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broadcast monitors, 199
Brush Settings window, 13
brushes, Paint Effects, 11-14, 13
Buckendorf, Kirk, 104, 107
bulbs, light, 138
Bump Blur attribute, 125
Bump Depth attribute, 185
Bump Intensity attribute, 125
bump maps

displacements for, 125

grayscale for, 114

noise for, 118

and normals, 184

rusty metal for, 111, 111
Buoyancy setting, 71

C

calculations for project
requirements, 205206
calibrating monitors, 197-199,
198—-199
called procedures, 8
camera moves
animating, 65-68, 67
in demo reels, 195
camera stops
fine-tuning, 67
for HDR images, 175
cap.mb scene, 77
capping cylindrical objects, 30, 30
ceramic textures, 112, 112
chain_hand.mb scene, 75
chain_nail.mb scene, 75
chains, dynamic, 74-76, 75
Chandler, James, 82, 84
characters
in animation, 196
interlocking, 155-156, 155—156
rigging. See rigging
chip_chart.tif file, 198
chip charts, 198, 198
choker close-ups, 67
Clamp option, 177
cleaning up
imported polygons, 38—40,
39-40
surfaces, 27-29, 28-29
Cleanup tool, 51
close-ups, 67

closing

holes, 30-32, 30-32

rectangular containers, 30, 31
cloth texture, 112-113, 113
Cloud particles, 122
cluster drift, 102—-103, 102
coffee tin, 24-26, 24-26
collapsible frames, 8
Collision Tolerance attribute, 75
color and coloring, 3

light, 138-144, 140-143

particles

individual, 119-121, 119-121
software-rendered, 122-123,
122

in rendering, 158

wake foam, 74
Color Chooser window, 3
Color Gain attribute

black pits, 167

HDR images, 179

lighting, 142, 183

textures, 118—-119, 118
Color Offset attribute

black pits, 167

lighting, 142

textures, 118—-119
Color Settings window, 169-170, 170
columns in matrices, 53
combining generic bitmaps, 118—

119, 118

comments, 14—15, 14-15
Component Editor, 99-102, 99-101
compositing, 181, 200
compositing programs, 208
composition, shot, 67-68
compression artifacts, 172
Connection Editor

arm rigging, 106107

lights, 148

software rendered particles, 122
constraints

chain, 75-76

rigging, 95-96, 95, 97
cornea surface, 36-37, 36
Create Blend Shape tool, 97
Create Polygon tool, 42
crushing color range, 198, 198
curves

in Graph Editor, 59-62, 59-62

for motion, 61-62, 61-62

in NURBS modeling, 27
custom.mel script, 12
custom shaders, 170-171, 171
custom variables, 52
CV Curve Tool, 24
cylinders

capping, 30, 30

NURBS, 95-96, 95, 97
cylindrical.mb scene, 30

dagPose node, 88—89
daisySmall.mel script, 62
Dam Short Film Festival, 211
darting eye movement, 64
day for night shots, 142
decay on lights, 147-148, 147
declaring variables, 9, 52
default settings, 2—4, 2
deformation order for cluster
drift, 103
deformers, 97-99, 97, 99
deleting history nodes, 48-51,
48-51
demo reels, 193
adding to, 194-195, 194
animation preparation, 196
for 35mm film, 209-210
for video, 208-209
audiences for, 210-211
editing and outputting, 196—
197, 197
monitor calibration for, 197—
199, 198-199
multiple machines for, 200-205,
201, 203-204
project management, 206—207
project requirement estimates,
205-206
rendering, 172, 195
wireframes for, 168-171,
168-171
depth map shadows, 150-152,
151-152
Detach Surfaces tool, 28-29
Diffuse attribute
HDR images, 179
lighting, 142
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rendering, 158, 158
textures, 114
digital intermediaries, 209
digital to film conversions, 209
DirectConnect.mll plug-in, 38
directional_decay.mb scene, 148
directional lights, 132
decay on, 147-148, 147
for sun, 137, 152
for sunset, 140
dirt textures, 111, 111
Disk Based Dmaps attribute, 152
displacement maps, 126129,
126, 128
Displacement Offset attribute, 125
Displacement Scale attribute, 125
Display attribute for normal
maps, 190
Display Layer Editor, 155, 155
Dissipation attribute, 73
Distance tool, 33, 34
documentation, 14-15, 14—15
drift, cluster, 102-103, 102
driving
boats through ocean, 70-71,
70-71
vehicle wheels and bike pedals,
56-58, 57-58
Duplicate Special Options
window, 34
Duplicate Surface Curves tool,
28-32
duplication in demo reels, 195
Dutch Angle, 66
DVDs for demo reels, 196-197, 197
DVFilm service, 209
DWG format, 38, 40
DXF format, 38, 40
dynamic chains, 74-76, 75
Dynamic Friction attribute, 76

