
 

 

Making snow in maya 2010 
 
Place your mesh on a groundplane. Dubbleclick the move-tool to access the options. 
Check the box ñCamera-based selectionò, and move to the top view.  

 

 
 
 
 

 
 
 
 
In the top view. go to face-mode, and drag your 
selection around your object. Then select Edit 
mesh > Duplicate face . 
Go to the outliner and select the new objects 
and combine them (Mesh > Combine) 
Select the original mesh and hide it (shift + h). 
It should now look something like this:  
 
 
 
 
 
 
 
 
 



 

 

 
Select the mesh, and go to the nParticle-menu. 
Make sure the preset is set to Water. Select 
ñEmit from object.  
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Make sure its emitting from the 
surface, and set the rate to 5000. 
Set speed to 0, and press apply.  
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Select the particles in the outliner, and 
check the box òIgnore Solver Gravityò. Set 
the particle weight and the conserve value 
to 0. I also set the particle size to 0.1, and 
the radius scale randomize to 0.5. 
 
 
 
 
 
 
 
 
 
 
 



 

 

 
 
 
 
 
Now press play on the timeline, and let it 
play about 25 frames. It should be looking 
something like the picture on the right.  
 
   
 
 
 
 
 
 
 
 
 
 
Now select Modify > Convert > nParticle to Polygons. Select the nParticles again, and go 
to the Output mesh-tab. Play with the settings, until you get a good mesh.  
 

 
 
 
Open the outliner once again, and select the snow mesh and delete its history. Then delete the 
particle-system and the extra faces you duplicated in the first step. You can also unhide your 
original mesh. We are now ready to begin with the lightning and shading.  
 
 
 
 
 



 

 

 
 
 
 
Create an arealight, and set the intensity to 35 000 and decay 
rate to Quadric. Check ñUse Ray Trace Shadowsò, and check 
ñUse Light Shapeò. Then duplicate your arealight two times, and 
place the 3 lights around your object as on the picture. Press 7 
on the keyboard, and you will see how the light behaves. You 
may want to lower the intensity on the back and frontlight to get a 
higher contrast. The value on the intensity is depending on the 
scale of your scene, so you will have to play with this to get the 
result you want.  
 
 
 

 

  
 
 
 
Open the render settings, and choose Mental Ray as renderer. Set the ñMax Sample Levelò to 1, 
and the Anti-aliasing Contrast to 0.05. Check theò Jitterò and ñSample Lockò checkboxes. It is a 
little dark right now, and we will correct it with a gamma correction. Open the render settings 
again, and at the bottom of in the quality tab, change the Gamma value under Framebuffer to 
0.455.  
 



 

 

  
 
Ok, now its time for the shader.  
 
Select your snow mesh, and right-click on it. Select Assign new material > 
Misss_Fast_Shader_X. 
Open the attributes for the shader, and set the Front SSS Color to a bright gray and the Back 
SSS Color to a little darker gray. The SSS-shader behaves different depending on the scale of 
your mesh, and if you get a weird result, try to change the Scale Conversion value. It should 
look something like the picture below.   

   
 
 
 
 
 
 



 

 

 
 
 
Now select the SSS shader again, and click the button 
next to Diffuse Shader. Select mia_material_x.  
Set the diffuse color to a light blue, set the weight to .5, 
and roughness to 1. Also set the Reflectivity to 0. 
 
 
Open the bump-slot in the Mia-material, and click the 
box next to standard bump. Choose a ñSolid Fractalò, 
and set the bump depth to 5.  
 
 
 
 
 
 
 
 
Now select your SSS-material again, press the box next to 
Specular Shader. Assign another Mia-material  
Change the color to a interface-grayish color, the weight to 
0.07, the roughness to 1. 
 
Set the reflection color to a grey-blueish color, and set the 
glossiness to 0.2. Check the ñHighlight Onlyò checkbox. 
 
Open the BRDF-tab, and set the 0 Degree Reflection to 
0.350.  
 
  
 

 
 
 
 
 
Scroll down a bit in your mia-material, and open the 
ñadvancedò- tab. Press the box next to the ñAdditional 
Colorò. Once again, assign a new mia-material. When 
you do this, the connection editor appears. Select 
ñresultò in the left tab, and ñadditional_colorò on the 
right.  
 
 
Press close. 
 
 
 
 
 
 



 

 

 
 
 
Make the color of the new mia-material black, set 
the weight to 0, and roughness to 1.  
Set Reflection color to slightly dark grey, reflectivity 
to 0.75 and glossiness to 0.5. 
 
Also check the ñHighlights Onlyò-checkbox.  
 
 
 
Set the 0 degree reflection to 0.25  
 
 
 
 
 
 
 
 
 
Scroll down to the bump-slot. Donôt assign anything yet. Open the hypergraph, and create a new 
mi_bump_flakes node. You´ll find it under Create mental ray nodes > textures.  
 
Now middlemousedrag the new node in the hypershade to your last created mia_material and 
choose ñotherò. 
Select ñout valueò on the left, and ñstandard bumpò on the right, and press close.  
Set the strength in the flake parameters to 4.  
 
 

    
 
 
 
 
 


