4,

Arnold SEt 28523 : MEMBISMEELRT R

i

Ay
Arnold {£4 Autodesk FE THI5%% Monte Carlo X4 EREFEL =, REREMNYIELCRITE.
FHNERG AR N ZOTLER Y, ERAFMIEN. BB . BRHERET
AT ATT TR, M OKEHE) MEEREE (BXEAN) NEEGS, M (MW

B ARSFREE) MARERRE] (Fi) BFLFN, Amold UETTFNMNS REMH, 5

MBI Z AL R,

ABETF Arnold 7.4.1.0 KGR A (MtoA5.5.1, CADtoA &) RS, BLREMEEHMTFT
EMRE, e TN ENHMITE 4% workflow, BITIERBTSLEE

BIEEMAR, BEEEEZERMMREIE. TXBAEERM NS RERE, RELIME
RERFZARFKIEMNBEE,

#—2& AR Arnold &3228

1.1 B HJZ% O EAL
Arnold B —F AR EK BB T E LR RMMENTREELSE, E BT
5

© YERAEN BETEIALEENEN Monte Carlo 8%, TEAERINBRE. K&, i
B RREBHEFALAFZAR.

© BRGRER: BROEEASEESEXAEREN, ARARZLE. BEBLEERER
STHRREG MhRERFRER L .

o ZEEHE: BT MtoA (Maya) . MaxToA (3ds Max) . C4DtoA (Cinema4D) Zif
#5357 DCC TREMRESR, BX#F USD. Alembic FEHRHER.

- RIEVTR AHMNENIHEEXERSRT A, RNFESA MaterialX S/ RiE, B
E o] E AN pipeline &%,

1.2 T A5 KRS
Amold E B £ IR TIEEMHIEERMAT R, RANASREHE:

© ®AEIE: Cinesite 7£ (T HH—x) A Arnold LA B AR FRFRI, Megalis
VEX fEEIH TR Rk BHEHR) MTFLOHRELR,

« HEXRBIE: Pixomondo gy (FKIRY RIFTEME A5, @i Arnold SLIH I 250 E
SR



© RITHRA BRS S @RI IRA AEYESHOCRRN, EWEIMEHNARZER

X

© BMER SEXNTEIE, REERERIEEMR, SBEEMNHRNIEESEE

B

1.3 RAFE i SR FIFE
Arnold FEuBId AR AFEFILL s 5188, 2025 A EY 7.4.1.0 fRATR SRR T
o MEREL{L: FiE procedural_instancing_optimization £ric, & ZSLHlMkiGEERE ERT

1-18 {&, Activision Caldera 7= 18 f303&

 GPUEZRY R BEXX#FToon EEHRERERERN GPUELR (HAIRTEIELE) .
« T{ERFAZ: Render To Texture & #F USD FEiERE, #iE HTML 48 TUE L SITiRE, Of

ENEEWUERRE. K7 BEEIE.

« BHFRERIEE . aiVolume 5 & 3F OpenVDB S BHEMNE, T EHZEBERER =TT,

FE EMITHERSZOHE

2.1 ;8253 : Monte Carlo Yt4:iRERfEAT
Arnold BT 2R T IR = Monte Carlo X4 IREGE X, I ARAT:

1.
2.

4.
5.

iz

FRGRE MBEIGRRHRAHTIE HESYRRENZR.

HREMITE: REIS/LEHMERE (NMeE. B8R RIK) |, BEXLNRS. i
G, BETIE.

- RBHEFET: HHTETEEASRE . 8. BREFAELE EERAIRNSEMIT

1
HRLEIEFIMT AT RARERE (Ray Depth) =58 BRT HERFLE.
BRESH. WHEALTENEE S TEHETMNEY, EMREGRE.

—HREREFEVEBHNER, EFELSENRFRELEERRESHERA.

2.2 LS ERREEM
FE{E(T DCC K H49 Amold SBERBEERT, U TROSEAEERERS M.
- PBERAE (AASamples) | BHEGAZTRE, MLEREWRY 34, BRLBLE

RITE 5-8, SRALRITEE 10 L.



