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1—15  Hardware Texturing/& M E1k

RERRE




’_v_l 2D Textures

| & Nommal
| " As projection
| As stencil

E Buige 3: Checker

i
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P nterven | R Foca
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@ Move n Noise
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|
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1—16 2D Texturesffizk

E1-17 ZHEBM=HEUENRE AR ER

| ~|2D Textures
& Nomal

" As Projection

" As Stencil

E1-18 2D TexturestI=FAREMFEAF T

BE1-19 #2EE FANormal F R 1L E A3 R

6. Enum (4£#} enumerated, 5I|24JE 5K .
AT A Bl —N T HI3E 5, W] LAYE Enum Names
(FIZFR) TERMENFFEENLR, W
Green, Blue, Red £,

Numeric Attribute Properties ; 7] DA% A 5
KRIE., B/ME. KEGAE, WRRE AL
B, FANHERRELFERTLS,

1.3 Zrens kR

AR Textures (S3E) KRN FHE
%, ERTEHNERMER, LAKRENE—
F Textures (Z03H) #RAWRLERPA, DA K &l
KR AR,

Textures f) 77 K /NG, B 56k N4
EAILEFE, RITEFIREIEHS, 4T
JF 2D Textures 3£, #NE 1-16 ffR,
ERRIELAEE N E HEME RS
=YL, B B R R Y B
PEARRR I, RITTARESWEHE
TMMARFEZAL, W 1-17 ZE@FT R Y
KA "G4S, FElh 0T A B & i Hr
15 AP 1-17 A B TR R i U =4
B, FEBRCACMARRE T IER IS, 52
EREEE.

£ Maya B 2D Textures (" Zk4ri) 4
=R R, 552 Normal (%),
As Projection (#8#773%) Al As Stencil (Ff
&), e 1-18 FriR,

Normal (IE#) : 1E & 77 2 G B3k 52 LA
BAE B UV (Y8 4070 ok s SO R 58
6], WA 1-19 R, BRI Normal 77
AN E R

As Projection (£EH ) . ISE R
FE=HERE DB —SEYE, XA
PIRRREMER TR, KD, (B, &
B A AR B FE Y. BBRE. HG%




8%, WE 1-20 iR,

& 1-21 fif7s, As Projection i [&
B =F AR 7 XEY & LR %
ROR

As Stencil (Fr&H) : MHET R
MBIEYE BN E—MRsE—RE, 3N
T — Stencil 7 5% [T KXt & ik
FIxtis, HEEEHRAE,

3D Textures K Z Hfff F HLRE TR 2,
H R & RN B SRR A
RAMZE. KHE, KR¥EA. AKEL
PR, WE 1-22 FR,

3D Textures 5 [& 7 4 SR TG
WM EZ E AR, BN REIE R

R EET . ZIH IR BOR,

A TRAE 5 T B9 S AT B VR

:
s

Environment Textures X4

TR R R MU S NS E RS . 4>A Env Ball,

Env Cube f1 Env Sphere =Fh$ 525 &
#73X, T Env Chrome, Env Sky J& &%t
BRI PRSI, A 1-23 BiR,

Other Textures &Kk H 3% —Fpbf
Jii Layered Texture, {HA[E—fhIE# s
RSEHR G, WK 1-24 FiR,

Layered Texture A] DAY K 22 F 4 H
TR AR E AR RS, mH,

EATTE AT AT ] Add, Subtract,

Multiply Z5E#:4f , F1 Photoshop fi%) & Z %k
AL, EAE, SRS AR G1E
FIEME SR, WhFEE SRR,

1.4 Render Globals J&:

Render Globals 2 F & %18 4y J@ o

E1-20 =FFRRK/ELHAR

E1-21 =MARRETREDELNBRRRLLR

~|3D Textures

Brownian Cloud
|

. Crater \. Fluid Texture 3D

f - Granite . Leather

%
‘ Marble . Rock

! Show w Solid Fractal
s

. Stucco . Volume Noise

E1-22 3D Texturesﬁ'ﬂé

Lﬂ Envimnmenl Textures

o Env Ball . Env Chrome
. Env Cube n Env Sky
; - Env Sphere

E1—23 Environment Textures & 5304 E Fhk

FE—F Mayat R GE LT A S

o

L

1

JITTTT Tol=
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_~|Other Textures

: Layered Texture

E1-24 Other TexturesHLayered TextureZS{I2

M Render Settings

Edit Presets Help

’ Render Using l Maya Software vI

Common I Maya Software |

File Name: untitled.iff

Image Size: 640 x 480 (8.9 x 6.7 inches 72 pixels/inch )

Path: C:/Documents and Settings/1/My Documents/maya/projects/default.

;l Image File Output

File Name Prefix I[not set; using filename)
Frame/Animation Ext | name.ext (Single Frame) _::I
5 Image Format | Maya IFF (if) ~|

3y Frame J00
Frame Padding |1

Camera Ipetsp VI

[V RGB Channel (Color)

[V Alpha Channel (Mask)

[ Depth Channel (Z Depth)
_J Custom Filename Extension

™ Use Custom Extension:

‘i Extension I

Renumber Frames

Image Size

Render Options

Close

E1-25 Render Settings/BM & O

Frame/Animation Ext | name.ext (Single Frame) ﬂ

name [Single Frame]

Image Format

Start Frame

End Frame

name. . ext

hame. ext. i
name. #

namel. ext
name_#.ext

narne (Mulh Frame]

By Frame

Frame Padding

Camera | arne ext (Multi Frame)

E1-26 #HBERHIXHENERRFSHSEAR

(’?)ﬁ FRELBESRREADE . BB BB Mayak &R S0

HITREMER, FIME—EBAHF
TRRHERERE, X—THAEREN
FEPLFHFEMEREONFER, &
## 3£ B Windows > Rendering Editors >
Render Settings (& 1 > E4E 1 > H Y

. WSE) 4, FTIF Render Settings J&

B, @ 1-25 iR,

1£ Render Settings J& M4 B4 HH
REH|RE : Common (A EM) M
Maya Software (TEJ#RiEFEEME) . KA
Je/r4 Common (FHEME) H—&S
HE, ERAREH&FMERISHE
B,

Image File Output &2 f 3k Xt H 1y
R ECE A SO, IR DAY
HBE, HATFILE

File Name Prefix (SC{4F&ZBI%%) ——
IR EER SR . K55
BEAT LB T e B B T B SO AT A
BEAKRE, BTHENEANHHE
N

Frame/Animation Ext ( 4§ #4 / 3}
H) — R ERRE Y SR 4R K
FEmaE TR, REThERS#E
A HI T RIIR, WA 1-26 FiR,

Image Format (E#A%0) : k%
BEEPEXAHOER, SETHERSMN
HZ Fh Maya [ERAE B #ERFIE, W
1-27 fi7R,

Maya BEVE 3 V35 6 F O 46 K %
HEBIER, BB N BB S AR
EZHERE, LikHE AVI (avi) Tinf,
BER B TE S SRS S YR, 0
A 1-28 froR,

Start Frame (FF46W1) : #& 3hiE &
Bt AR 2 DA 4 — WA TR O



