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*ldentify 3ds Max OSL assets and third-
party resources.

*Apply OSL Shaders to objects in 3ds Max
Learning Objectives 2021.

Customize OSL shaders to create
photorealistic materials.

*ldentify 7 useful OSL shaders.






What Is OSL?

* Open Shading Language
* Sony Pictures Imageworks
* Open Source

‘J




O Features Business Explore Marketplace Pricing Sign in =/ Sign up

® Watch = 181 W Star 798 Y Fork 196 O S L B a.S I CS

I imageworks / OpenShadingLanguage

<> Code lssues 47 Pull requests 14 Projects 0 Wiki Insights

—El:l Join GitHub today SR * Hi g h level lan guage

GitHub is home to over 28 million developers working together to host :
; 7709 * Simpler to program

and review code, manage projects, and build software together.

* Works with Arnold 5.0 &
m newer

Advanced shading language for production Gl renderers

osl shading-language shaders c-plus-plus computer-graphics computer-language llvrm

D 2,116 commits I 15 branches > 97 releases 22 38 contributors &z View license
——

Branch: master = Find file Clone or download ~

E Igritz Fixes to make recent osltoy changes not break against OIlO 1.8 (#926) - Latest commit d76bfee 21 hours ago
Bl github Minor formatting revision of PR and Issue templates 2 years ago
B site Minor changes to build with clang 7. (#917) 27 days ago

B sic Fixes to make recent osltoy changes not break against OIlO 1.8 (#926) 21 hours ago .



OSL Shader Resources

* Imageworks/OpenShadinglLanguage
 ADN-DevTech/3dsMax-OSL-Shaders

» gkmotu/OSL-Shaders

* OSL Shaders group

3ds Max OSL

* Changsoo Eun -
http://cganimator.com/3dsmax-2019-0sl-
shader-pack-1/

» Zap Andersson - https://github.com/ADN-
DevTech/3dsMax-OSL -
Shaders/tree/master/OSL

* Mads Drgschler - http://www.masd.dk/



https://github.com/imageworks
https://github.com/imageworks/OpenShadingLanguage
https://github.com/ADN-DevTech
https://github.com/ADN-DevTech/3dsMax-OSL-Shaders
https://github.com/gkmotu
https://github.com/gkmotu/OSL-Shaders
https://www.facebook.com/groups/OSL.Shaders
http://cganimator.com/3dsmax-2019-osl-shader-pack-1/
https://github.com/ADN-DevTech/3dsMax-OSL-Shaders/tree/master/OSL
http://www.masd.dk/

Learning OSL

* Youtube Learning Channel
« ZAP Andersson OSL Lessons

Autodesk 3ds Max Learning Channel @ SUBSCRBED ()

3

260K subscribers
Ma « Autodesk Area
HOME VIDEOS PLAYLISTS COMMUNITY CHANNELS ABOUT Q
3ds Max 2019 New Tutorials p PLAYALL FEATURED CHANNELS

New How-To Movies & Workflows
I Maya Learning Channel

SUBSCRIBE

& Autodesk Softimage L...

SUBSCRIBE
Writing Shaders with OSL, Writing Shaders with OSL, Writing Shaders with OSL, OSL: Randomized Bitmaps S smoke Learning Chann...
Lesson 3 Lesson 2 Lesson 1 Map
Autodesk 3ds Max Learni.. @ Autodesk 3ds Max Learni.. & Autodesk 3ds Max Learni.. @ Autodesk 3ds Max Learni.. @ SUBSCRIBE
12K views * 5 months ago 19K views * 1 year ago 23K views * 1 year ago 11K views * 1 year ago

JF The Flame Leaming Ch..



