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W, BATRIA Fluid Effects Sk 81E 3R K I RUFIHE B,

(1) #EFEFEHFIluid Effects>Ocean>Create Ocean 4>, BETACHFERAY Lt Maya
[l 8 E T —4> OceanShader1 RU#EFEM R /4, #niE 1-2 FioR,

e Croste gk - Tty RUh

1-2
(2) 7EOutliner Fi#tH, ##FoceanPlanel i ps, i FAY Ctrl+A 8, #MHHR
PEXHEHE, 7E Transform Attributes 35 @ £:H 4 Translate [H %4 0.000 . —13.354 |
0.000 , $4 Scale {Hif% 4 756.822 . 756.822 . 756.822 , i 1-3 e
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(3) EFEFEMFluid Effects>Ocean>Add Preview Plane fiy4, Sl&— /Mg
241}y, 7F Shaded Display Mode (PFA#ZE.~#5X) T H Displacement (&) Biril
FEBRRCEN R, FTLAGRAR EE MR ARy, XA R e RS A A E g, Rl
B Ctrl+A g, s EMAEHE, %8 Transforml 5 /4, 7E Transform Attributes
% AL b Scale [H 1A% 24 330.232 , 1.000 , 330.232, #nfE 1-4 Fios,

(4) 1EJEH:3iEHE o % #F oceanPreviewPlanel i /5., $# Resolution{E A% 4 33, A
>k Displacement 1t A%, (G A EidtiTIA%, 4 Height Scale [HiA%%
0.800 , #Znf& 1-5 Fi7R,

E1-4 E1-5
(5) #%FEFEH Fluid Effects>Create 3D Container #y4>, Gl —/~3D &%, #atft

R Ctrl+A &, 3 BMHEHE, 78 Transform Attributes % @£ Translate & iR
#40.000 . —2.912 . 0.000 , ¥ Scale {E %4 23.530 , 23.530 , 23.530 , 4kl 1-6 i

(6) 7EJRPERHEHEH%#E fluidShapel ¥ /5, #f Resolution {E A% 30, 3. 30, ¥
Size Ji% % 20.000 . 2.000 . 20.000 ; 7£ Contents Method #; &% Density % 4 Off
(zero) #3X,, ¥ Velocity %4 Off (zero) #X, A 1-7 Firr.
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7£ Display # @R, 3% Numeric Display i Off #5X, 4ni& 1-8 FizrR.

7£ Shading % J@k:rh , #% Transparency ) RGB [HiH%4 0.545 | 0.545 . 0.545 , ¥
Dropoff Shape ifi% % Sphere #3;, ## Edge Dropoff [ %> 0.078 , #nk 1-9 s,

1-8 E1-9

{E Color T4 RAL iy Ramp LSy 8 ks, MZEEAKKA: RGBEA0.612,
0.667 . 0.678 , Selected Position 2% 0.000 ; RGB {&40.769 . 0.749 . 0.694 , Selected
Position % 0.207 ; RGB &% 0.808 . 0.573 . 0.231 , Selected Position % 0.479 ; RGB{&
550.510 . 0.318 . 0.039 , Selected Position#0.500; RGB{&40.692 . 0.436 , 0.071 , Se-
lected Position % 0.507 ; RGB{&%0.792 . 0.545 . 0.278 , Selected Position 4 0.657 ;
RGB#40.761 . 0.424 . 0.055 , Selected Position % 0.664 ; RGB{&% 0.757 , 0.667 ,
0.373 , Selected Position 0.950 , Znf& 1-10 Fi7R,

#£ Incandescence T3 &A% i i Ramp LS. 34 xR, MZEZEA KK A: RGBIEA
0.106 .0.137 . 0.188 , Selected Position#0.029; RGB{# 40.051 . 0.086 . 0.110 , Selected
Position %0.257 ; RGB{&0.000 . 0.000 . 0.000 , Selected Position 40.543 , $§Incan—
descence Input %% Center Gradient#i3%;, % Input Bias{EiFH% % -0.587 , fnfE 1-
11 iR

