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Shading Your Models

hile geometry defines the shape of a model,shading
defines how the model’s surfaces react to light and
details such as color, transparency, and texture.

Maya uses Shading group nodes to tell the renderer which
materials, textures, and lights will affect the final look of a
surface. Shading networks are made up of nodes that define the
final look of a rendered surface. Learning the proper role of each
of these nodes will ensure that you build shading networks that
render successfully.

MATERIAL QUALITIES

The geometry shown as a

THE ANATOMY OF A SHADING NETWORK

Shading networks are built as nodes that control specific aspects of the shading
effect. These networks define how various color and texture nodes work withassociated

lights and surfaces. The placement of textures
within the network.

on surfaces is also controlled by nodes

There are several ways to view shading networks in Maya. The Hypershade window lets
you easily connect nodes and view the connected attributes. You can also double-click
on any node to open the Attribute Editor. Along the way, you can zoom in and out in
the Hypershade to get the complete picture. You can also view shading networks in
the Hypergraph window but this view does not give you swatch images.

2D TEXTURE PLACEMENT NODE

A texture is mapped in 2D space
when it is mapped to the UV space
of the geometry. This node is used
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E FILE TEXTURE NODE
File textures are bitmap
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images imported into
Maya that can be used
for texture mapping

wireframe becomes more
realistic with the addition of
shading networks that add
color and texture.

Before actually looking at a more complex shading network, it is useful
to consider the various material qualities that you will be trying to
achieve. R basic understanding of how an object is shaded can be
translated into attributes on shading network nodes in Maya.

attributes such as color, Sy
bump, or transparency.

to define the texture’s posi-
tioning and orientation
within the UV space.

SHADING GROUP

This node is the root of the
shading network. It sends

information about materials
and textures, lighting, and

found in the Rendering chapter. Lighting and
camera information is found in the Digital
Cinematography chapter.

HARDWARE RENDERING

It offers a preview of the
color of textures and up to
eight lights.

SOFTWARE RENDERING

It is capable of rendering all
shading effects such as
bump, specular, shadows,
and all lights.

up menu of possible input attributes. Szf,‘:,?:::map
This makes it easy to connect two
nodes together. You can also drag nodes directly onto

attribute names in the Attribute editor to connect them.

gives you information about the connected input and
output attributes. You can use this information for
future reference. You can select this line and delete
it to break the connection.
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