Alias Studio Tools Exercisell

1. Insert Light

We must insert some lights before rendering.
Click: Menu Bar—Windows—Multi-lister—Lights
In All Light dialog: Edit—=New Lights

Fila Edit List Delete Shading File: Edit List Delete Shading
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< Insert light >

< Inserted light >

We activate only body layer.
Default type of light is Point light. Adjust the intensity.



™ All Lights

File: Edit List Delate Shading
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™ Light
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+ Active Effects

& Common Parameters

Calor |

+ |

Inkensity | @@ |_

Ezxclusive Link
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OFF

Light Radius |

+ Paint Parameters

Loo0 |

< Adjust the intensity >

Move the position of light using ‘pick object’ and ‘move’ in palette.

< Move the position of light >

Now, Render it.

Click: Menu Bar—Render—Direct Render

< First render >




Adjust the mesh tolerance.
Click: Menu Bar—Render—Globals

Modify the mesh tolerance to the least number.

™ Render Globals

Render aLL
Animation
Glabal Quality Lewvel MEDIUM

% Global Quality Parameters { mid )

Revert ko w9,0 Tessellabor

Mesh Talerance {cm) d o.oo01o0

— Displacement Detail | 10

4 Anti-aliasing Levels

Minirnurm | ]
Mazxirnum | 4 |_
Threshald | 0,700 |
Jitker |
Pt
=] Reduced Samples

< Mesh Tolerance >

Re-Render it.

< After modified >

2. Make Shader
Now create some shaders.
Click: Menu Bar—>Windows— Multi-lister—Shader
In Shaders dialog: Edit—=New Shader
Double Click the name tap and modify it to ‘body’.



™ Shaders ™ Shaders

Environment DefaultShader @

Environment DefaultShader

File: List Delete Shading File Edit List Delete Shading
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< Create new shader >

Now double click the body icon. Then a dialog appears. Modify some properties.
S tous BEE

Shader Name | body

Shading Madel — Shadlng MOdQl: BLINN

% Blinn Shading Parameters

DiFFusel @_0_1_2) |
Specular ’—Cﬁli T Map ... . .
spec. Roloff [ @S5> | | - Diffuse: 0.012
Eccentricity . 7_ = Specular: llght gray

Reflectivity Map ..,
Reflection | ( not mapped ) | Map ... - Spec- ROHOff: 0550

Rofl. Bockard __ oM o - Eccentricity: 0.600

% Comman Shader Parameters

Color T e - Reflectivity: 0.000
Incandescence n Map ...
Transparency Map ...

% Special EFfects > Colol": black
Bump | { mot mapped ) | Map ...
Displacement | { ot mapped ) | Map ...
Shading Map T Map..
Translucence | oo

Transl, Depth [ o500 |

Opacity Depth [ 0,000

Use Back Color on OFF

Matte Transp, | 0,000
+ Glow

+ Raytrace Parameters

%‘ + Hidden Line Rendering Parameters
=

< Modify properties >

Click: Map button beside the Shading Map
Click: Ramp



= body B

3 Texture Procedures

% Surface

H-

ﬁ Checker

N,

-
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% Special EFfects + Environments
Eumnp | { not mapped | Map ... + Solid
Displacement | { not mapped ) | Map ... % + Texturable Yalues
shading ep D)
, Erowse
Translucence | 0.000

< Choose ramp map >

™ Bampi#2 EJ@

- Name [ pampaz oM OFF

% Ramp Texture Parameters
Ramp Type W RAMP
Interpolation LINEAR._R.AMP

o

@.

Fosition | 0.000

Ramp Calor

Uwave | 0,000

vwave | 0.000

Moise | 0.000

% MoseFreq, [ o500 |

< Change Ramp Color >

To change the color of each bar, select a bar with round handle and change the color of it
using Ramp Color tap. To add new color bar, click inside the color box. To delete a color
bar, click [X] handle beside it. Make the color that you want with changing and dragging

some color bars.



™ Ramp#2 EI@@
- Name Ramp#2 ON OFF

% Ramp Texture Parameters

Rarp Type W RANP
Interpolation LIMEAR_RAMP

*—

Position ,W,— _
= Ramp Color ’T ,7 [
UWave 0.000
¥ Wave ’W

Hoise ’W
§| Moise Freq. ’W,— —

< color changed >

body

< Shader Icon >

In shader icon, the triangle on the upper right side is the tap to set the resolution of the

shader. Set the resolution highest. The arrow on the lower side can show and hide some

sub properties like Ramp map.

Now, Assign it to the surfaces. Select body surfaces with ‘Pick Object’ function. Then

Shading—Assign Shader in Shaders dialog.