1-10 E1-11

1 Opacity & B Rsrh iy h 25 FE v i Sy S A, HZAEAKIKD « Selected Po-
sitionf& 40.257 ,Selected Valueff#0.000; Selected Position{& 40.550 ,Selected Value
{#24 0.140 ; Selected Position {E % 0.650 , Selected Value {H 4 0.740 ; Selected Posi—
tion{# #40.757 ,Selected Valueff40.860 ; Selected Position{t 41.000 ,Selected Value
{40.900 , # Opacity Inputii#4Y Gradient, 4§ Input Bias{EHiF#4 0.348 , i
1-12 FiR,

£ Shading Quality # &£ ¥ Contrast Tolerance (A% 4 0.020 , #nfE 1-13 B




E1-12 1-13
£ Textures ¥ .4y B /A% Texture Color, Texture Incandescence, Texture
Opacity =48 %4, # Color Tex Gain{HiA#40.951, #Incand Tex Gain{Hi{%
350.447 , ¥ Ratio J§#5{E % 0.777 , ¥ Frequency Ratio{E1H#%3.010 , Frequency {&
JH% 4 6.699 , ik 1-14 Fiir.

7E Texture Origin {9 Z 4 F A diAbrA g, 738 HAYE R hik$E Create New Ex-
pressioncfrd>, Bl —A kR fluidShapel.textureOriginZ=time * .15 , 40 1-15
I

E1-14 E1-15
7F Lighting #J@A2eh, HU*f Real Lights f2)i%, ankE 1-16 P,

(7) 7E Hypershade & F # % i OceanShader! i %, 5 I B HXHEHE, 1£ Ocean
Attributes %Rz, 3% Wind UV {&if%4 -0.500 . —0.500 , 3 Wave Speed {E %
%2.000 , ¥ Num Frequencies {H 4% 20.000 , #f Wave Dir Spread {H A% 4 0.149 ,
¥ Wave Length Min {HiE#% 4 0.200 , 3 Wave Length Max {E 1% 4 80.000 , Nk

1-17 B,
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BT FBaEEA

x| Ocean e
Scale [1.000 ~f iJ
Time [T000 Ll
WindUv [0500 0500 -
WaveSpeed 2000 ————| E‘

Observer Speed [0.000 j—,_]

=] Lighting

™ Self Shadow I Hedware Shadow Num Frequencies [20.000 R e
don Opscty ED— ———f—— | Wave DiSpread [T788— —f—————— &
I RealLighs Wave Length Min [0.200 e —— )
Diectionallight [0500  [0800  Jos00  w% | WavelenghMax [80000 ————fF———
E1-16 E1-17

£ Wave Height F&REFRIMZeE FESL 4T A, RARARKA: Selected
Position {& 4 0.029 , Selected Value{&# 0.070 ; Selected Position{&#0.193 , Selected
Value &4 0.070 ; Selected Position {B4 0.736 , Selected Value {H4 0.070 ; Selected
Position {2 1.000 , Selected Value{f40.120 , zZnf& 1-18 FioR,

£ Wave Turbulence F#&BR:FAIHZEE LS 44T A, BEZLAKRKA: Se-
lected Position {4 0.100 , Selected Value{&% 0.000 ; Selected Position {E4 0.150 ,
Selected Value {4 0.980 ; Selected Position {E 4 0.336 , Selected Value {& % 0.020 ;
Selected Position {& % 0.800 , Selected Value{& 4 1.000 , 574 1 /i /Y Interpolation
# A% h None X, anf 1-19 Fior.