3 Slate Material Editor v Search by Name ...

e [ ]
s

Modes Material Edit Select View Options Tools Utilities

N B T TN "?Sr:ath 33 USI ng OSL

+ Color

SEE Shaders

+ Vector

+ Scene

+ Switchers gl ——  OSL Map

SV'W * Direct Shader Instance
———  Editable in Material Editor

I ki s * Render with Arnold

T W - Accurate Viewport Rendering

Color Key

. Composite
Digits

B ojjoff

. Halftone Dots
Lift/Gamma/Gain
Mandelbrot

%7 Noise

=i Noise (3D)

. Noise (Gabor)
Randomized Bitmaps

WavelLength

+ Controllers

| Rendering finished . Rivets




My Top 7 OSL Shaders



ColorCurveGrad.osl &2 L

Curve (color gradient)

Curves Shaders

Transform an single input value into a color gradient using curves.
Can be mapped horizontally (U), vertically (V) or driven by an external
value

¥ OSL Map Parameters
e Color Gradient

e Color Correction

e Float

Point No.:
Position:
Value:

Interpolation: Linear

Input map: No Map

Mode: UV Input (Horizontal Gradient)

Viewport: No conversion possible; Baked texture used




Curve (Color Gradient)

3 01- Curves.max - Autodesk 3ds Max 2021

Fle Edt Tools Group Views Create  Modifiers Animation  Graph Editors  Rendering  Civil View  Customize  Scripting Interactive  Contert
T SRR S = = . Slate Material Editor
D 0 <& Al NS @@ vew v W 0 ) op a2 gy [eaics: e
‘j C’ C oY == R =K L__i L3 "}. C [ % AP .T' ﬂ d 4 b— /o Y {! Modes Material Edit Select View Options Tools Utilities
oo00: 3= O a4l (@ =E oG 5
i w2 ¢awEBADOYHBHES T v §

Viewl
Modeling I Selectio Object Paint

Material/Map Browser
puliate o - P

Navigator
w Search by Name ...

- Materials

- General

Physical Material

Polygon Modeling = Blend

e RN et —- # . Directx Shader
Select  Display  Edit. Customize [+] [Crthographic ] [High Quality ] [Default Shading ] .
_ Double Sided
= a =

@ Name (Sorted Ascending) A Frozen
VO = 0 (default)
o ;
@ Asheville DEM @, PR Material (Spec/Gloss)
OBl PhysCamera001
Y Shell Material
O M PhysCamera001.Target
= ', XRef Material
©  Steel - Polished

Matte/Shadow
Multi/Sub-Object
@, PBR Material (Metal/Rough)

Map #3 ( OSL: Curve (color gradient) )

Map #3
- Arnold

o ¥ OSL Map Parameters
+ AOV s S A

+ Atmosphere
+ Math

- Surface
Car Paint
Clip Geo

Point No.:
.j Lambert

Position:
Layer Shader

T Value:
Matte

i Rendering finished

Default

0/100

80 8 an

None Selected

MAXScrir Mini . : _
AXScript Mini Eegres click-and-drag to select objects

Grid = 254.0mm I« <l B> 1> »i I Auto  Selected

A

~ h oo
&) Add Time Tag “ 0 y Q,

SetK. ) \, Filters...




Curves (Color Correction)

3 01- Curves.max - Autodesk 3ds Max 2021 = X

Fle Edt Tools Group Views Create Modifiers Animation  Graph Editors Rendering  Civil View  Customize  Scripting  Interactive  C

3 & [ =1 r - n oL 0 [0 op a0 gy [Gea R
‘j c C'? (/’) :'}): =R L. ? X !‘ .T. n d . b_ /O v {f = Modes Material Edit Select View Options Tools Utilities
L . 4 G SE G | g I | m‘ --‘ -{:

f Material/Map Browser View1 Navigator

v Search by Name ...

2: Displace - Maps

+ OSL

Polygon Modeling - General
Advanced Wood

: : ; [+] [Orthographic ] [High Quality ] [Default Shad : Curves (color correction) )
Select Displa Edit Customize : i
play Bitmap Map #5

X RY4 H += BlendedBoxMap

@ Mame (Sorted Ascending) 4 Frozen Camera Map Per Pixel y | p 5
i A rCi ¥
WO = 0 (default) { Cellular ] n ColorCurves.os é i

 OSL Code L

@ Ashevil * Checker f X e Curves (color correction)

O Ml PhysCamera001 Color Correction Allows color correction using of an input color using arbitrary curves.

