render Options(BMBREIA) . ... .. ..o 38
3.4 Anti-aliasing Quality(BRIBERE) . ......... ... 38
3.5 Field Options(MMBIBIEE) . ... .. oo 41
3.6 Raytracing Quality (EBEEIRE) ... ..ot 43
3.7 Motion BlurGERIMERA) . ... . o, A4
3.8 Render Options(RIFERGEI) ... ... i 45
3.8 Memory and Performance Options(PABERIMBERT) ................................. 47
3.10 IPR Options(R B BRIETT) ...ttt 49
3.11 Render Layer/Pass Control(GBRE /RS ................. ... ......... 49
3.12 Paint Effects Rendering Options(EHBBRGET) .........ooooiiiiniinen . 50
AR ERAMaya BRI AR .ot 52
4.1 REMaya R E R S . o 52
A R R 52
41 2 BB 52
4.1.2.1 BRYE XHAPoint Light®IBBABAE .. o 53
VIRPEE 1y x5 A R 54




A— ab
4.1.4 (FRRIEEHERE .......... N 5
L B 1=~ 17 N RO 55
A1 B BB BREE . i 56
L I A 1T~ 1 5
PRI 1 S e 56
4.1.8.1 BYE IEENURBSYEREOIZLENBER ... ...-..ooevei i 57
4.1.8.2 HIEAEF SEIRETERIER ...ttt e 61
A O BB T TR e 89
4.1.01 BMEBRRE BERBOTOIE ... ....89
4.1.9.2 BIE PHEEEXESDEMBOTOIEXH ... 79
A2 ENFEIERY . e e 81
4.2 (F5E— ) HBIRIERY . e 82
4.2, 2 (R S TR B .. i e 82
4.2, 2.1 BE B T AR R .. e 83
PRVRCING 557 S0 R 1 A 4 - 3 1 T 85
4.3 1RHEImE ... A 85
4.3 B R R IR .. . 85
4.3.2 AR AIBRETEEN. .. 95
B R Maya BB T . e 101
B B R . 101
CIRIRIE 3 315w 1t S 101
S B T I B . 102
5.1.3 IR BEEDBMBR ... 103
5.1.4 BIE BEREBRFEEBEEDBRIEE ... 105
5.1.5 B KT IRE T i 107
5.1.6 BIE ATHRMTEOBA ... T 110
B BB I .o o i 111
52 BRI ... 112
522 (EBIEREN ... e e 112
5. 2. 33BN .. . 113
5.2.4 BoIiEMSH ...................... e 114
5.3 RUBIER . ... s e e 115
O Maya B B . . it 118
6.1 Hardware Render Buffer(&FBARIBR) .. ... ... .. i 118
6.1.1 R{E . @BAHardware Render Bufferi@BBIT .. ... 0t 118
8.1, 2 RIE NURB SR R o .. ..o it ittt e 121
B.1. 3 BRI B BRI . 124
8.1.4 BxD BB B T Ry ... 132
6.2 BT RO e ... . . 135
AN S5 -3 i 135
2




6.0 BRI I ... .. i 136
6.3.1 BRIE ADTEMAERMBIMI ... o e 136
6.4 BB R B . ... e et 138
6.4.1 RIF IR B ... o 138
I S ) (2P 140
7.1 KD BEMayaRI B .. 140
BB Maya dh B B .. ottt e e 151
. BRI . 151
8.2 RendermanfMental Ray .............. PPN 181
B BRI RS ... . e ettt 154
8.4 MayalPBoReNderman ... ....iit ettt e e e e i aaeaas 156
8.4.1 &3 . fEMayaPfEAARenderman B ... .. e e 158
8.5 NVIDIA CeFxiHBRSI® .................. e 167
8.5.1 BR{E . EMaya®RIRANVIDIA CBFX ........oviiiiiiiiinine. .. e . 168
8.5.2 &3 :FANVIDIA CeFxERMERMERIE . ... e 172
8.5.3 HIIRrE R MM B R . 177
8.5.4 BF BRI . ..o e e e e 179
BOM ERAMEBR. ... e 181
0.1 AR S . .. e e e 181
0.2 BB S R .. o e e 184
1 I B R T 41 7T 2 < P 185
§.2.2 Blinn_Phong_ Phong EFJANnisotropic®B Ml ............ot e 188
9.2.2.1 B M RABIME B K o 189
9.2.3 Shading Map Surface Shaderf]Use Background¥®g......................... 193
9.2.3.1 B{E :#HShading Mapf)Surface ShaderAFRALSER ... ... 193
B < . 195
0 EE TE ... ittt 196
10,1 DB E DI ... i 196
10,2 TR .o i 198
10.2.1 Env BallB R i .. ... o e e e e 199
10.2.2 Env Chrome Rl d . ... i e 200
10.2.3 Env Cube R ... ... i 200
10.2.4 Env Sphere Il .. ...t 201
10.2.8 BNV SKY Lttt e e 202
10.2.5.1 453 :Env Sky IR AIE B .. ... ittt e e 205
10,8 BB B T . ... it e e 208
10.3.1 %3 . RRIFOWREASEBELGIR ... ... 213
10,4 BB R S T I ... it 217