© LR E (Ray Depth) : SiEXEHEE (Reflection) . ?ﬁ%ﬁ?&}# (Refraction) | 8K
SHRE (Diffuse) %, BUME 3-S5 TR ZE YR, BIE. REFERMRE LN 8-12,

© RBNE: HNAREILRBBMITERE, 40 Diffuse Samples f=1[8] 48 R 55t
£, Specular Samples fLLFEERHFER R

« B@X5 Gamma: &if Exposure B EMAZE, BS Gamma KRIE (BEI®A 2.2) TE
BRI,

ERIEE X3 CPU 5 GPU L4t)#, GPU EBEX BRI, CPUAEZAZETER

=1

Eo

BRALER: REEBSHE
Amold MFF IR B X FH S MDA IIE, HABRIRENT:

1. /eI 7& 3ds Max HHI{EIRERE!, Maya REMABRESHE, 25SH A ASS
(Arnold T ) 3 Alembic &=,

2. HERFH: BT MaxToA BIMEMEFH 4 MaterialX X4, SKIMBS JLAEAIER.

3. BEEES: & Houdini 5 AIRE ASS X5 A2 Alembic X4, 1®i1T Arold izE &
#r B2 MaterialX #45.

A EREH: G—RBELSY, B SEE EXR XHATEHEA.
M TERAFSIR ISR, BERIIAFBREERITRAERE.

EEEVRRGESMREE
3N MRV REREH

Arnold X HETH SHNHMRERSZ, PERERUTLINSEEEXNERIR, LT
KAEFE:
- REMRARTSE:

o Standard Surface: @A PBR T4, ZFELEE. HHEE. IORESH, el

MEBRIZR T &R e K ZEH MR
o AilLambert: @8 R&HR, ERATHE. EEEFERSTRE.
o AiMetal: TAhHEERIT, MU TEEBRSSSHERI], ZIF anisotropy (FaFH)

*ggﬁ%”o
> AiSubsurface: JCREESMR, ATRIUERK. BR. EHFFERUR.
© FIRHMRY S AiStandard Volume BFEIBEE . K. KSEERMR, HESHEHR

FEREH



- GIEE5TAYR: BiFFile (832/M%) . Noise (FZF43E) . Color Correct (ENBAX
IE) %, BTFFEEMRAT.

3.2 EalitA R ESCER
3.21 & EHM R (C4D =4l)

1. SIB#MBR: EMEREERNIT [ 812 > Arnold > Surface > standard_surface | | 584
“BrushedMetal”,

2. RS ERE:
o EuXE (Base Weight) : [&XE 0.3, FE{EIZ RS TTHK.
o HEAFiE (Base Color) : & RGB (0.5,0.5,0.5) % KE,
1. RERSEE:
° fH#EE (Specular Roughness) : & 0.467, RHNAL L2 G MAHERE .
IOR: 125 % 4.0, EELBERHNEE,
1. ORI E# Noise 7 =% Specular Roughness, IFEREIEEHN LB,

2. NEETE: BMEHEENSRAER 7 Amold S ESHEENE.

3.2.2 XFHEESHME (£H, Maya =fi)

1. BBV = D ARERAEEIE aiStandardSurface T &, #7& 4 “JadeSSS’,
2. 3 SSS #E:

cmds.setAttr('JadeSSS.subsurface', 1) # 5 AR FREEET
cmds.setAttr('JadeSSS.subsurfaceColor, 0.3, 0.9, 0.3, type='double3') # £ A%
cmds.setAttr('JadeSSS.subsurfacelOR', 1.4) # T HITSHFE

1. AEEES¥E: & Subsurface Radius F11% & RGB {& (0 0.01,0.03,0.01) , #=#H| A=
BRAIBEEE.

2. EEERNHA: ¥ = outColor EIZEZFIERIARY surfaceShader B4, & XE LI RIBIE
%

7N o

3.3 QUERRSY ST 5A
SERRIEFHREASBAIXE, Amold XIS MEEET (7



UV BRESESL. #RIEE UV R, EZARIVT{EA UDIM FHE3E.

o SR A& 5 File 75 =5 outColor 1% #£% Standard Surface 4y baseColor (EH
&) . specularRoughness (fH$&%E) . normalCamera (j%x%) ZixO.,

- BRFLUENR: #A Fractal T 282G H43E, Noise HREIEMME, B& Al Gobo
TELHMTHRERE.

PBR T{ERIEES: ZFFM Substance Painter SH & EE /BREENLE, HIEEZETXS
N Z4m O R o] SCIR BB H A TR I .

FHE ITHRGE S REF

4.1 Arnold KTyt BRI 545
Arnold 12— EYIBRERMIIT KRS, BT LR a1

Skydome Light: IRFEIMEIE, Jhn# HDRI MEEEMECIRE R, SRR A 3-
4 PUR D IR s

Distant Light: F17)t, ATHEIAKRIE, BT Angle ZHIEHIFAZRE (0.2 £H T
EERRAT) | XHFEEFET (5000K AEEK) .