OB PhysCamera001.Target ColorMap f ) Mecsneis us Each color channel is mapped individually by the curve.
© [ Combustion i = : Y T
< @ Plane002 - 5 v OSL Map Parameters

Composite
o Steel - Polished P
Dent

M aloff
i Gradient
l Gradient Ramp
Map Output Selector ) anne ]
Marble stngSumpMep Point No.:
. Mask ) we Position:
Mix

Value:

MultiTile A g
= Interpolation: Linear

i Rendering finished N w p ..’
Bitmap:
.‘ None

-

-
: V Map:

) " Map #14 (rock_wall_Heigh
-

Remove Map
Blur: 0.08
Map:
@ Planar
Cylindrical

Spherical
Shrink Wrap

Length: 9014.262r
Width: 10169.91:
Height:

U Tile: 1.0 Flip
V Tile: 1.0 Flip
W Tile: 1.0 ‘ Flip

Use Existing Mappin
Default = b

0/100

60 65

70 80 8 ap

1 Object Selected . g B x: -202.857mt % Y: 11430.527r % Z: 0.0mm % Grid = 254.0mm I« 4l D‘ > »l Auto  Selected
MAXScript Mini

~ A oGl ;
Click and drag to select and move objects & Add Time Tag “ 8 '@ ' setk. | )\, Filters...



Curves (Float)

3 01 - Curves.max - Autodesk 3ds Max 2021

Fle Edt Tools Group Views Create Modifiers Animation  Graph Editors Rendering  Civi View  Customize Interactive  Content  Substance  Arnold

"’ c 69 o’) E‘.})g § ::}‘L i i Y !H‘ .-I—. ﬂ 3’)‘ b:) O/g :0 {}/ Create Selection Set v .E
e .".:, . . > = 00, )

Scripting

Modeling

Polygon Modeling =

Select Display Edit Customize [+] [Orthographic ] [High Quality ] [Defauilt S

X Y g+

@ Mame (Sorted Ascending) A Frozen
> 0 (default)
O @ Asheville DEM
O Ml PhysCamera001
OB PhysCamera001.Target
<O @ Plane0o1
© @ Plane002
© @ Plane3
©  Steel - Polished

Default

0/100

1 Object Selected

Click and drag to select and rotate objects

3 Slate Material Editor

f-, Modes Material Edit Select View Options Tools Utilities

N/ &t Ta
Material/Map Browser
w Search by Name ...
Compare
Greater Than
- Random Index by Number/Color

# Checker
Digits
. Halftone Dots
Mandelbrot
. Rivets
- Simple Tiles
m | Threads
. Toon Width
'.5:;3 Weave
+ Utility
- UVW Coordinates
. Named Coord Space
™ uvw Channel
B uvw Environment
B uvw Matcap
. UVW Object Space
W uvw Row Offset
™ uvw Transform

- Values
. Color Value

File Name

Float Value

. Integer Value
Numbered File Name

. String Value
@ Rendering finished

—

¥ Grid = 2540.0mm

(%)

Add Time Tag

Viewl

Navigator

Map #24
¥ OSL Code

FloatCurves.osl

Curves

Transform an input using an arbitrary curve. An incoming float value
is transformed to an outgoing value defined by the curve.

¥ OSL Map Parameters

Point No.: 2
Position: 0.402
Value: 0.494

Interpolation: ~Catmull-Rom

Input map:

l«« <l P 1> »l Selected
4

< 0

A ele E
- Q, . )\ Filters...
4



RandomTilingBitmap.osl o P

Bitmap Random Tiling

properly transform normal maps. Outputs the modified UV so it can be
hooked up to other Bitmap Lookup shaders to apply the identical
randomness, plus outputs the Random Index itself to drive downstream
modifications that are in sync with it.

. i Look up a bitmap from passed in UV coordinates and modify each
I I I I ap a n O I I l I I n g repetition of the bitmap such that tiling is not evident. Has a mode to

¥ OSL Map Parameters

File

¢ Ran d om | VAS | m ag e teXt ures Filename: es\SiteWork.Planting.Grass.Bermuda2.jpg

UDIM

 Create unigue textures UDIM-lookup Load UDIM...