E

Edge Dropoff attribute, 73

edge loops, 43, 43

Edge Options settings, 168, 168
editing demo reels, 196-197
editing programs, 208

elbow rigging, 104-107, 104—105

emitters
ocean wake, 72-74, 72
particles, 82—84, 119, 121
water glass, 76-77
Enable Default Light option, 182
error messages, 7, 7
escapes, 9
Ethernet hubs, 200
events, 10
expert mode in MEL scripts,
18-20, 19
Exponential option, 177
exponents in floating point
numbers, 174
exporting shaders, 115
exposure
in 35mm film preparation, 209
HDR images, 175-177
expressions
instanced, 82—84, 82—-83
variables in, 52—54
.exr extension, 174
extreme close-ups, 67
extruding edges, polygon heads
from, 41-44, 41-43
eye_anim.mb scene, 65
eye_final.mb scene, 38
eyes
movement, 64—65
NURBS, 35-38, 36-37
eyewhite.jpg file, 38

F

fabric, 112-113, 113
faceting, 39, 39
facial rigging, 97-99, 97, 99
fbxmaya.mll plug-in, 38
FCheck window, 152, 152
fclose command, 17
fflush command, 17
fields, retrieving values from, 8-9
files
passing information to, 16-18
reading, 17-18
synchronizing in texture
libraries, 202203
FileSync program, 203, 203
fill lights, 134, 135, 150

filling
trimmed holes, 31-32, 31-32
water glass with particles, 76—
78, 76—77
film, animation preparation for,
209-210
film festivals, screenings at, 211
Filter Height attribute, 208
Filter Size attribute, 191
Filter Type attribute, 191
Filter Width attribute, 208
filters, shadow, 150151, 151
Final Cut Pro
for animation transfer, 208
for demo reels, 172
fine-tuning camera stops, 67
fingers in arm rigging,
105-106, 106
Fit To BBox option, 38
flags, 6, 165
flashlights, 137
float_cam.mb scene, 67
float in animation, 59-61, 60—61
Float To Fixed Point attribute, 177
floating point numbers
for HDR images, 174
variables, 52
flower, wilting, 62-63, 62—63
flower_wilt.mb scene, 63
fluid effects
boats through ocean, 70-71,
70-71
ocean wake, 72-74, 72
Fluid Texture 3D volume, 73
fluorescent bulbs, 138
foam wake, 72-74, 72
fog cones, 141
foot rigging, 89-93, 8990, 92
fopen command, 16
formats
image, 174-177, 175-176
imported objects, 38—39
fprint command, 16-17
fractals, 115-118, 115-117
Frantic Films Deadline
software, 201
Freeze Transformations tool, 189
friction, 7677
functions, 53
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G

Gamma setting, 175, 179
gear_final.mb scene, 35
gears
bike pedal, 57-58, 57-58
NURBS, 33-35, 34-35
gelatin animation, 78-80, 78
gelatin.mb scene, 80
generic bitmaps, combining,
118-119, 118
geometry
scattering, 82—84, 82-83
variation for, 84—85
glass, drinking
tilling with particles, 76-78,
76—77
raytraced black pits in,
166-167, 166
glass_chunk.mb scene, 77
glass_pits.mb scene, 167
glitches in animation, 59, 59
global operator process, 176, 176
global procedures, 8
Global Scale attribute, 63, 63
global variables, 54-56
Go To Bind Pose tool, 88
goals
gelatin, 79-80
swarms, 80-81, 80
Graph Editor, 6, 59-62, 5962,
64-65
graphics cards, 199
Gravity fields, 77
grayscale charts, 198, 198
grayscale textures, 114, 114
grid for linear units, 44-45, 45
Grid Lines & Numbers attribute,
45, 45
Grid Lines Every attribute, 45, 45
ground textures, 111, 111
grouping imported objects, 40

