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BAE RY5: Windows 10/11 (64 fi7) . mac0S 10.15+. Linux (Ubuntu 20.04+) .

MEAFACE : CPU SCRF SSE4.2 M2 DL ks B R3CFF NVIDIA CUDA 11.0 + B AMD Radeon Pro (fE
1% RTX3060 M UL FRAR, SCRAECRINED o WAFZED 16GB (BRIl 32GB+) ; fif
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. Uild] RenderMan ‘B 7/ %G Chttps://renderman.pixar.com/) , /MK S H&5%.
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Maya £ERECE:

1. #TH Maya, #EAN [Windows| = [Settings/Preferences| - [Plug-in Manager| .

1. #L#| [RenderManForMaya.mll| #fiff, ‘2Ji& [Loaded| #1 [Auto Load] , Fiifi [Apply].
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THZEIREAN,

Houdini SEACE :

1. #TJF Houdini, # A [Windows]| - [Plugins] > [RenderMan] .
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FERNSUFEZE Y Diffuse Map (38 HTEHE) . Roughness Map CHLKEESIHE) . Metalness Map
(EJEESF) . Normal Map (GEZRNEE) . Displacement Map CEH#NEED , it 4RI
PEHE 2142 1) A o R TRI 4 1Y

SUPRALBR SRR SFF uvw BRET.  planar BUEF.  cylindrical WSS, spherical BLETAEZ
PR T7 3, MR R R ORI A R, nE S SO gm R AR R UV ARER, RS
DAL

grAiAl: RS RS (Mexr tx #8620 WD RAE G, 8 Mipmap (2 8#T@E 80D
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% 5 BE: NHRGEEERER

5.1 RenderMan £J)%EHKHE
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A fEH PxrSurface #4J5i, Diffuse Color B AIREA (S, Roughness 0.4, Metalness 0.1,
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w1 BRGSO

surface WoodShader (
color diffuseColor = color (0.6, 0.4, 0.2): // RgFEEmEit
float roughness = 0.3: // K&/



float scale = 5.0; // RSN
) |

point P = transform(“object”, P); // FREUYIAELZS [a]ALFR

float wood = noise(P * scale) * 0.5 + 0.5; // WA pliARgr o

color finalColor = diffuseColor * wood; // #5&FHAKEIE 54

0i = 1.0; // ANEBHREE

Ci = finalColor * diffuse() + specular(roughness); // & 4F+51H
ST
}
i 5N B Shader fRIBLRAEN..sl X, {#H RenderMan Shader Compiler Zi¥ 4 .slo
A, EM R dmiEgs T A slo SCHE, BIRT R B XA, iS40 (U scales roughness)
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GG SR T texture () BREUINAMIAE, SHEFAEAELSS, M
TEARG R A IMRIR S .
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B WMD) S

FHEAZH . HiE X6 Shader, 1L illuminance () BAEGE ;3750008 H5H B & ORI
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9.1 RenderMan + Houdini: A5 FiEYY

. 1E Houdini HEIERARRL (kK. W5 , {FH FUP Fluids 3% Pyro FX A= i1k ZE 47

A Cbgeo %30

. 5 RenderMan #ifE, AWAAEID PxrVolume ¥ 5i, YHEEESEE. Hith. HESH, &4

PxrVolumelight 4L AR JERUR (WkIE)

. EGYRHE: JBH RIS 22K, EEEFREER (64) , BRI 5MRL £/ Al Denoiser

PR &, Fr.exr #H T EE K.
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. f£ Blender *)5 M RenderMan #fiff, SAMRAI 585, ffH RenderMan SZHS il % &

(RenderMan Viewport) AT 5M i, SLh & B TE R

. A TAER: ] Blender MK F RS0 B R HY, #iL RenderMan [1] PxrHair.
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. Zi@iEHiH: 7E RenderMan it Color. Diffuse. Specular. Shadow. AO. ZDepth %5if

5, OREEEZ AR,

. Nuke Afli: SAZHEE.exr XM, FH Merge WM& IFHE, HESERIE. XTEHE.

Gamma fH, WINGOtR. FIRBRSERUR, &M TR

. WMEERSEM. fH RenderMan Queue Manager EHIHLEVEYLTS, B E LA .

WLs I, SRR (2 AR | 4RI R 1]
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JUFIEAL: &R EE AR, MIEREEE SR, T LOD (Level of Detail) #iA, ikt
B 2 U1 AR, 500 LA TH 4

SRR s FEZE SCEAR 3K Cox b SRR ), BRAR AR CBESUHE 70 HE %, {EH Mipmap
> SCHERAE T

ITeAk: B A B EIRBCR, 8 Light Linking $H1XTG2mava (R 1k 3 e 5t
A, RS RD , BRI EITRITRE.