Quad Light: X, FHEZMPYELFRRIR, EEABGHMAESFRRHE, BEEBER
71 10-12,

Spot Light: BJtXT, EC& Ai Gobo B Ao CIBEIRIES, EFRHTHEAKILENL

« Volume Light: {£fRY]R, FES Ai Volume Scatter T s LI R IR, BT density &
BB RRE

4.2 2R RBIALA (Maya =)

¥ 3ds Max S 89 FBX ENipRE# A Armold SE4RiE, BT

1. R T XX > sl . MR=EADYR, BILETERRAEE.
2. EREKE:

£ P9 eI Distant Light, Angle=0.2, Color Temperature=5000K, Samples=3,
J2 F Skydome Light, 71#{= X #(1E HDRI, Exposure=4.0, Samples=4,
1. AHBE: FEREAERIVNE Quad Light, Exposure=2.0, {E4IREHINE,
2. RIATAYE: A=K standard_surface E&=57& %, £ Amold ERUER “R AR
EPEL | we
3. BmiER ERTHIRR, ReNWRKIEH Samples B, MiFEF AA X+,



4.3 R H: ERHB SN

[E)#EMRAAs=H. @id Diffuse Samples =8]8 R ST &, &0 0 JEREZERA, fn
REZELRMIER,

FIRARR:
BlJZ Ai Volume Scatter 75 =, 1% density=0.1, scatter=0.8,
b. K mE#E| Skydome Light fy volume ittt H, RRIUK TS
KTEid3i®: 5 Spot Light 7f0 Ai Gobo 5=, % #% Fractal F2F40E, BT FRANEH
time ZH LM AN E
SHE B SERML

51 BNSHEREI=H

Arnold I X FFYEEHMNSERE, OEMERE:
£% (DOF) :
c. WREMBMEAERNR, HNEEFEME IOXE (NHELH) .
d. ZE48#41 Armold B¢+ /5 DOF, 4 Efi=8#E A\ Focus Object FEx,

e. 1% Aperture Size (JEE KX/, #iX 0.5-1.0) HTHIRMEE, BEE
distanceDimension ¥ S S HE IR SRR,

EENHER) . 2 Motion Blur, 1%& Shutter Angle (IR[IAE, 360 HmAEM) Bz
B Z512 5 Motion Samples,

© BRRL AIISRER. FABR. ARFHR, TBEEHERH DR,

52 z@ERESEHIER

AEMRIENFEAEE, Arnold ZHrm it £ @& EXR X4

1 BERE: AERRETREA SBREHE, A®NTXERE:
Eilignes (Base Color) . /B&5F (Diffuse) . fiEKRE (Specular)
RE (Depth) | %% (Normal) . ID 5ARk (Object ID)

1. Bl RERN D EXR, E4TTRIEHE Zip, WRERLHR.

2. F%Aﬁi‘ 7 Nuke RSN EXR X, B ID RERRENRIFE, FAREBEERSR
. BEEGBERIEAR RE.



5.3 B MEASHERTH
o HBRIEFE NS A JPEG/IPNG, &% H A EXR (%35 16/32 (L2 SEE) .

© REHMET BT Armold ERUER “RIES T MNIRBIRE SR FXE, ERMAAIZXE
RIS R RAF S HL

BASRE R REREHESEE T BT HTML SRR S SATHUS R
8. SUENTEE SRR, BRI AES

BAE MRS i BER

6.1 RIFREFLIL
BRI ERFERESEENRL, RARUMT:
© PERH RERBEBLBAXRA (10 Light Samples) | BIBREELERE (1

Diffuse/Specular Samples)

BERRAE: j5F Adaptive Sampling, %% Noise Threshold (Mg HfE, il 0.005-
0.01) , L4 RAHESRAXEHELE L RHE.

o SR =RESFHIRS AA Samples 5 DOF Samples, >RIFREEST I = 10
Subsurface Samples,

6.2 RIS
BxpE B AT ARRFHE RN E:
« JLER AL
° fERNRIE (Proxy/Standin) : KEEWHE (KK, KE) ¥EikA Amold RIE, D
WFES A
o LA WA A HRTRERIE REBEREN.
- SRR

K808 % 4K M ES3EE%E A4 BC 81, BIRAFIHERE.
o BEEAI BENNEEEAIT N Atlas THE], B BERYIHRTTHE.
© KT
© BHEEME BREXBERSN IR,
o BRTURITIE RINUAEFIN TS RILT L.
© EFRENRNK:



J&2 A procedural_instancing_optimization: & Z+3Lf{ki7 =% b exhaustive T, &
7 23K ) 4 conservative 183,
B EEH: FHAD AATFNEL, BHE&LL pass WK EN.
ERREEBRTR
P B RIRTT A
(A I Y= KTTERMERE RS XN KTIERY Samples
Z 3-5 BEZiZEiE 8
5H R GRS HEELEDBASRER KREMESHE, 5
2 Specular Samples £ 4-6
AEIRELRIN FRNHFELE B4 aiVolume 5 Y
Voxel Size, &/ 2 E M
ﬁj\
SERER NELRE HiARIETR, EHEL
B, XAFCDLERELR
8
SSS MR BE WE RN B ARE  #K subsurfaceRadius,
AN S 18 5 18 3175 1=k
FEE T HEM N ARG
1 A AERAER (Maya)
SMBERKEE S ARG SHEMASIE:
1. MREM: £4 Ai Subsurface T5 &, & & subsurfaceColor 3 RGB (0.85,0.7,0.65) #yRk
&,
2. 3RS

EEelhE: SMReThSERAT

EREEME: =HmE T X (fk. 8R) B(sHRHL.