* Vary color, size and other parameters v AutoGamma

Wrap mode: periodic ¥
Texture is Normal Map
¥" Randomization
Random Seed: 3

¥ Randomize by UV position

Block Scale: 0.5 . Edge Fuzz:
Wiggle Scale: 0.25 . Wiggliness:
Transform
Rotation Min: 5.0
Scale Min: 0.8

Offset: U: 0.0

Color
Saturation Value

Min: -0.1 v, 0.8 v 0.8

uv coorainate. Map #4249 ( UL Uvw Lnannel )

-

Viewport Accuracy (in Realistic Mode): 100%




3 02- Bitmap Random Tiling.max - Autodesk 3ds Max 2021

Fle Edt Tools Group Views Create Modifiers  Animation
3 Slate Material Editor

Modes Material Edit Select View Options Tools Utilities

oY

Material) ;]i}owser

w Search by Name ...

- Maps
+ OSL

- General
Bitmap
. Normal Bump

Il os. map

Particle Age
Substance
Substance?2

- Arnold

+ AOV

+ Bump

+ Color

+ Conversion
+ Cryptomatte
+ Environment
+ Math

+ Shading State
+ Surface

+ Texture

+ User Data

+ Utility

+ Volume

+ Environment

+ Controllers

- Scene Materials
L. J

= Map #18 ( OSL: HDRI Environment )
Material #91 ( Physical Material )
Base Color Map: Diffuse Color (Material...

Bump Map: Normal Map ( Normal Bump ) (]

' Rendering finished

Default

0/100

None Selected

RS Y ActiveShade Fragment : Done

Random Bitmap Tiling

Graph Editors

Rendering  Civi View  Customize  Scripting Interactive  Content  Substance

Viewl

Map #21 ( OSL: Bitmap Random Tiling )
Map #21

File
Filename: es\SiteWork.Planting.Grass.Bermuda2.jpg

UbIM
UDIM-lookup

¥ AutoGamma
Wrap mode: periodic
Texture is Normal Map
¥ Randomization
Random Seed: 3

v Randomize by UV position

Block Scale: 0.5 v Edge Fuzz:

Wiggle Scale: 0.25 Wiggliness:

Transform
Rotation Min: 5.0
Scale Min: 0.8

Offset: U: 0.0

Color
Saturation Value

0.8 0.8

1.2 1.0

Position & Scale

UV Coordinate: Map #24 ( OSL: UVW Channel )

Overall Scale: 0.1

mL\ (arerr. Qv tevd e

84% v W O

Load UDIM...

Arnold

Help

[+] [Front ] [Standard ] [Wireframe ]

[+] [PhysCameraQ@ds[ /A

Y:\USERS\StevenS\Autodesk University 2020\FTV...n OSL Shaders\FTV469077 - OSL 3ds Max Project ¥ !{F& !F- !E m

(%)

Grid = 8'4.0"

Add Time Tag

I« <l B> 1>
“ 0 v

2 sschaindD

e

v Workspaces:

Modifier List

Selected

Filters...

Default

X

v




HDRIEnviron.osl

HDRI Environment

H D R I S h ad e rS Environment shader with exposure adjustments,
ground projection mode, and separation between
Background and Environment

¥ OSL Map Parameters

HDRI File:
C:\Program Files\Autodesk\3ds Max 2021\maps\HDRI\sI

« HDRI Environment Alignment

Rotation: 0.0 v Height: 0.0

« HDRI Lights TiltX: 0.0 : TiltY: 0.0

Mirror environment horizontally

Appearance

Exposure: 0.0 Contrast: 1.0 v

Viewport: 1.0 Tint: _

Clamp

Background Blur

v" Ground Projection

Position: 0.0

Tripod Height: 4'11.055"

Use Custom Background

Additional Light
Multiplier: 1.0 Color:

M No Map
%E Open Shading Language

N
:

———

Viewport Accuracy (in Realistic Mode): 100%




HDRI Environment

3 Shovel Knight02.max - Autodesk 3ds Max 2021

= X
Fle Edt Tools Group Views Create Modifiers Animation  Graph Editors Rendering  Civil View  Customize  Scripting  Interactive Arnold