10.4.1 & :RIBRampIE BB ER MBI .. ... e 218

10.4.2 %3 : TEMava PRI BIPhotoShoD STHF . .o e e 224
10.5 MIBRP BB ST I O R ... . i e 228
10.5.1 G5 BRSO . oo e 228
10.8 ExpressionBiAm BB B .. it e e e e 231
10.6.1 G : BB AR R IR DI oottt 231
B QIBRIUV AR ittt i e e e e 241
P11 BB RRUV it 241
11,2 UV IR . i e 243
M2 A UVARIIGR . .o TR 243
11.2.2 UVEREBBIBE BRI . ..ottt e 243
T2 3UVIREERS ... ... e e 244
11.2.3.1 FEME ... TR 244
11,2, 3. 2 BB IR G . i 246
1M.2.3. 3RS ... e T 247
11.2.4 AUV Texture EitOrB MUV ... ... .. o ittt 248
11.2.4.1 UVSBNEROIBABRIOSEER .. .. o e 248
1.2.4. 2 BORBE ST MBI RN .. 249

L T N B o = 251
11,2, 4.4 BYE MBUV A 254
11.2.4.5 BVE BREBUV BB . .. 256
11.3 SubdivisionBAEOUVERE ... ... U .. 257
.4 DBYEWE(UV Sets®WBA) .............. e e 258
1.4.1 SBUREBUV Sets oo TSR 259
17,4, 2 BUBBUV Sets oot iiis c 260
11.4.3 UV SetslMB SRR .. o i 260
1M.4.4 0V Sets®BRE . ............................. e e 261
1.6 BRI UV IR R G .. . e 262
T8 B B - .o it e 263
11.6.1 BAS30 Paint Tool TARRHMAEMayaPERL ...... .o e 263
11.6.1.1 1RE BAA3D Paint ToolT B .o oottt 263
11.6.2 Z20e6p Paint QDB L .. oo vt vt e e e e 265
11.6.2.1 BVE . EDeepPaint DM T I BT .. - oo oo e 268
LT R BE R I B R ... 271
7.1 B B ER BB . ... . 271
B2 BB T R it 293
12.1 General Utility (BB L A T mE) .. oot e e e e e e e 203
12.1.1 Array Mapper(EBEBIB TR ) - 203
12.1.7.7 184E :Array Mapper BB G R .. oo 294
12.1.2 Bump 2d/Bump 3 ZHTZHMOTATM) oo iiiiiiae i iiennnns 205




12.1.2.1 HBVE . B MEIRMBUMDERND ... 206
12.1.2.2 BYE TRIBEIRBSBUMDEES . .. oo 208
12.1.3 Clear Coat(EBHBREITARATR) ..o T 209
12.1.4 Condition( REERIME TR AR) o0 et eee et 300
12.1.8.1 BYVE BIVETREAIER - oo 301
12.1.5 DistanceBetween( RMBIBBM T AT A ..o vveent it aar s 302
12.1.5.1 43 SREMEOICIRBIEBA .. 303
12.1.5.2 43 SFREM RIS BB .. ... 308
12.1.5.3 53 FEHANIBIRBIBC .. ot 308
12.1.6 Height Field(BEBEIBE T ATIAR) oo vvirrnreanae et iaaaaerinea e 310
12.1.7 Light INTo (YT M T R B ) ittt et et et 311
12.1.8 Set Range (BB T AT ) - ittt ii it iaiaiiiar it saataaanaannns 312
12.1.8.1 BYF ARIETE BRI OUMPIEE . ... e 312
12.1.9 MUILIPIY Divide (TBRR B T B P AR ) « v i vt rvercen et e e r e aeaas 315
12.1.10 +/—-Average(plusMinusAverage IMIIFETRATR) - ..ooov e 315
12.1.11 Reverse (BB LR T A oottt ettt ettt 316
12.1.12 Sampler INTO(ERREET R TIAT) ..ottt ca et 316
12.1.13 UV Chooser (FBUV IR M) o vnirreimetena i snareanianneiiaens s 319
12.1.13.1 BE BEBUVChooserBITIPIIIE oo v 319
12.1.14 Vector product{ R BRI LRI AR) - oo oie it i i 321
12.2 Color Utility (B I R 3 ) ot v et e ettt e et 323
12.2.1 Blend Colors(BIEBBEB ITATIRL) - . c ettt 323
12.2.2 Clamp(MIEEIATR) ... oo i 324
12.2.3 Contrast( B T R I mR) -ttt ittt a e i e 324
12.2.3.1 B¥E  SiPhotoshop PN “BE / HILE"HEE ... ... 324
12.2.4 Gamma Correct(M BB IE TR AT - ovi vttt iiaa 327
12.2.5 Hsv To Regb/Rgb To Hev(BEEBRTATR) .........cooo v 327
12.2.6 Remap Color / Remap Hsv(BIBIEBTARATMR) ... ..o 328
12.2.6.1 1RYE (B EIOBIE TR T R .. oo ir ettt iaa e 328
12.2.7 Remap Value (T IBMIB T BB ) o vt ittt ittt 330
12.2.7.1 RYE FMRemap ValuePTROMIIML ... ... 331
12.2.8 Luminance (MR TR TR ... oo 333
12.2.0 SurfaceLuminance(RBRE LA RR) - .ot iia i 334
12.3 Switch Utility (H T R B B o oottt ittt et e e e 334
138 MERABIAR .. 335
SRIRE 3 26 AUh::t -, AP 335
13,11 BRVE BB AITE . oot 337
13.1.2 BIZRRRPE (IO i 341
SKIPI 215 C oL 22 I R 343
13.2.1 &3  BERFEUERIEaRASOIEE .. . 345
13.2.0 BIAIRIE BB TR . . o it 348




