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DirectX11 MayaUberShader #&58Th &k
Maya 2013 Extension A4 DirectX11 MayaUberShader 1381 g& 613% LA T #7118/ #ia9Th e

ZH MAYA #

MREHMNREFEZ HLSL XX, EFEESHET Maya RIS, ATLIEER
HLSL RESERE _MAYA_E%, EUFLUTTRHG:

#ifdef MAYA

float2 UV = float2 (U, 1.0-V);

#endif
AT Ol KT8 LI XT3 2

T #EHEMERM:
KT 0 2B (Light 0 Type)

AT LR, PIanZKT. =R, PHATASIRESL. “BIA” (Default)F “Fc”
(None)it I A FE AR dx1lShader.mll fEHEM . R LR P AE—ERITER AT 4
LR IR.

BTG 1

“IRIE N HETIENLE” (Ambient Emissive Map) BB EM &0 “HESHEnsE"

(Emissive Map).
LU #iEEE ARm:

INE BRI B (Ambient Occlusion Map)
R LE R T F] B3 S iR IR LY . E IR (N N0E B2 PIMNE L A TR S NG E .

BRE

e, BATLUSEFE%8YEBEE S DirectX11 MayaUberShader & H, URERILA
MERSER. THENEEHNENME:

2 R g% 8! (Diffuse Model)

WE=ENERFERAZRIHITIRE, BERIATENNR. EF “RBREZEEREFR)”
(Blended Normal (Skin)), LUEZEEIIERERENR FRERGRFEER. XF “&
BR S (K%E)” (Soften Diffuse (Hair)) IRl Kk & B8 ST HRAR . X FHMhigE, X

Lambert.

TE: YAIAXEE “REFZERERL” (Depth Peeling Transparency Algorithm)
5 “BREMEE Alpha” (Diffuse Map Alpha)&&1EA.



BA A% E = (Blended Normal Mask)/iB& 3% (Blended Normal)

Extension 1 Ry “FiEHEEE” (Soften Diffuse Mask)#E Extension 2 FEE# &
H “RAEFLEE” (Blended Normal Mask). 4, “FEHhiBRSt” (Soften Diffuse)
BEWmEAh “RBREEL” (Blended Normal).

IBL R5EI(IBL Map)
FERALIIEER A= ARME TR, B LUERE . dds AL ARMESE 2D BkEsk

latlong M:E, skEILAAMLES 2D IHEHIEE .
LT 8 S R LRI f B FE AR BB AR IR A R EY

IBL LA &MEE (1BL Cube Map)
IR IR AT ESE . dds S ARNGE .

IBL 2D R5E(IBL 2D Map)
3R I TR A] EE 2D BRE K latlong MG E .

IBL Z&I(IBL Type)
MWTHFIFR IR EEERER IBL MERE . EATLUERE . dds M AARMGEDSE 2D BkEs
latlong M&[E, sFIIAAMES 2D EERYES

IBL 38 (IBL Intensity)
s A It iR T g Nk R B T E& B BB RY SR E .

IBL 44§ (1BL Blur)
18 FA It B R AT A A T E G B NS .

IBL &85 (IBL Rotation)
R L iER AT hES: IBL NAE]; flan, ZHIEHZE BL MEHSHKAERENR ERIHMAIE
BB AT {38 A L iR

IBL EKEIUL4E(IBL Spherical Pinch)
VIR I R 1o PTG 3 A R M L T % A B WS RRAE

HERST
WE, BALERSRFE ARG RAELERSKkE. THEMESEHMRELE:

S R ET4%EBY (Specular Model)
MEANEERSFERAEPHITIARE, BERBURTENIRE., EEFE “Kelemen-

Szirmaykalos(¥R)” (Kelemen-Szirmaykalos (Skln))—H#m- Kelemen -Szirmaykalos

RERSITE, UEIFELAERE. 2% “SERHEG@E@RER/K)” (Anisotropic
(Brushed Metal/Hair)) Al AN & @ SR E R ST BBAARENE Bk & T HABER,
i£#%¥ Blinn &£,



Ftk

&5

Z B R A EMLE (Anisotropic Direction Map)

WMRIEEFE “RHERSHEE” (Specular Model) TR “BRIFIEHRIERE/K%)”
(Anisotropic (Brushed Metal/Halr))Ji'l': T, IEET LR R AT G B SR & [ Rt
EXHAE. MBRRAEFLET, BMOALUER “SRRMRERHE®” (Anisotropic
Specular Colon#1 “& R IEFREE” (Anisotropic Roughness)iE IR 4% # 5% /e 5t
SARIERE IR .

EE: 8B, BesERTL=EME.

FEF M EZEE! (Anisotropic Direction Type)
MNTHIIFFIRFEEZED “KEFMHEMEE” (Anisotropic Direction Map)E 4R
EIESE SN

£ FMHEE RS (Anisotropic Specular Color)
{F AR RS SEm A 5 m K RIE & .