Content  Substance Help 183chain4D v Workspaces: Default v

SN 2 a1l = IEN === rco1 o rea 4 - - - \fine. - HN 5 PUER ~N) 1) AN AN v

rrazta Calnrkinn Cnb w ! : 3

: ' = . Y:\USERS\StevenS\Autodesk University 2020\FTV...n OSL Shaders\FTV469077 - OSL 3ds Max Project ¥ !{Fﬁ !F- = im
3 Slate Material Editor EivSRment Shd ERaEs < E: S
Modes Material Edit Select View Options Tools Utilities

Environment Effects
Viewl
MMaterialiMap Browser MNavigator 7 Y Common Parameters

v Search by Name ... Background:

lor: nvironment Map: v Use M
S DR gt Colo Environment Map se Map

Map #6 ( OSL: HDRI Environment )
- General

Physical Material Global Lighting:

Blend Tint: Level: Ambient:

1.0
#  Directx Shader ST TS T — S — _

Map #6 (OSL: HDRI Environment )
Double Sided Map #6
Matte/Shadow ¥ Exposure Control PP
MU'ﬁ/SUb‘ObjECt Tilt X: 0.0 : Tity: 0.0

Physical Camera Exposure Control
@, PBR Material (Metal/Rough) Mirror environment horizontally

= v Active
@, PBR Material (Spec/Gloss)
— Appearance v Process Background
Shell Material — ] and Environment Maps
Exposure: 0.4 Contrast: | 1.25 v P
., XRef Material

Viewport: 1.0 Tint: _ Render Preview
- Arnold e

e Clamp ¥ Physical Camera Exposure Control
+ AOV el

= 48l Physical Camera Exposure
+ Atmosphere pna ackground Blur

¥ Use Physical Camera Controls if Available
+ Math

EV Compensation for Physical Cameras: 0.0 EV
¥ Ground Projection
- Surface

i — Position: 0.0 y y Global Exposure
i Exposure Value:

; = Tripod Height: 4'11.055"
£ Ceoo — White Balance
'/ Lambert

Use Custom Background ® Illuminant Daylight (6500K) v .
Layer Shader

Matte
Standard Hair mera001 |

./ Standard Surface Additional Light

Two Sided Multiplier: 1.0
+ Utility
+ Volume

- Maps

i Rendering finished

Default

0/100

None Selected

: : : Grid = 0'10.0" I« <l P> 1> »i Selected
RS Y ActiveShade Fragment : Done

i oEe

&) Add Time Tag “ 8 ' ® . )\ Filters...



HDRI Lights

3 Shovel Knight02.max - Autodesk 3ds Max 2021

Fle Edt Tools Group Views Create Modifiers  Animation

¥ 3 Slate Material Editor

i Modes Material Edit Select View Options Tools Utilities
N i T a @ -- - &
Material/Map Browser - View1
w Search by Name ...

- Materials
- General

Physical Material

Graph Editors

Blend

#®  DirectX Shader

Double Sided

Matte/Shadow

Multi/Sub-Object

@, PER Material (Metal/Rough)

'/, PBR Material (Spec/Gloss)
) LIGHT FILE 2

Shell Material '. s

', XRef Material

- Arnold

+ AOV

+ Atmosphere

+ Math

- Surface

Car Paint

Clip Geo

.j Lambert

Layer Shader

Matte

_| Standard Hair
'/ Standard Surface
Two Sided
+ Utility
i Rendering finished
< @ Retopo_muslos_mesh_014
o0 Retopo_pala_remesh_mesh_006
© @ Retopo_pecho_001_mesh_009
© @ Retopo_pecho_cover_mesh_011
© @ Retopo_Rodillas_mesh_021
Lol Retopo_segom_handle_mesh_023
tod Retopo_shoulders_mesh_003
fod Retopo_shouler_borders_mesh_004
od Retopo_Shovel_copy005_remesh_mesh_02
O @ Retopo_Shovel_copy038_mesh_002
© @ Retopo_tube_mesh_008
O @ shovel fist2_shovel_free_001
© @ Teapotoo1

p ©  Lighting

Default

0/100

1 Helper Selected

RS Y ActiveShade Fragment : Done

Rendering  Civil View  Customize

Navigator

Map #7 ( osl: HDRI Lights )