N orcn 1 Mayas aRsrNN (L)

13, 3 BT o ot 348
18,3, BRYE (BRI . e 350
1.8 JB R R R B I B ... i 351
13.4.1 %3 FARaytrace KABERRBEE A S oo 351
R Tk T: ] : 364
141 BBYE IR R M .. o i e 364
14.2 B3 BRI R R A 366
14.8 BT (R R B et e 374
14 .4 IRYE B R E R BIIE A .. .. it it e e e 384
I R REREB RN R ERI ... 387
BT BREREBE .. N 387
15.1.1 BYE : Transiucence B O MIR .. . it ettt et e et 387
15.1.2 BYE . EERASUbSUrfllumSEMEHANER . ... o i 304
15,2 IS W BRI B I S I . ottt 305
15.2.1 &3  XMISHURNDS BB —RIBREEMHMBE ............ ..o 306
15.2.2 &S R EEBEIBISTIR  ooooee 400
B KEENPRBIBRAIIT I .. it 410
16,1 BB . o 410
16.1.7 %3  BEBNEBERR ... I e 410
16.1.2 B BhERE R BB R BB .. a7
16.2 Tomcat Cartoon Shaderi Bl ....covvr ittt it i et et it taranirinennrrnans 422
16.2.1 BYE . IAIRTomeat Cartoon Shader ... ...u.vuuir s eree et enennnns 424
16.2.2 &3 5B Tomcat Cartoon Shader!S@PBMWB/NIE ... ..o .. 429




B1E
=HBRH PR EREE

11 STEYERERRAR

THEAEIER AR B # AL T — 0@ R BR O & S
PRy = 4 2 5K 4 2y R T 3 9 4 B LA B I B A T
S A — 2 M, S A E A P R Y A EE AL B AU N = 4 5
PR R R E, T L R ER AN EERY LTS M RSN E S CrER
38 oA A TR e 20 UM & B BRI R, X R & AR BB R i TR U B 5 b
e B4 B R B B A S AR TR T B SRR S R B 0 R RS K ENTE
PR E R RS . O ES ., il Mentalray, FinalRender, Brazil, % Pixar [
Renderman#fA BMRT% + & F4 F 57 B ERBARINZESF RS I ERAC
PSR R B R, B BCIBL ., HDRI, FinalGathering 4 5 fill &5 2% i T8 e 5 AR th B sz i 4 e
TR T RS EEMEEE A, LR LR ERRR AR AR E B AT AT AR 2l
R H R ES NI, RGOS EER =M - ATHEM O RENDGRE
ik,

1.2 {TRME*.

FHMEERERFREE LOERLHEE. £90 3D Studio Ml 3ds max PAK Pixar
RendermanfyReyes&b @ T UAIT 1148 B vk R B Rt f0 TE Ye 88, 3 & M Zbuffer Bk sl 2 17 14
MM & &1, AT B R B R A, BRE —E MR BIT o RRE, 5, 4%
%8 PR RS B BV R BRI 7 AT R 5 B R, E L LR, RS AL
Ry R FERE . OZBEEE, ME L. 28R ; @ F VR SR ALE T e
Bl PN ) Ak B — SRRE SO BB £ £ B BHR . R X 265 B TR AR R, TR AT 8L J7 1l B xd
R B8 Z RIS S T i, SR 5 AR 8 738 8 P S Bkt ) a7 30T 01 A KT O U O i B A
g E BT RFEERER L, ME L3R,

B FATHE R R B R R 2 SR A0 B, B DA F At S VA EE T SR AR
St/AMBZ, WAER G RO, BFHRER. EY 18640 * 48019 & fr, H &4
EBHINTE = 640 x 480 x F iz i x 5 (RGBAZ LiMiliHE).,




FXEA—Mayat BRERSE (L)

BT 1 T Bk i SO B 7

EITHERE

FIT.2 435 Wik 7 i i [ 1%

F1.3 HREETHEEEEER L