BERME: RFINELSREMBRER.
1. XRBIRE:
F%: 45 Ef Quad Light, &3l key light,
#hot: {iR32E Skydome Light, HIEFAF .
BRI /=77 Distant Light, 1558 R4 8.
1. ¥4k Subsurface Samples &4 8, AA Samples &4 6, iR BKRRMR TIE

\\\\\

7.2 fE¥ip|iER (C4D)

AR G E RS LR

1. AR SAPBXERZREER, #i%H Amold RIE,

2. MERHE:
thiE: Standard Surface + & ¥k EI#EHUR R+ R
EMH: A Metal + RFEFMEELINFHEBHR
Y BERNE + B RFEEE, B Apha Ui,

1. KI5 RE:
EIE: fn#k HDRI AR ZESM R
F5¢: Distant Light #&=#IKBH, EEEIRIC™EICRIR.
IR AT EZERBAER, ERGRER.

1. EREE . Wl 1920x1080 7234 EXR X, G& ID. RE. FL&BEHREHER.

7.3 EHoHLER (3ds Max)
FTERARERELR:
1. HRRE: SAEREL, A MaxToA REBMN SHM.
2. MREA:
L. Standard Surface + JLEORLIER, $HFEEIR N 0.2,
AR ARMEEE + EBRMEE, IOR&E A 1.5,
W% AR Standard Surface, #rSHRER A 10,
1. JEERARIL:
B%R)t: Skydome Light @13 & F#% 5+ KJE, Exposure=3.5,



o NIJ: Arnold Area Light # IR TiXT, ;& 3000K,
1. fHPRE: EH DOF, ELSX#ERTEJL, Aperture Size=0.3,
2. R¥EH:. AA Samples=8, %t 300DPI TIFF x4, AFEIRIRETR.

#/\Z Arnold 53R ARE

8.1 GPU B3 T &%

Arnold # GPU B THAEE S5 S H LS, BATERE:

- BRARE TEFEREFGEE 'GPU EAEBERRE, XFF NVIDIARTX RFIEF.
ERGER: AMREBUE. STEER. ik, X3 Toon B8 GPU SRXIIFEEX

M,

© MEREXTEE: R GPUEREELL CPU R 2-3 %, ERMRZREWTIHRE CPU,

8.2 USD 5 MaterialX T {5
Armold X EX#F USD (BRHS#ER) 5 MaterialX #x&, B IREFREL:
- USD #4: Render To Texture x#F USD JERiETF, T HIZEX USD TS 783884,

« MaterialX {i#: 7 Maya G250 S 4 MaterialX X4, H#7# 3ds Max 5§
Houdini A& A, #REZRM4M R—E4.

© EFEENHA 9EJLEMA (ASS/Alembic) 544 (MaterialX) , SLIHR ARSI EFHS
A=

8.3 ZIEF S HBAIME

W ARBIE, Amold JE & RIELEFRER:

© ZERER: XFHRZERETE RIASHFEETERESLIERRE.
HBAAME: B RAE G TREE ASS X445 MaterialX #1/57, FIFH Arnold IZHEFFLI
BN RNE, BEESTE,

B 3%

A FRRERSTH



B
Maya
Maya

C4D

18 M

B. FiRIKE
© BAXH:
© XMt
© MRz
© fREER:

C. [RARE M A

Arnold xR
74.1.0
7410

7.4.1.0

wRERE

I R RiEes

BlE Arnold £T¢

{l|Z& Standard Surface

SELE

REHEMRRA

MtoA 5.5.1

C4DtoA 4.6.0

MaxToA 5.5.0

REER /BRI
Window > Node Editor
Create > Arnold > Light
€1z > Arnold >

Surface >
standard_surface

Arnold Render View

Autodesk Arnold Help Center (8& &IHEHEIFEMHIE)
Autodesk ETTRIRE (IREHEEEHR)
Arnold MtoA/C4DtoA A R4 (B3R 5K I5 =)
Autodesk App Store (FREREHTARAFE)

AR A R A
Maya 2023-2025
Cinema 4D 2024-2025

3ds Max 2023-2025
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