H

hair light, 136

hand-painted bitmaps, 110
hand rigging, 104-107, 104-106
hands.mel script, 12
hard_color.mb scene, 120

hard_color_2.mb scene, 121
hard cuts in demo reels, 196
Harden Edge tool, 40
Hardware Render Buffer window,
169-170, 170
hardware rendered particles, 119—
121, 120-121
Hardware Texturing option, 56
HDR images. See High Dynamic
Range (HDR) images
HDR_render.mb scene, 179
HDRShop program, 175, 177-178
head.mb scene, 44
heads
camera, 66
extruding edges for, 41-44,
41-43
weighting, 99-102, 99-101
Heat/Voxel/Sec attribute, 73
High Dynamic Range (HDR)
images
vs. 16-bit, 181
lighting with, 182-184, 182
mental ray for, 174-177, 175-176
texturing with, 177-179,
177-178
Hiroshima International
Animation Festival, 211
history nodes, deleting, 4851,
48-51
holes, closing, 30-32, 30-32
horror films, 143, 143
human heads
extruding edges for, 41-44, 41-43
weighting, 99-102, 99-101
Hypergraph, 6
deleting history nodes in,
48-51, 48-51
displacement maps, 128
joints, 88, 90
lighting, 148
Paint Effects, 62
particles, 79, 119
rigging, 98, 106
scaling in, 39
Hypershade
displacement maps, 127
exporting materials in, 115
lighting, 147, 148
nodes, 48

particles, 120

in rendering, 162-164

software-rendered particle
color, 122

wireframes, 170

IBL_HDR.mb scene, 183
IBL_LDR.mb scene, 183
ICC (International Color
Consortium) color
profiles, 199
icons, shelf, 4-5, 5
icons folder, 2
IFF bitmaps, 123
IGES format, 38—40
IK Handle tool, 90, 106—107
IK spines, 103
[luminates By Default
attributes, 138
image-based lighting, 182-183, 182
imbedded panels, 18
imbedded shelf buttons, 20
imported polygons, cleaning up,
38-40, 39-40
importing ZBrush normal maps,
184-186, 185—-186
Incandescence attribute, 146
Infinite attribute, 183
insect swarms, 80—-81, 80
Insert Edge Loop tool, 50, 50
instanced geometry
scattering, 82—-84, 82-83
variation for, 84—85
Instancers, animation offsetting
within, 85-86, 85
integer variables, 52
Intensity attribute, 132, 133, 140—
141, 143-146
interlocking characters, rendering,
155-156, 155—-156
intermediate windows, 7-9, 7
International Color Consortium
(ICC) color profiles, 199
Internet, distribution on, 210
iris, eye
creating, 3637, 36
mapping, 38
iris.jpg file, 38
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J

jitter for wilting flower, 63
Joint tool, 89-90
joints. See rigging

K

Keep Faces Together option, 42
Kelly, Tim, 206, 208

key lights, 132-137, 132-137
keyframes, 59

kicker lights, 144, 149, 149
-killAll flag, 11

killing scripts, 11

KVM switches, 200, 201

L

labeling demo reels, 197
Lambert material
for eye, 37
for lighting, 145-146
lamp.mb scene, 146
lamplight, 144-146, 144—-146
lattice for eye, 37, 37
layers
Render Layer Editor for
intricacies, 164-165, 165
spheres, 160-163, 161-162
in rendering, 158
LDR (Low Dynamic Range) images
characteristics, 174
lighting with, 182-184, 182
leg_rig.mb scene, 92
leg rigging, 89-93, 89-90, 92
Lens Shader attribute, 180
libraries, texture
building, 110-115, 111-114
sharing, 202-205
licenses, 201
Lifespan Attributes settings, 119
Light Info utility, 148
light_set.mb scene, 144
lighting, 131
1-point, 2-point, and 3-point,
132-137, 132-137
decay, 147-148, 147
depth map shadows, 150-152,
151-152

lamplight, 144146, 144—146
with LDR and HDR images,
182-184, 182
for mood, 139-142, 140-142
naturalistic, 137-139, 138—139
Stylistic, 143-144, 143
unusual techniques,
149-150, 149
limiting camera motion, 66—67, 67
linear units, grid for, 44—45, 45
linking shadows, 191
links, dynamic chains, 74-76, 75
-listJobs flag, 11
local operator process, 176, 176
local procedures, 8
local variables, 54—-56
lofting
gear, 35, 35
surfaces, 25-26, 26
logos in demo reels, 196
loops, edge, 43, 43
low-angle lighting, 143
Low Dynamic Range (LDR) image
characteristics, 174
lighting with, 182-184, 182