™ Shaders

Environment DefaultShader

Fils Edi List Delete
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< Assign Shader >

Direct Render.

< Shader >

3. Highlight Effect
In Shaders dialog: Edit—=New Shader, then change the name to bodyl.

Modify some properties.

™ body1 @@
Shader Marme 'T
Shading Maodel BLIMNMN _ Shadll’lg Model BLINN
% Blinn shading Parameters
Diffuse .
Specular @ Map ...
spec. rolott [ @S> | - Diffuse: 1.000
Eccentricity ‘ ) .
Reefleckivity ’_ Map . - SpeCUIar' Whlte
" || - Spec. Rolloff: 0.000
Refl, Backand O OFF . .
% Common Shadsr Parameters - Eccentriclty 0.025
Color g Map ... _
Incandescence Map ... - ReﬂeCthlty: 0.320
Transparency @ Map ...
% special EFfects
oo [ Gmmmt - | | = Color: black
Displacement Map ...
snadng e I Map .. - Transparency: to the right end
Translucence ,W
Transl, Depth 'W’—
Opacity Depth ,W
Use Back Colar oN OFF

Matte Transp, 0.000

Glow

Raytrace Parameters

<l |
* + &

Hidden Line Rendeting Parameters

< body1 shader properties >

Then select all surfaces and Shading—Layer Shaders in Shaders dialog.
Assign shader is default shader, and Layer Shaders are additional sub shaders for some

special effects.



< Sharp highlight >

Make the highlight a bit smooth.
Add new shader named ‘body2’ and modify the properties of it.

Shader Mame | body2

Shading Model BLIMNM e Shadlng Model: BLINN

% Blinn Shading Parameters

Diffuse | CP_D_DE) |

ocer | €2 5 - Diffuse: 0.000
Spec. Rolloff ’— [ ;
Eccentricity | @ l_ - Specular: Whlte
Reflectivity | @_3_09) l_ Map .., .
Reflection | ( not mapped } | Map ... Spec' ROHOff' 0'600
ket | o oFF - Eccentricity: 0.340
% Common Shader Parameters L.
Color T e - Reflectivity: 0.300
Incandescence Map ...
Transparency @ Map ..,
% Special Effects - COIOI": blaCt
Burnp | { not mapped ) | Map ... . .
Displacement | { not mapped ) | Map ... - Transparency- to the rlght end
Shading Map Map ...
Translucence | 0.000 [

Transl. Depth | 0.500 |—

Opacity Depth | 0,000

Use Back Color N OFF

Matte Transp, | 0,000
+ Glow

|+ Raytrace Parameters

%I + Hidden Line Rendering Parameters

< body?2 shader properties >

Then Shading—Layer Shaders.



< Smooth highlight >

4. Change background color

Double click ‘Environment’ icon in Shaders dialog.

Environment " DefaultShader

File: Edit Lisk Delete Shading

Save as || new shader || shaders || active H layer

< Environment >

Change color using Ramp Map.



Ramp#3

ol

% Background

olor (mee . )

% Texture Procedures

%F Zurface

% Pix File Backdrop

Sequence QM
Fog
ShaderGlow

Phato Effects

- &+ & &

Master Lighting Contral

oFF

Backdrop Browse

. file:
E Checker

IMauntain

. e
. Water

+ Environments

+ Salid

%I + Texturable Values

- Narne:

Ramp#3 oM OFF

% Ramp Texture Parameters
Ramp Type W RAMP

Inkerpolation

LINEAR_RAMP

Position ’T,— r
Rama color I
U Wave 0.000

Browse &
vl

V Wave 0.000
HNoise 0.000

Result 1s as follows.

< Change background color >

< Background color changed >

5. Add Lights and Change Properties

Click Menu Bar—Windows—Multi—lister—Lights or List—Lights in Shaders dialog. Then
All Lights dialog appears.

Now, Select Edit—New Light. Double click the light icon and modify it to Ambient. Make
one more and modify it to Directional.



q M g O
Tyee  C ABENT D | Type DIRECTIONAL )
+ Active Effects + Active Effects
% Commaon Parameters % Cammon Parameters
Colr [ 4| | Map .. color [ = | Map .,
Intensty [ 10000 | Intensity | 10000 |
Exchusive Link o] OFF Exelusive Link. [ol} OFF
light Radiss [ 1000 | 1 Light Radis [ 1.000 | 1
% Ambient Parameters :
ambient Shade I 0,500 | J El

< Insert two more lights >

Change position and direction of the lights using Move and Rotate.

< Change position and direction >

Now change the color and intensity of lights.