~| Wave Height

E1-18 E1-19

7£ Wave Peaking F-#&RBA:PRIMhZE LR ST A, HAEZRAMKKA: Selected
Position {& % 0.000 , Selected Value{& % 0.500; Selected Position{g40.114 , Selected
Value {& 4 0.640 ; Selected Position {&4 0.329 , Selected Value {&’4 0.420 ; Selected
Position & % 0.657 , Selected Value{& 4 0.240; Selected Position{&# 1.000 , Selected
Value {4 0.320 , % Foam Emission {Hi#%4 0.165, # Foam Threshold {Hif%4
0.675 , ¥4 Foam Offset{& &% 4 0.008 , ¥ Bump Blur{g &% 4 0.050 , Znf& 1-20 fiR,

7 Common Material Attributes#f@#:rH ¥ Water Color #JRGB{HiF%#°40.808 |
0.565 . 0.377 , ¥ Foam Color ®JRGB{Hif% 4 0.867 . 0.867 . 0.836 , H§ Diffuse {E i %
3 0.736 , ¥4 Trough Shadowing {Hif% % 0.628 , ¥4 Translucence {Hif% % 0.301 , #
Translucence Depth {EiE% 4 20.000 , Znk 1-21 B,

~| Common Matesial

<] Wave Pesking """""'- — &
Selected Postion [1.000 Fosm Colo = &
SelectedVakie [0320 o} ——— %
Intepoletion [ Linecar | i . ; 2
Wave Height Offset [0.000 e et ﬂl X W‘W f 1Ca
- Difuse [0.735 '—'——J— -

Foam Emission [0.165 ] st | *0 Tohthataamiocs —_——
Foam Theeshold [0.675 B e E = = ~
— ranshicence oy = -
Foam Offset [0.008 - =1 2
BupBu o050 | | TianskocenceDepth [2000  —————— | 4|

& 1-20 m1-21
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1F Specular Shading ¥ /&R 4% Specularity {H A% 4 0.397 , #§ Eccentricity &
#450.300 , % Specular Color fJRGBHH#%40.263 | 0.294 | 0.392, ¥ Reflectivity {H
%4 0.971 , @k 1-22 Bk,

{£ Environment -4 A2 f Y Ramp L& 64 tbs, HAZEAKKA: RGBIEN
0.008 . 0.020 . 0.043 , Selected Position {E40.036 ; RGB {&40.000 ., 0.000, 0.000,
Selected Position{fi40.207 ; RGB{&40.090 . 0.306 . 0.561 , Selected Position{& #40.
593, RGB{f40.165 . 0.318 , 0.584 , Selected Position {E 4 0.721 ; RGB {4 0.267 .
0.447 . 0.627 , Selected Position{& 4 0.850 ; RGB {E40.314 , 0.439 . 0.514 , Selected
Position {& % 0.979 , 54 =i Interpolation J§¥ 4 Linear #5X, #nk 1-23 fi7R,

4
o

B 1-22 E1-23

BT 2 W0 AR B L S b, R ST AF AR R  BATTRT DA B — 5K
FRREEHAMARNER, mE 1-24 Fror,

10 E1-24
13 #ExPheasdgald

BTk, BIDHASIESG R MEE,

(1) EHBIMEFRTEQILIOOLE . %3 ¥ Create>Cameras>Camera and Aim
&4, Gl —/4 &L, % Cameral _view Y Translate{E A% 4 6.161 | 2.636 | 16.411,
¥ Cameral { Translate [HiE% % —107.173 | 26.256 . 130.287 , ¥ Rotate EHiA%A
-11.921 .—45.426 .—0.774 ,
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(2) #:T3k, {# FPolygons #7548 37 LA Y B A A& AL S ALRYIE &
R (A SAVREARE R, SAbig2:), R Eh AT R THELIAM R, 7€
SIS AR, R ANE 1-25 BUR,

B 1-25

(3) BUE, BERE =ABRAAES (X485 R9iRAn , FIHZhENSE R %

kL), BRI RIEIRER H T Polygons Etd 5%k, B 1-26, B 1-27, & 1-28 fs
A=A R RTCR AR ERALE .,

1

& 1-26