M

Make Collide tool, 76, 79
Make Motor Boats tool, 14, 14,
70-71, 70-71
Mandlebrot set, 115, 115
mantissas, 174
Map Color attribute, 124
Map Displacement attribute, 125
Map Method attribute, 124
Map Opacity attribute, 125
maps
displacement, 126129, 126, 128
for image-based lighting, 183
iris, 38
normal
importing, 184-186, 185-186
working with, 187-191, 187,
189-190
tone, 176, 176
markingMenus folder, 2
materials
eyes, 38
lighting, 142, 145-146, 146

normal maps, 185, 188
Render Layer Editor for, 164
software-rendered particle
color, 122, 122
ZBrush displacement maps, 127
math
fractals and noise in, 115-118,
115-117
operators for, 53
matrices, 53
MayaBrush.mel script, 13
MDMReadMe.txt file, 18
MDMwindow.mel script, 18, 19
MEL scripts, 1
autosave, 9-11
driving vehicle wheels and bike
pedals, 5658, 57-58
expert mode, 18-20, 19
intermediate windows, 7-9, 7
notes for, 14-15, 14—15
Paint Effects brushes, 11-14, 13
passing information in, 16—18
simple windows, 5-7, 7
variables in, 52-56
Member overrides, 165
mental ray
for normal maps, 186, 186
for OpenEXR and HDR images,
174-177, 175-176
rendering super-white values
with, 179-180, 180
for ZBrush displacement maps,
128, 128
metal bitmaps, 111, 111
Mia_exposure_simple shader, 180
Mib_amb_occlusion shader,
187—-188
Mirror Joint tool, 89
modeling, 23
cleaning up imported polygons,
38-40, 39-40
closing holes, 30-32, 30-32
eye, 35-38, 36-37
gear, 33-35, 34-35
grid for, 44-45, 45
polygon head, 41-44, 41-43
surfaces
breaking up, 24-27, 24-26
cleaning up, 27-29, 28-29
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monitor calibration, 197-199,
198-199

mood, lighting for, 139-144, 140—143

moonlit nights, 142, 142
motion, curves for, 61-62, 61-62
mouth_wire.mb scene, 99
Move Nearest Picked Key tool, 62
moves, camera
animating, 65-68, 67
in demo reels, 195
multiple machines, 200, 201
render farms, 201-202, 201
texture libraries for, 202-205
multiple rendering passes
for interlocking characters,
155-156, 155-156
Render Layer Editor for, 160—
163, 161-162
music in demo reels, 194
MySpace service, 210

Nail constraint, 75-76
names
conventions, 207
variables, 54
naturalistic lighting, 137-139,
138—-139
nature, fractals and noise in,
115-118, 115-117
networks, 200, 201, 204
newcam.mel script, 7-8
no_float_cam.mb scene, 67
noise, 116-118, 116—117
normal maps
importing, 184-186, 185-186
working with, 187-191, 187,
189-190
normals for imported objects, 40
notes, 14-15, 14—15
numeric fields, 8
NURBS objects
for Blobby Surface particles, 76
closing holes in, 30-32, 30-32
cylinders, 95-96, 95, 97
eyes, 35-38, 36-37
gear, 33-35, 34-35

rules for, 27

surfaces
breaking up, 24-27, 24-26
cleaning up, 27-29, 28-29

0

OBJ format, 38, 40
Object Height attribute, 71
ocean
driving boats through, 70-71,
70-71
wake, 72-74, 72

office.bmp file, 183
offset_final.mb scene, 162
offset_final.psd file, 165
offsetting animation, 85—-86, 85
OffsetU attribute, 124
OffsetV attribute, 124
1-point lighting, 132-133, 132-133
Opacity Tex Gain setting, 74
OpenEXR, mental ray for, 174-177,

175—-176
operators for variables, 53
option flags, 6
optionVars, 4
Orlich, Matt, 41, 44
Ottawa International Animation