Z R R HEFERE (Anisotropic Roughness)
158 A E IR T3 AT 2 1) SR T S S 18 SE B 2 AR

#¥7[ Alpha 1% Blinn 5& @ RH14R & (Mix Blinn-Anisotropic by Direction Alpha)
IEFF IR AT & T A MG E B A Alpha @& Blinn 5&mFMERRSBIAHKITES.

UTHEMEERM:

FHAEM A48 (Support Non-Uniform Scale)
172 1% IH 1% 10 A] IE B R B R B AEY 1 FE AR 3T R AR 2k .

E2 X(4)(Normal X (Red))/5£2k Y(4#)(Normal Y (Green))
X LR T Al R B A MR R LB EF R B E A E AL 2 T E.

BEFER: AFELRMATESITE, LMK “YPIL=E > 2458”7 (Tangent Space >
Coordinate System)EFRK TR TIREA “AF” (Right Handed).

M7, AILUEM 2D BkEsk latlong K 5INEE, THEEHIEGSEHIEE:

K &R E (Reflection Map)
R4 IR TR AT FE 37 = 5 A R S S L

R &t 3BI (Reflection Type)
EATLLEER AE A iR EEISER (83 HDR) B .dds IIAAMEE 2D Bk
sy latlong MG, SEIMFHAMES 2D MERAS . N THFIFRFEFEERREE



K8t 2D RsE (Reflection 2D Map)
PR It 3R IR AT 1% 4% 2D BRI latlong MAE .

RR: IBL MMEF S MEERIZE5  EMMA SR TR R E R . HEH
MayaUbershader 1) “& 1tz B BB~ (Linear Space Lighting)iR &/, HMINSIRR L
F sRGB BRZEH; FHitt, &S5BS EGAERGIE 1BL MBS IEE R E]iZE
B, NSRBIt FER Viewport 2.0 Gamma & Ei#HTH b, MEFEHNSIRER
NI Fin=5| ARV gz | s, ™ MayaUbershader iRy “Zk =S8 BAR” (Linear
Space Lighting)i& & AR #1E M.

R 511E4% (Reflection Rotation)
15 FA Itk 396 150 A e dE S S A [

R &tEkm W4 (Reflection Spherical Pinch)
EFEKE S STNGE BT, AT LAGE A i TR sk /D B LLBKTE IV (5] F] RE & S 7 AU g 3Rt -

R 5} R AIERA B (Reflections Affect Opacity)
R INETE, BERHNERRSENNRXIEAS

TS
) . HERATERRSE, REFETRSBERSE
EELFBPEFTER) .

FHFIEE

fEEREYIG R EERMER, BIAFTLUER “EHR#&ERX” (Displacement Model) T
SR, THEEFIESEHAIEE:

STEIER (B, XUTRE
FIMAERE (Hlan, EA%

B8 (Displacement Model)
NTHIRPIERZFERAREEREELZ &L EME . E7LIE Mudbox R E|E @&
ERME. B2, 7£ Maya HEAMRZ AFEER L HS Mudbox #{EHBIHEE .

EREEEREER, ZBEEARNEERBEBIMAZE, EEFEIEMERELEE
SRR IE BT A2 .

EE: R Mudbox it ALk MGE, 1HIRE “P14” (Tangent)fEh “Hir=iE”
(Coordinate Space). #1RM Mudbox #ilti B E ERMEE, FixiE “@E3i1%k”
(Absolute Tangent){E4 “EIEZ[E” (Vector Space).

Ei4FRR (Displacement Coordsys)
AEEERMEIRFERAERM. BIHEREEERMENNEAER (20 Mudbox) #

TEo
&/ .exrltif XH

% 7f Maya 2013 Extension 2 FEIZ#iHRA, MREAEATREERLER .exr X
%, BEFEEZRE “BEMER” (Displacement Offset)s “BREE”



(Displacement Height){&, ZHIAEEISEZNEER. MRERAERTZ&E = BHRMLE
B .exr X, M “BEiRmR” (Displacement Offset)igEH 0, 1§ “BisSE”
(Displacement Height)iZ& A4 1.

B, MREEEE—NBRZSR, NWLSURESEFREELIKESE Maya 2013
Extension FHERIMER. BE, WTFER=EHRWGE, ME “BisE”
(Displacement Height)i®& A 1, 1§ “E¥{w#E” (Displacement Offset)iRE& A 0; *t
FRESHREE, M5 “BiRSE” (Displacement Height)i®E X4 1, 14 “BEifwmE”
(Displacement Offset)i& &4 0.5.

HEMAERTF .cif 3. ALk, 7 Extension 2 FEEFIFER, EMLRFoiEE
“Hi%{m#” (Displacement Offset){Ezk “Hi%SE” (Displacement Height){&. B2
MRIEZEE—N ARG S, MkE Extension 1 BYHEREIEE WG ¥ Extension 2 #={EH.

BE, BIWEERERTEBRMER .exr XH.