B Light#3
Type DIRECTIOMAL |
* Active Effects
% Common Parameters
Calar aiﬂ Map ...
Inkensity _J—
E:clusive Link fol}] OFF
Light Radius [ 1,000 | ]

l<le |

< change color and intensity >

Result. The color of surfaces is a bit different from before. Because the color of light has

been changed.



< After color of the light changes >

6. Change Shader’s Color
Change the body shader’s Ramp map as follows.

CEX

- Narne Ramp#2 OM OFF

% Ramp Texture Parameters
Ramp Type v RAMP
Interpolation LIMEAR. _RAMP

Pastion [ 1.000 |

Ramp Calor | -» |

Uwave | 0,000

Yiwave | 0,000

Moise | 0.000
Moise Freq. |— DST’— [
+ HS¥ Color Moise
Color Balance
Surface Placement
Label Mapping

Effects

- & + +

i |

< Change body shader’s color >

Direct Render it.



< body color changed >

7. Glass Effect
Deactivate body layer and activate glass layer. Create new shader and name it ‘glass’.

Then make copy of body?2 shader using Edit—Copy button and name it ‘glass]’.

Environment DefaultShader

Ramp#2

File: Edit List Delste Shading

S&VE &5 | | copy | | shaders | | active | ‘ layer |

< Adding glass shaders >

Modify glass shader’s properties and Assign Shader.



Shader Name glass

radna o . - Shading Model: BLINN
% Blinn Shading Parameters
Diffuse .
Specular Map ... _ . . OOO
Spec, Rolloff | lefuse : 1 .
ecesirty | QEEDD, | 7 - Specular: black
Reflectivity . Map ..,
Reflection | { not mapped ) ‘ Map .., - SDeC. ROHOff: 0.000
Refl, Backgnd oM OFF . . .
3 - Eccentricity: 0.950
Common Shader Parameters
ety I o - Reflectivity: 0.000
Incandescence Map ...
Transparency ’T Map ...
% Special EFfects _ .
o | — o Color: black
Osplacement [ (notmapped) ] Mep ... - Transparency: to the right end
Shading Map Map ...
Translucence ’W 7
Transl. Depth ’Wr
1 Opacity Depth ’W 7
Use Back Color on OFF

Matte Transp. 0,000 I

g
=l 4 Glow

< glass shader’s properties >

Then Layer Shaders with glassl shader.

The result as follows.

< glass render >

We can adjust the refraction of the glass.
Double click glass shader icon. Then in Raytrace Parameters, change Refractive Material

to User Defined and modify Refractive Index to the number near 1. 1 means no refraction

exist.



™ glass FEX

Shader Mame glass

Shading Madel BLINMN
Blinn Shading Parameters
Common Shader Parameters
Special EFfects

Glow

| b e e

Ravytrace Parameters

Refractive Material User Defined 2
Refractive Index | (1,123 )

Reflect limit [ 1 |
RefractLimit [ & |
shadowlimit [ 0 |

+ Ravtrace Effects

+ Hidden Line Rendering Paramesters

i |

< Adjust refraction >

< No refraction >

8. Lamps
Activate lamp layer. Select front lamp first. In this case, we can reuse exist shaders.

Assign Shader with glass shader then Layer Shaders with body1, body2 shader.



< Front lamp >

For rear lamp, change properties.
Copy glass shader and name it ‘lamp’. Then modify some properties. Then Assign Shader

with it and Layer Shaders with body1, body?2.

Shader Mame | larnp

— Shading Model: BLINN

Shading Model BLINMN

% Blinn Shading Parameters

offse [ 1om_| - Diffuse: 1.000
Specular Map ...

Spec. Rolloff | 0.000

- Specular: black

Eccentricity | 0,950 | I - SpeC. Rolloff: 0.000

Reflectivity | 0.000 | Map .., - Eccentricity: 0.950

roreton | (ookmeped) | 1. - Reflectivity: 0.000
Refl, Backgnd Lol OFF

% Common Shader Parameters

Color @7 T Map.. - Color: Red

Map ... o 1
Incandescence = - Transparency: 60% to right

Transparency g Map ...

% Special EFfects

Bump | { not mapped ) | Map ..,
Displacement | { mot mapped | Map ...
Shading Map T Map ..
Translucence | 0.000 .

Transl. Depth | 0,500 |_

_ Opacity Depth | 0.000

Use Back Color fol] OFF

Matte Transp. | 0,000

+ Glow

% Raytrace Parameters

fl Refractive Material User Defined
52 —
—_—

< lamp shader’s properties >



9. Brolole] Wri

< Rear lamp >

Now, It’s time for tire. Activate tire layer. Add tire shader and modify it.