10. 2 ERSH M

KREERAEE: AR TR BB ML RAER (A ORFER 64, ERFER 32) , #4504
Jei R R T B R IR B

FRua s A3 H: JGH Al Denoiser J&, AIFRERFER (MM 64 [5ZF 32) , Wit [FMESE
FRANE A, TE G R 4E%E 50% DLE

ERGIBIER: s, BR. AR Reyes HiL, HAOGH. BUME . AFME
i RIS ZEK, MRIEH=RAER RG] %,

10. 3 TEHSIFREMR

TEAETE 2. RS TH B (RTX 40 £ %15 AMD Radeon 7000 #7%1) , SZ#F CUDA/OpencL fif
P, FRFERSCRE; WINNFRE 326B+, BREFmNFAL.

BAEER: MG & b SRR G WEES . IUERTIGES ) , TR R IK3)Y5 RenderMan
WA, J5 FHEE R s AER 0 (Windows HLIFIET. macOS TRERE) -

A REG: £ 6 HENARIET R, i RenderMan Queue Manager ZFHCVE 4TS, K
R 5c CUTFESZMID PRRETE S ) A LR 4 R 22 L/

BRES: TUNAERIERE
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By (LRAEY « A RenderMan 4Rt 5 R TIEUH HA, & JE R0 M EHE
B S AL, b rest . ROTACR @ RIS BUMEY, BB L5

WAJe (UKEHLZ 2) . Elsa WIKFEEM A PxrVolume # i 5 PxrVolumelight, ALK
HWEH G RABER, BREA PxrHair M, 4562 RERIEIFEKSE R N RER R

11. 2 ALBERE BT

(B PLIE : IR Z T8 )+ ¥ 2 hi B BRI 50 RenderMan [ULIATE 43K, 454 Houdini
AR, B SRR AT S« SO S AERGSCER, K T OGRS 42 5 e I 5 R BB I AR
SEIK NI

(R fl: AT FHD) « R R@EERREE, BT HE X Shader %5 Sz m X 1) 4 5%
3, RenderMan ] Reyes HikmWUAbEE K EFAKI T 5 A C3NHE, CREFHE R -

11. 3 -5 5k

IR fEH RenderMan 1 PBR #Jii 54 Rl EIRIRAEEIRAE S B SN 5005,
IREDEMG R A S i Mo, R E SRR G B4, BERS PR EE 8K, e &
W F: 454 Unity/Unreal Engine 5 RenderMan, ik 3N usD # 51 H
RenderMan JEZsfm il TF5 Fs SCRESCRNE QS S RE LSS, RS M.

%12 8: FIARFEEHXER

12.1 B RIR

RenderMan F J7 M uk (https://renderman.pixar.com/) : FEMLECHIARA T B 730, #
TS BT, FERDLAR S 98428, AR PR SCFE

RenderMan Learning Portal Chttps://learn.renderman.pixar.com/) : & NI 12IEH I KRGk
R, WEM . [T, 7594, Shader WIEENE, XHREL¥EI 5%,

RenderMan 121x (https://forums.pixarcom/) : B HHARRIE, WRMZEE. EZ/EMR. L
mass, Kyl TREITE NS 5mE.

12.2 B=T7 A HR

WAL : YouTube #iiE [RenderMan Tutorials] « B % [RenderMan W C#EFE | , #RALsE
BRI RO 2R, EAEM AL .

FEEZEVR:  (RenderMan for Artists)  {Practical RenderMan) , IR NJFfi# RenderMan Ji#
s, EE RGNy,

#IXF&: ArtStation (##% RenderMan #5%5) . %1°F [RenderMan i&#l] , AR E ATk
KPEan . SRIEIE RS S TR .

12. 3 #HrEI B
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1.
1.
1.

AT B (1.3 MHD - ERERARSEE ., b i 51000, Mg Ed, ElEs
s g, 230 .

BB (3-6 M) ¢ I ERPEIRL ABESE MEiER, EREZHADE TR, 5%
J A B A 5B .

EIRBTEL (6-12 NHD %3] Shader ZwfE. VEGLRAL. AT ATESY, TRNEATE SRR,
Z 5T H B AESREEAIE, IRRADEREE (nREiE. 5985

i

fit3% A: RenderMan ¥ FHfhsEs:

Dige Windows {R{dHE macOS fR4EH

FI T4 o2 G 5 2% Ctrl+M Command+M
FIHERKRE Ctrl+R Command+R

AR GHERS Ctrl+Shift+R Command+Shift+R
PFIE G, Ctrl+P Command+P

FT T S 7 Ctrl+V Command+V

fi3% B: HILEIE FAQ

ELEEREAIN > g5 (G R4ELF)  BERFER . B Al Denoiser.
15 FH o A1 sUTE e o

MIRA TR ? > MAESIEEE (BRSO Bk uv BITIER . BEHERa 1 .
ERHILREDR N ? > RERFERE, REIOREHER . AL B 4 5 el s .
AOEREREEL? > RALERIBIS. W PxrHair MFHA 525 125 E KRR
K,

Bt C: RenderMan FRAFEFTHE (fERR)

RenderMan 24: #11¥ Al Denoiser. fift RIS Z2H). ¥E5E USD S FF.



e RenderMan 25: $EFFSCBITRGEPERE. HBri¥ PxrPathTracer VEYLsS. MALMRFIE Y.
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