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 Maya
Input Output

e UV, Color, Normal, Alpha...
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Phong

Blinn-Phong
Anisotropic Phong
Normalized Blinn
Ashikmin
Kajiya-Kay
Marschner

* Albedo Map

e Specular Map

» Gloss(shiness) Map
» Fresnel Map

» Offset Map

» Translucency

* Ambient Occlusion
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- Normal, UV

Normal

— Normal Mapping

— Parallax Mapping

— Parallax Occlusion Mapping

UV

» Sphere
e Dual Paraboloid
e Cube
- UV ( )
- UV

Blur

— Rectangle Distortion
— Spherical Distortion
— Radial




- Shadow,

e Shadow

— Multiple Uniform
— Multiple LISPSM

— Omnidirectional Cube Shadow

— Cascade Shadow
e PCF

— Projection Shadow
— Static Vertex Shadow
— Static Shadow

* Projector

— Color
— Cube
— Normal map
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— Normal
Absorption
Swizzle
Depth
— Depth
» Detail Mapping
— Depth

Branch

« (W )

Normal

Photoshop

£

Normal Map
LOD
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Alpha
— Fresnel
— Soft Polygon

- HDR
Vertex

— Skinning

— Volume Rendering
— Vertex Color
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Film Simulation
. (or CCD)

Dithering

Focus Blur (DOF)
Glare

Physically-based Lens Structure

e Camera
e Object

Contrast
Brightness
Monotone

Tone Curve

Color Temperature

Outdoor Light Scattering
Light Shaft simulation
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Tangent Space Normal
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ShaderKey

ShaderKey

ID

Header(

bit)

Shader(15bit )

Shader...

)
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ShaderKey:
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Hash

Hash 16bit

ShaderKey CRC

Size 9bit
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VertexShader PixelShader
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ID

1D

1D
(Maya)
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1D

e Pixel Shader ID
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» Vertex Shader
— Vertex Shader

»
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1D

Shader Constant

ID
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ShaderKey
hlsl(Cqg)
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A = FetchTex2D( stage, uv7j; |

B = ConstColor();
C =Blend( A, B);
FinalCombiner( C);

A,B,C
stage uv
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Main.ahsl

— main.ahsl Include

— PreCondition.h

. define
- enable
— Function.h
. (FectchTex2D() )
— Body.h
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Mal

#include

floatdx4
float3x4

float4

#include

n.ahsl

<PreCondition.h>

cmWVS : register(c000);
cmWorld : register(c004);
cvReserve[96] : register(c000);

<Functions.h>

PS_OUT AHSLMainPS( const PIPE Pipe )

{
PS_OUT

psout;

float4 vPos = Pipe.vPosThru;

float4 vNormal = float4(0,0,0,0);

float3 vEyeDir = CalcEyeDirection( vPos );
#ifdef USING_VERTEXNORMAL

vNormal
#endif

#include

= float4(normalize(Pipe.vNormal.xyz),0.0);

<Body.h>

psout.vCol = vFinalColor;
return psout;

-30 -

Y

define

constant




-31 -

ahsl

# #

FetchTex2D /

#out# = FetchTex2D( #stage#, #uv# ) } Body.h

@pre
@func
#ifndef decl _FetchTex2D
#define decl FetchTex2D
float4 FetchTex2D( int s, float2 uv ) \ @func
{

return tex2D( asTexStage|[s], uv );

}
#endif J

@end

Ve
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ahsl
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MakeEyeFresnel
#fEyeFresnel# = MakeEyeFresnel( vNormal, vEyeDir, #fFresnel# )

@pre N
#define USING_VERTEXNORMAL } PreCondition.h

@func

#ifndef decl MakeEyeFresnel

#define decl MakeEyeFresnel

float MakeEyeFresnel( float3 vNormal, float3 vEye, float coef )

{
float f = pow( 1.0-saturate(dot(vNormal, vEye)), 5.0 );
return lerp( 1.0, f, coef);

}

#endif

@end

e t ri' Ace

Research and Development Department



- 33 -

ahsl

e ConstColor

#dst# = eConstColor_Color_Color$

@pre
@func
float4 eConstColor_Color_Color$;
@end
ConstantColor

ID ShaderConstant
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ShaderKey

]

NEX
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i 1 4 | ke | k § E ) i | 1 | e )
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 Body.h ID (enum) ShaderKey

A = FetchTex2D( stage, uv );
B = ConstColor();

C = Multiply( A, B);
FinalCombiner( C );

ShaderKey

Header:4 | FT:A,stage,uv | CC: B [M: C,/A,B | FC: C
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ShaderlmmediateConstant

— constant

* (0,0,0,0)
 (0,0,0,1)
e (1,1,1,0)
e (1,1,1,1)
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e ShaderKey

i 1 4 | ke | k § E ) i | 1 | e )
O o

)

:
;‘."

o
o
dg”7 .
Research and Development Department © %/ n Ce



-37 -

e ShaderKey
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— Class
— HDD

— ShaderKey
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ShaderKey
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e \Version
— Version

 ShaderNode

— ShaderKey
e Struct ShaderNode

— Maya ShadingNode
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10M

QA
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20M
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e L1

e L2

L1/L2

CreateXXXShader()
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— AHSLManager

. PC

Windows
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AHSL Manager

— Windows
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» ColorRate
- 1.0

»

» PerPixelLight
— PerPixelLight

— 2-3%

e Shadow density
— 1.0
- 2-3%

ON
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ShaderAdaptor

e ShaderAdaptor

— ShaderAdaptor

« Shadow, Projector
. 8

— Shadow
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ShaderAdaptor
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