™ tire 9 (=)t

Shader Mame |

Shading Model

tire

BLIMM

- Shading Model: BLINN

% Blinn Shading Parameters

Diffuse ’7
Specular r?’— M Map ... - lefuse 1.000

Spec. Rolloff | [

— Specular: gray

Eccentricity | QEQ) |—

Reflectivity | Co.000 D

Map . - Spec. Rolloff: 0.00

Reflection |

{ not mapped ) s - Eccentricity: 0.150

Refl. Backgnd

ON

OFF

- Reflectivity: 0.000

% Common Shader Parameters

Incandescence

Transparency

Map ...

Map ...

— Color: black

Map ...

% Special Effects

Burnp |

{ not mapped ) | Map ...

Displacement |

{ not mapped ) | Map ...

Shading Map

Map ...

Translucence |

0.000

Transl. Depth |

0.500

Opacity Depth |

Use Back Calor

0,000

ON

Matte Transp, |

+ Glow

0.000

% Raytrace Parameters

f‘ Refractive Material
=

Glass -

Flint

i1l

Assign Shader it

< tire shader’s properties >



< tire >

10. Make Shadows

First make floor. Using Pallet—Objects—Plane.

< Make floor >

Add floor shader and modify it.



Shader Marne | Floor#z

— Shading Model: BLINN

Shading Model ELINM

% Blinn Shading Parameters

Diffuse K___IEQ)I
Specular ®'7 Map .., - lefuse: 1000
s ket [ COOFED | - Specular: light yellow

Eccentricity | CD_I_SD |—
Reflectivity | Q_EE_) ’_ Map ... - SpeC. ROHOff: 0.045

Reflection | { not mapped ) | Map ... 0 o .
it [0 = Eccentricity: 0.130
% Common Shader Parameters - Refle Cthity: O . 2 30
Calar | Map ...
Incandescence Map ..,

Transparency @ T Map — Color: black
% Special Effects o
Special Effect - Transparency: 70% to the right

Bumnp | { not mapped ) | Map ...
Displacement | { nok mapped ) | Map ...
shading Map T Map..,
Translucence | 0,000 .

Transl, Depth | 0.500 |—

Opacty Depth [ 0,000

Use Back Color ON OFF

Matte Transp, | 0,000

+ Glow

% Raytrace Parameters

%‘ Refractive Material Glass - flink
[ I

< floor shader’s properties >

Assign Shader it to floor. (Just select the floor not tire)

< floor render >

Now make shadows. Two options are needed.

First, double click floor icon and turn on the ‘Use Back Color’ option.



™ floor#2

Shader Mame Floor 2
Shading Model BLIMM
+ Blinn shading Parameters

+ Common Shader Parameters

% Special EFfects

Bump | { not mapped ) | Map ..,
Displacement | { not mapped | Map ...
Shading Map T Map.
Translucence | n.000

Transl, Depth | 0.500 |_

Opacity Depkh | 0,000

Use Back Color OFF

Matte Transp., | 0.000 |

+ Glow

+ Ravtrace Parameters

%’ + Hidden Line Rendering Parameters
5

< Use Back Color — On >

Then click Menu Bar — Render — Direct Render and set Renderer Type to ‘Raytracer’.

3 Direct Hendering Options

Direct render
Renderer Tvpe
Ravcaster Powercaskter
‘ Raytracer Powertracer
Hidden Line
Reset Save Exit Go

< Set Raytracer >



Now make shadows. In Light dialog turn the Shadows on.

™ | ighi#3 =13

Type DIRECTICNAL
% Active Effects I
Light ON OFF
Shadows CFF
Glow OFF
Halo OFF
Lens Flare (o] CFF
% Common Parameters I
Calar Map ...
Intensity [ 1.5000
Exclusive Link (o} OFF
%‘ light Radius [ 1.000 |
5

< shadow on >

< Sharp shadows >

Now make shadows smooth. Check ‘Soft Shadows’ and increase ‘Shadow Samples’ number.

The larger the number is, the smoother the shadows are. But too large number takes much
longer time for render.



™ Light#3

Type DIRECTIOMAL
$  Active Effects
Light o] OFF
Shadows o] OFF
Glow OFF
Halo OFF
Lens Flare ]} CFF
4 Common Parameters I
Color | =,  Map ...
Intensity | 1.1628
Exclusive Link (] OFF
light Radius | 1.000 |

% shadow Parameters

Shadow Color

% Ray Tracer Soft Shadows

Soft Shadu@ IUse Shadow Map

e Shadow Samples ;: : i |_

< Check Soft Shadows >

< Smooth shadows >



Now, activate all layers and render it. The final result as follows.

< Final result >