Z/5# E Extension 1 0458

Hel, SaLUER®ANRRAEY ubershader: 3B Maya 2013 Extension B

MayaUberShader. fxo AR B Extension 2 BJ AutodeskUberShader.fxo (HEhE
LRFRTIEE) -

WMRIEFR B Extension 1 By =N 2] Extension 2 1, HITA dx11Shader 55 2 st

B—MRARBYRETERSRFIER (. fxo XHMEATENEEZS) , MIFEBEEE5H
7£ Extension 1 #—# T 1E.

WRIEK B Extension 1 B =10E 2] Extension 2 &, BIfA dx11Shader ¥ 5 25t
A TEHEMAENEEEEE (B . fxo AEFAE) , WIEATLIEmRSTE
MayaUberShader. fxo 31§, f#3i5:=5HE Extension 1 F—# T 1E.

;E, BALIEMSE] AutodeskUberShader. fxo X (HA B4 Extension 2 BT
hge) . B2, BAEEERARFLSE, Hlan, EFNEZFIMELHESHEWE, KEHD
F “REIMEE” (Reflection Map)i&li.

WMRIEEE—/E78Y DirectX 11 Shader, M AutodeskUberShader. fxo HIG#E N
., MMIEEETE #iIhge

$789 MAYA_CER_INCLUDE_SCENE_NAME R ET =

EFH HIMET E A E S Autodesk 123XH) CER IREFREEFIFIEHR. MER KBTS

==,

A =2 #IEE R A undisclosed.

0 = A=A FR#F A undisclosed
1= /\@{:\I'ﬁ:g
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ABNRLY RETREMNESE. AXETRESHIBRAERIEENTIER, BFSLUATHE:

e http://images.autodesk.com/adsk/files/extension maya2013 readme chs.pdf

e http://images.autodesk.com/adsk/files/Maya2013 SP1Readme CHSO.pdf

HE
RS | 15t
MAYA-13850 Playblast in Quicktime doesn't open in viewer if name contains ‘.’ (period)
MAYA-15314 cMuscleSaveWeights MEL error when switching the "load by" options
MAYA-16179 Rotate Order set to incorrect value when added to animation layer
MAYA-17210 Skin cluster max influences breaks tools (weight hammer)
MAYA-18066 Playblast player not launched automatically on Linux
MAYA-18418 Playblast player cannot open file because the filename is missing an extension

X5 FHFRIER

RS | ijiRR

MAYA-12163 File is dirty after saving it (possibly due to temporary reference namespace)
MAYA-16547 Loading reference instability
MAYA-17133 Locked DAG container allows parenting

i

RS | ijiRA

MAYA-14958 Add warning when MFnMesh.generateSmoothMesh() produces NANs
MAYA-16267 UV set editor not displaying all UV when there are intermediate mesh objects
MAYA-18018 Display of high surface precision NURBS geometry is incorrect
MAYA-18495 Poly normals 'locked’ when re-opening scene
MAYA-18753 Add Global Poly Normal Method preference

ERIFIRR

RS | iiRR

MAYA-9865 Objects created using Maya Bullet shelf/menu do not work as expected
B3
RS | 15t
Materials render on parts of the mesh differently than they appear assigned to
MAYA-1859 (per face shading) with mental ray
Disabling "Filtering" in Camera Depth render pass with mental ray causes
MAYA-12578 instability
MAYA-13789 Painting on textured object leads to instability
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RS | 15t

MAYA-14414 Substance Attribute Editor broken when loading scene

MAYA-16275 Maya file with particular line crashes with locknode (mental ray)

MAYA-16631 Texture mode with CGFX shaders in Viewport 2.0 is not displayed properly

MAYA-17081 Wireframe object is always drawn in the back of image plane

MAYA-17877 Instability with 2k stereo panel off-screen playblast

MAYA-17888 GPU memory issues

MAYA-18660 Image plane stays hidden with show menu

MAYA-18671 Setting camera image plane changes visibility of camera hierarchy

MAYA-18702 Clipping planes ignored by mental ray

MAYA-18706 Error when renaming image planes or disconnecting image planes

Textures don’t display in Viewport 2.0 when files exchanged between Maya and

MAYA-18933 Mudbox

MAYA-18977 Mia_MatX Roughness breaks render pass and contribution maps

MAYA-19218 Material information lost after Hypershade Delete Unused Nodes

MAYA-19578 EXR textures used in the DX11shader corruption

MAYA-19371 Maya CER reports too much info

MAYA-16156 Snapping/framing in UV Editor is incorrect if Use Image Ratio is on
Bz

RS | ijtRR

MAYA-15718 PyQt instability issues

Li HE PR %I FA 15 AR

LU AR5 91 488 K 1L AR ZS B BRI FAE Ath 152 AR

PR il

£itro

EIRES
MAYA-7971

| iiRR
Composite instability on CentOS 6 with ATl Radeon 5870
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