Map #7

LIGHT FILE 1:
Exposure / Tint 1:
Size [ Aspect 1:
Angle / Temp (K) 1:
Pos 1:

Pos. Helper 1:

LIGHT FILE 2:

Exposure / Tint 2:

Size / Aspect 2:
Angle / Temp (K) 2:
Pos 2:

Pos. Helper 2:

LIGHT FILE 3:

Exposure / Tint 3:

S S s

Scripting

Interactive  Content  Substance  Arnold  Help

= EB HE =

View1l

v LIGHT 1 ENABLE

maps\HDRILights\softUmbrella.hdr

v 1.0

2.0 v

: 6500.0
-16.395 + 86.631
Point001

¥ LIGHT 2 ENABLE
\HDRILights\reflectiveUmbrella.hdr
|
10.0 s 1.0 v
0.0 = 6500.0

125.534 7 -18.437 + 140.192
Point002
v LIGHT 3 ENABLE

5\HDRILights\profotobox_17EV.hdr

100% v W O

2.0 v

“nan

[+] [Front ] [Use

m B B x:-73.78"

de + User Defined ] [Default Shading ]

N..«}f\
7\

s R : \’

60 65 70 75

v Y: -1'4.395" ¢ Z: 7'2.631" v Grid = 0'10.0"

&) Add Time Tag

1 Sschain4D

I« <l B> 1> »]

< 0

A
v

e

A Workspaces: Default

Point001

Modifier List

Point Helper

¥ Parameters
Display:
Center Marker
Axis Tripod
v Cross

Box
Size: 1'8.0"
Constant Screen Size

Draw On Top

Selected

oo Rk
J\ Filters...
4

X

v

Y:\USERS\StevenS\Autodesk University 2020\FTV...n OSL Shaders\FTV469077 - OSL 3ds Max Project ¥ !@ !F- !H m




Time (Seconds)

e Read current time from timeline

e Set atime offset v 0SL Code

GetTime.osl

Returns the current time in seconds.
¥ OSL Map Parameters

Time (s): 0.0

Offset: 0.0 -

@g% Oper § Eﬂﬁi@:“pﬁﬁl'fklv

Viewport Accuracy (in Realistic Mode): 100%




Time (Seconds)

3 04-Time Digits.max - Autodesk 3ds Max 2021

Edt Tools Group Views Create Modifiers

Modes Material lit Select View Options Tools

Edi
i

Material/Map Browser
w Search by Name ...

S—
. Complement

. Cos

Degrees-to-Radians
Divide
Mo
- Float-to-Int
Interpolate
Log
LogX
B Maximum
B Mininimum
Modulo
Multiply
Negate
. Power
Radians-to-Degrees
. Random by Index
Range/Remapper
Reciprocal
Sin
. SmoothStep
Square Root

Subtract
@ Rendering finished

) 4 [+] [Left] [St

i

Default
0:1:1/0:10:0
0:0:0 0:0:20 0:1% 0:1:10
None Selected

Click and drag to select and move objects

Clal

Graph Editors

N ey
(s e

rd ] [Wireframe ]

Scripting  Interactive  Content  Substance  Arnold  Help

Viewl

"Navigator

Map #10 ( OSL: Time (seconds) )
Map #10

¥ OSL Code
GetTime.osl

Returns the current time in seconds.
¥ OSL Map Parameters

Time (s): 1.033

Offset: 0.0

%) Open.

Viewport Accuracy (in Realistic Mode): 100%

ST W P 5w e W

[+] [Perspective ] [High Quality ] [Default Shading ]

0:4:10 0:4:20

>

ndard ] [ Wireframe ]

0:6:0

B x:

0:6:10

L

™

0:6:20

0:7:10 0:7:20

(%)

Grid = 0'10.0"

Add Time Tag

1 Sschain4D

0:8:0 0:8:10

I« <l P> 1> »i
o 0:1:1 P @

0

:8:20

v

Workspaces:

Default

X

v

i Y:\USERS\StevenS\Autodesk University 2020\FTV...n OSL Shaders\FTV469077 - OSL 3ds Max Project ¥ !% !F- !@ m

Modifier List

0:9:10

Selected

oo
\

Filters...