Festival, 211
outputting demo reels,

196-197, 197

P

Paint Cluster Weights tool, 102
Paint Effects

brushes, 11-14, 13

fractals, 117, 117

tubes, 123-125, 123

wilting flower, 62—63, 62—63
Paint Skin Weights tool, 99,

101-102, 101

paletteColors.mel script, 3
palettes, 3
pan drag, 66
panels, imbedded, 18
parallel light rays, 152
parched earth textures, 111, 111
Parekh, Sunit, 126

Particle Cloud material, 122
Particle Sampler utility,
122-123, 122
particles
coloring
individual, 119-121, 119-121
software-rendered,
122-123, 122
filling water glass with, 76-78,
7677
scattering geometry with,
82-84, 82-83
swapping solid geometry for,
77-78, 77
passing
information to files, 16—18
variables, 55
paths for scene files, 203205, 204
pedals, driving, 56-58, 57-58
pelvis, rigging, 90, 90
Per Pixel Lighting option, 125
Perez, Joshua, 149-150
Perlin, Ken, 116
Perlin noise, 116-117, 117
photographs, 110
reverse-engineering, 139
for textures, 113-115
Photomatix Pro program, 175-176,
176, 178, 180
Photoshop
for displacement maps, 127
for HDR images, 178, 181
layers in, 165, 165
OpenEXR support, 175
pi constant, 56—57
picking up objects, rigging for,
95-96, 95, 97
pit_environment.mb scene, 167
Pitch setting, 71
pits, black, 166-167, 166
Pixel Filter Width X attribute, 208
Pixel Filter Width Y attribute, 208
pixels in rendering, 172
plane.exr file, 179
plug-ins, 38-39
pluginPrefs.mel script, 3
point constraints, 95-96, 95, 97
point lights, 144-145, 145
polygon heads from extruding
edges, 41-44, 41-43
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polygons, cleaning up, 38—40,
39-40
polyM.mb scene, 51
popen command, 17-18
pops in animation, 59, 59
portraits, 134
poses, bind, 88-89
position, light, 139-144, 140—143
posterization, 181
predefined variables, 52, 54
prefs folder, 2—4, 2
previewing HDR images, 179
procedures, 7-8, 54-56
professional tape for demo
reels, 197
projects
managing, 206-207
time estimates for, 205-206
work flow. See demo reels

R

radius
gear, 33
swarm, 80
tire, 56—57
randomness
particle color, 121, 121
wake foam, 74
raytracing
black pits, 166-167, 166
Render Layer Editor for, 162
reading text files, 17-18
Rebuild Surfaces tool, 28, 28
Receive Shadows attribute, 144,
160, 160
rectangular containers, closing,
30, 31
reference bitmaps, 41-42, 42
Reflections attribute, 166
Reflectivity attribute, 167
Refractions attribute, 166
relative clusters, 102-103
Rembrandt patches, 133
Remove Material Override
setting, 165
removing pops, 59, 59
Render All Layers Options
window, 165
render farms, 201-202, 201

render flags, 165
Render Layer Editor, 157-158, 158
intricacies, 164—-165, 165
spheres, 160-163, 161162
Render Settings window, 164-165,
168, 168
Render View window, 155, 179
rendering, 153, 173
black pits in, 166-167, 166
for demo reels, 195
HDR images
vs. 16-bit, 181
lighting with, 182-184, 182
mental ray for, 174-177,
175—-176
texturing with, 177-179,
177-178
interlocking characters,
155-156, 155-156
normal mapping, 187-191, 187,
189-190
OpenEXR images, 174-177,
175-176
Render Layer Editor
intricacies, 164-165, 165
spheres, 160163, 161-162
shadows
isolated, 159-160, 159—160
linking and unlinking, 191
splitting up
per object, 154-155, 154-155
per shading component,
157-158, 158
super-white values,
179-180, 180
tips for, 172
wireframes, 168-171, 168—171
ZBrush
displacement maps, 126-129,
126, 128
normal maps, 184-186,
185-186
RepeatU attribute, 124
RepeatV attribute, 124
resetting
bind poses, 88—89
default settings, 2—4, 2
resilience attribute, 76—77
resolution
in 35mm film preparation, 209

