Making snow in maya 2010

Place your mesh on a groundplane. Dubbleclick the move-tool to access the options.
Check the box ifCamera-based selectiong and move to the top view.
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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:
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Select the mesh, and go to the nParticle-menu. Create nParticles ¢
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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.
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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
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place the 3 lights around your object as on the picture. Press 7
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on the keyboard, and you will see how the light behaves. You
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may want to lower the intensity on the back and frontlight to get a [~/ Area Light

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.
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Open the render settings, and choose MentalRay as renderer. Set the

andtheAnt-al i asing Contrast to 0.05.

Check tlhigad Ji

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.
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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.
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Now select the SSS shader again, and click the button

Sample

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 fSolid Fractalg
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 fHighlight Onlydcheckbox.

Open the BRDF-tab, and set the 0 Degree Reflection to
0.350.
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Scroll down a bit in your mia-material, and open the
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Make the color of the new mia-material black, set _+| Reflection
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Scrolldown tothe bump-s | ot . Dondét assign anything yanew Ope]
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 .Afot her o

Select Aout valueodo on the | efandpresaciode. ist andard b
Set the strength in the flake parameters to 4.
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