UberNoise

 Multiple noise types

UberiNoise.osl

UberNoise

Combines many noise functions in one. Can do classic
Perlin, Fractal, Cell as well as fBm noise and multiple
flavors of Worley noise.

¥ OSL Map Parameters

Noise Settings

Noise Type: Perlin
Worley Power: 1.0
Worley Jitter: 1.0

Base Wavelength (Scale):
Fractal Noise Setup
Number of Iterations: 3
Iteration Frequency Ratio (Lacunarity): 1.8
Iteration Amplitude Ratio (Gain): 0.77

Combination Mode: Add
v" Layer Distortion
Amount: 4.0 Scale: 0.1

Scale Raio: 1.2

v Step Function (per iteration)
Low: 0.2 v High: 0.8

Output
v' Normalize Final Amplitude: 1.0

Step Function (output)

Color A: No Map

Color B: _ No Map

Input Coordinates
Input (UVW): No Map
When nothing is connected, defaults to object space
Phase: 0.0 5

™A !IJ' olld s 'TII!I' C 'I_'
DNIE il

d

Viewport Accuracy (in Realistic Mode): 100%




UberNoise

Edt Tools Group Views Create Modifiers

Modes Material i / Options Tools Utilities

Material/Map Browser

w Search by Name ...

./ Standard Surface
Two Sided
+ Utility

+ Volume

- Maps
- OSL
- Compositing
Color Key
B composite
- Environment
Environment/Background Switcher
¥™ HDRI Environment

HDRI Lights
+ Math Color

- Math Float
Abs

. ACos

Add

Angle
ASin

ATan
Clamp

- Complement
| [

i Rendering finished

Default

0/100

1 Object Selected

MAXScript Mini

Click and drag to select and scale objects (uniformly)

Customize  Scripting  Interactive  Content  Substance  Arnold  Help

WA e LA AN A PR Y M G N P i S

Navigator

Map #30 ( OSL: Uber Noise )
Map #30

UberNoise
Combines many noise functions in one. Can do classic

Perlin, Fractal, Cell as well as fBm noise and multiple
flavors of Worley noise.

¥ OSL Map Parameters

Noise Settings

Noise Type: Worley Manhattan

Worley Power:

Worley Jitter:

Base Wavelength (Scale):

Fractal Noise Setup
Number of Iterations: 5

Tteration Frequency Ratio (Lacunarity): 1.25
Tteration Amplitude Ratio (Gain): 0.77

Combination Mode: Add
¥ Layer Distortion
Amount: 4.0 Scale: 0.1

89% v W O

aphic ] [Higt

andard ] [ Wireframe ]

60

m B B x: 1000

ality ] [ Default Shading

Grid = 254.0mm

1 Sschain4D v Workspaces: Default

w W . Y:\USERS\StevenS\Autodesk University 2020\FTV...n OSL Shaders\FTV469077 - OSL 3ds Max Project ¥ !{E} !F- 1
4 " La

Plane001

Modifier List

<O v UVW Map

Gizmo

< » Displace
Plane

¥ Parameters
Mapping:
® Planar
Cylindrical Cap
Spherical
Shrink Wrap
Box
Face
XYZ to UVW

Length: 1254.591r

Width: 10169.92r

Height:

U Tile: 1.0 ; Flip
V Tile: 1.0 . Flip
W Tile: 1.0 B Flip

Real-World Map Size

Channel:

® Map Channel: 1

Vertex Color Channel

Alignment:
X Y ez

Manipulate
Fit Center
Bitmap Fit Normal Align
View Align Region Fit

Reset Acquire
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Composite

Composite.osl

° Layer two Imag eS using RGB and Alpha Alpha-composits one color over another

¥ OSL Map Parameters

Top layer Alpha: 1.0

Bottom layer Alpha: 1.0
Blend Mode: Normal
Premultiplied Alpha

Clamp Result

Viewport Accuracy (in Realistic Mode): 100%




Composite

3 06- Composite.max - Autodesk 3ds Max 2021
Fle  Edit

3 Slate Material Editor

Tools Group Views Create Modifiers  Animation

~ o) ) Pun)