shadow, 150
texture, 110
retrieving values from fields, 8-9
Reverse Curve Direction tool, 25
reverse-engineer photographs, 139
rigging, 87
arm, 104-107, 104-106
blended wire deformers for,
97-99, 97, 99
cluster drift in, 102-103, 102
constraints, 95-96, 95, 97
foot and leg, 89-93, 89-90, 92
resetting bind poses, 88—89
spine controller, 93-94, 93
weighting heads, 99-102,
99-101
Rigid Bind tool, 102
rim lights, 136137, 150
rocks, 82—-84, 82—-83
rocks.mb scene, 84
Roll setting, 71
rotation
arm rigging, 104-107, 105-106
cameras, 66
eye movement, 64, 64
foot and leg, 90, 90
instance particles, 84—85
rocks, 82, 82
tires, 56, 57
RotationType attribute, 84-85
rows in matrices, 53
Rudder setting, 71
rusty metal bitmaps, 111, 111

S

Sampling Quality attribute, 191
Save Brush Preset window, 13
scale

boat, 71

imported objects, 39

rocks, 82, 82

surfaces, 24-25, 24

texture color, 124

textures, 112, 112

tubes, 125
scans, 110, 114-115
scattering geometry, 82—84, 82-83
Scene Scale setting, 71
scheduling, 207
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screenings at film festivals, 211
Script Editor, 6
scriptjob, 11
scripts. See MEL scripts
Search Envelope attribute, 191
Selected Color attribute, 171
self-similarity, 116
Set Normal Angle tool, 40
Set Range utility, 148
shaders
exporting, 115
rendering wireframes with,
170-171, 171
shading components in rendering,
157-158, 158
Shading settings for wilting flower,
63, 63
shadows
depth map, 150152, 151-152
in lighting, 138-139, 138—139
linking and unlinking, 191
rendering, 158-160, 159—-160
shape nodes, 48
Share This Folder On The Network
option, 204
shear attribute, 84
shelf buttons, 20
shelf icons, 4-5, 5
shelves folder, 3
short films, audiences for, 210-211
shot composition, 67—68
simple.mel script, 6
simple windows, 5-7, 7
16-bit vs. HDR formats, 181
Size Rand attribute, 74
skin weights, 101-102, 101
Smear attribute, 125
SmearU attribute, 125
SmearV attribute, 125
Smooth Bind tool, 88—89
Smooth Shade All option, 56
Smooth Skins settings, 100
smoothing for imported objects, 39
soft bodies for gelatin, 78—80, 78
soft_color.mb scene, 123
Soften Edge tool, 39-40
software rendered particles,
coloring, 122-123, 122
Solid Fractal texture, 116

solid geometry, swapping for
particles, 77-78, 77
space scenes in demo reels, 196
specialized animation for demo
reels, 194
Specular attribute, 158, 158, 161, 163
Specular Color attribute, 38, 179
Specular Roll Off attribute, 38, 114
Spencer, Scott, 126
sphere, rendering, 160-163, 161-162
sphere command, 6
sphere.mb scene, 161
spine_rig.mb scene, 94
spines
controller rigging, 93-94, 93
creating, 103
spline_spine.mb scene, 103
splines, creating, 103
Split Polygon tool, 43
splitting up rendering
per object, 154-155, 154—155
per shading component, 157—
158, 158
spot lights, 132, 137, 141, 141,
143144
Spottyness attribute, 74
square pixels in rendering, 172
Static Friction attribute, 76
Step Size attribute, 75
Stolworthy, Michael, 21, 44
stops
fine-tuning, 67
for HDR images, 175
string variables, 52
stylistic lighting, 143-144, 143
Subdivisions attribute, 45, 45
sunlight, 134, 136-139, 136, 138—139
sunlit days, 141, 141
sunsets, 139-140, 140
super-white values, 179-180, 180
superwhite.mb scene, 180
surfaces
breaking up, 24-27, 24-26
cleaning up, 27-29, 28-29
textures for, 118
swapping solid geometry for
particles, 77-78, 77
swarms, 80-81, 80
synchronizing texture libraries,
202-203