Modes Material

N S 3

Material/Map Browser

Edit Select View Options Tools Utilities

v Search by Name ...
B oumy vawe
Vector Value
. 4-point Gradient
Bitmap Lookup
Bitmap Random Tiling
Color Correction
l Curve (color gradient)
l Curves (color correction)
. Curves (float)
Lift/Gamma/Gain
% Noise
Noise (3D)
. Noise (Gabor)
Randomized Bitmaps
. Simple Gradient
l Tri-tone
Tweak/Levels
Uber Bitmap
ber Noise

WireFrame

- General

Bitmap

. Normal Bump

Il ost map
Particle Age
Substance
Substance2

@ Rendering finished

Default

0/100

1 Object Selected

RS Y ActiveShade Fragment : Done

Graph Editors

s

Rendering

Arnold
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Civil View  Customize  Scripting  Interactive  Content  Substance

Viewl

Navigator

Map #108 ( OSL: Composite )
Map #108

¥ OSL Code

Composite.osl

Alpha-composits one color over another

¥ OSL Map Parameters

Help
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er Defined ] [W

Top layer Alpha: 1.0

v+ M

Bottom layer Alpha: 1.0
Blend Mode: Normal
Premultiplied Alpha

Clamp Result
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9 sSschainaD v Default

Workspaces:

Counter base

Modifier List

¥ Parameters
Mapping:
® Planar
Cylindrical Cap
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v Y: 1'4.871" ¥ Z: 225" $ Grid = 0'10.0"

&) Add Time Tag

Spherical
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Box

Face

XYZ to UVW
Length: 2'0.0"
Width: 2'0.0"
Height:

U Tile: 1.0 ¥ Flip
V Tile: 1.0 v Flip

W Tile: 1.0 B Flip
Real-World Map Size
Channel:
® Map Channel: =

Vertex Color Channel

Alignment:
® X Y

Manipulate
Fit Center
Bitmap Fit Normal Align
View Align Region Fit

Reset Acquire
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UberBitmap.osl & L

All-in-one shader for loading a bitmap via OpenImagelO.
Includes UVW channels and transforms in a monolithic version.

UberBitmap

¥ OSL Map Parameters

File

Filename: eassets\images\rock_wall_Base_Color.jpg

UDIM
e |Jses Open|mage|0 Library UDIM-lookup Load UDIM...

 Monolithic bitmap shader v AutoGamma

Wrap mode: periodic ¥

 Qutput RGB, Alpha, Luminance & Average

Channel, Scale & Position

Map Channel:
Scale: 1.0
Tiling: 1.0

Offset: 0.0

Real World Scale

Rotation

Rotation: 0.0
Rotation Center: 0.5

Rotation Axis: 0.0

gisy

Viewport Accuracy (in Realistic Mode): 100%




UberBitmap
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Modes Material i / Options Tools Utilities

Material/Map Browser Navigator

w Search by Name ...

+ Math

+ Surface
+ Utility “User Defined ] [Wireframe ]
+ Volume Map #78 ( OSL: Uber Bitmap )

Map #78
- Maps

¥ OSL Code Modifier List
- OSL

< UberBitmap.osl & P
- Compositing

Color Key All-in-one shader for loading a bitmap via OpenImagelO.
Includes UVW channels and transforms in a monolithic version.
B composite

’ ¥ OSL Map Parameters
+ Environment

File
+ Math Color
Filename: eassets\images\rock_wall_Base_Color.jpg
UDIM

+ Math Vector . Z it '7 T e o UDIM-lookup Load UDIM...

+ Math Float

+ Projection v AutoGamma

+ Scene Attributes Wrap mode: periodic ¥

+ Switchers Channel, Scale & Position

+ Textures iy’ Map Channel:
+ Utility B : Scale: 1.0
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Bitmap Lookup
Bitmap Random Tiling

Rotation

Color Correction Rotation:

I Curve (color gradient)
Rotation Center:
. Curves (color correction)
. Curves (float) Rotation Axis:
Lift/Gamma/Gain
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