T

tab layout, 20
table lamps, 144-146, 144-146
tail joint rigging, 90, 90
tangents in float, 60
tapes for demo reels, 196-197, 197
Targa images, 159, 172, 208-209
teeth for gears
bike pedal, 57, 58
NURBS, 33-34, 34
Temperature Scale attribute, 73
Tessellation Factor attribute, 79
Tex Alphal attribute, 125
Tex Alpha2 attribute, 125
Tex Color Offset attribute, 124
Tex Color Scale attribute, 124
Tex Colorl1 attribute, 124
Tex Color2 attribute, 124
Tex Opacity Offset attribute, 125
Tex Opacity Scale attribute, 125
Tex Uniformity attribute, 124
text files, reading, 17-18
TextEdit program, 205
Texture Type attribute, 73-74, 124
textures, 109
bitmaps, 111-115, 111-114
choosing, 111
coloring particles
individual, 119-121, 119-121
software-rendered,
122-123, 122
combining generic bitmaps for,
118-119, 118
in demo reels, 195
fractals and noise in, 115-118,
115-117
HDR images, 177-179, 177-178
libraries
building, 110-115, 111-114
sharing, 202-205
for lighting, 142
Paint Effects tubes, 123-125, 123
ZBrush displacement maps,
126-129, 126, 128
3-point lighting, 136137, 136—137
3D, multiple machines for, 200—
205, 201, 203-204
3D Cafe textures, 110
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3D short films, audiences for,
210-211
32-Bit Brightness Histogram
window, 180, 180
32-Bit Preview Options window,
175, 175
35mm film, preparation for,
209-210
Threshold attribute, 74, 123
Throttle setting, 71
Throttle Pitch setting, 71
TIFF images, 159, 172, 174-177,
181, 208-209
tile textures, 112, 112
tilt drag, 66
time estimates for project
requirements, 205-206
time of demo reels, 194
timerX, 10
timing scripts, 10-11
tin_final.mb scene, 27
tin_open.mb scene, 30
tire.mb scene, 56
tone mapping, 176, 176
torus_clean.mb scene, 156
torus_left.tga scene, 156
torus_right.tga scene, 156
toruses, 156, 156
Total Textures library, 110
Transfer In attribute, 189
Transfer Maps window, 187-189, 189
transfer_normal.mb scene, 190
transform nodes, 48—49
transitions in demo reels, 196
Translate Y curve, 61, 61
translating cameras, 66
Translucence attribute, 145-146
Transparency attribute
lighting, 145-146
particles, 77
textures, 114
triggers for events, 10
trimmed holes, filling, 31-32,
31-32
trimmed.mb scene, 31

tube brushes, 13-14

Tube particles, 122

tubes, Paint Effects for,
123-125, 123

tungsten bulbs, 138

Turbulence settings, 63, 63

Turn Roll setting, 71

2-point lighting, 134, 134-135

U

Uberware Smedge 3 software, 201
uncompressed files for 35mm
film, 209
unlinking shadows, 191
Use Background material, 156
Use Depth Map Shadows option, 140
Use Multi Pixel Filter attribute, 208
userColors.mel script, 3
userHotkeys.mel script, 3
userNamedCommands.mel script, 3
userPrefs.mel script, 3
userRGBColors.mel script, 3
userRunTimeCommands.mel
script, 3—4
UV Texture Editor, 170
UVs for imported objects, 40

vV

values, retrieving from fields,
8-9
variables, 52—54
declaring, 9, 52
local and global, 54-56
names, 54
vector variables, 52
vehicle wheels, driving, 56-58,
57-58
VHS tapes for demo reels,
196-197, 197
video, preparation for, 208-209
video.mel script, 18
viewing HDR images, 175-177,
175—-176

Visor for textures, 123
Volume Noise texture, 118

W

wall_normal.mb scene, 188
wall textures, 111-112, 112
wallnormal.tga file, 188
wallpaper textures, 112, 112
water glass

filling with particles, 76-78,

76-77
raytraced black pits in,
166-167, 166

water spray, 74
weighting heads, 99-102, 99-101
wheels, driving, 56-58, 57-58
willow.mel script, 14
wilting flower, 62—63, 62—63
window.tga file, 179
windowPrefs.mel script, 3
windows

intermediate, 7-9, 7

simple, 5-7, 7
wire deformers, 97-99, 97, 99
Wire tool, 98
wireframes, 168-171, 168—171
wood textures, 113, 113
work flow for demo reels. See

demo reels

wrist rigging, 104-107, 104-105

Y

YouTube service, 210

V4

Z-axis for imported objects, 39
ZBrush
displacement maps, rendering,
126-129, 126, 128
normal maps, importing,
184-186, 185-186
ZMapper plug-in, 184





