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Introduction

Procedural textures

Procedural textures allows you to define the object's appearance, or properties based on a
collection of mathematical functions. For example, you could define a simple linear gradient
depending of the height of the rendered point. This linear gradient could be written with
something like:

v=height/10
r=v*255
g=0

b=0

Now if we want to code something more complex like a wood texture, things are not as simple,
as you need to find some formula that will produce the look of the wood.

But then what is the advantage of a procedural texture over an image used as texture? Well
there are two main reasons why to use procedural textures, first in general it® fully 3D, that
means you will not have problems with UV maps and distortions. The second reason is that it®
resolution independent, which means you can zoom as much as you want (in or out) and your
texture will still look good and not suffer from blurring and pixilation.

Of course procedural textures are generally slower than image maps, but the biggest problem
is to find a formula that will fit your needs, and afterwards to code it yourself or find someone
that do it for you. Here VisualTexture can help you, we will see how.

VisualTexture

VisualTexture gives you the ability to use some predefined procedural textures called
“‘components” and combine them in an easy to use environment to product an unlimited
number of textures. The Graphical User interface (GUI) of VisualTexture allows you to quickly
and easily build your textures. By simply adding new components and linking them together
you can build up your texture and get instant visual feedback of the effects in the thumbnail
display for each of the components.

As we said and as you can see in this example above, each step of the process is show on
every component’s thumbnail display and you can see the new effect displayed throughout the
process. At the end in the Result window you have a preview of what your texture will produce
when rendered.



The concept

The concept behind VisualTexture is to allow you to mix the library of component together with
as much freedom as possible. You will see later on that freedom is not something you will lack
when building textures. You may wonder how you will be able to mix together different
components; well this is all the magic behind our tool. Imagine you want to create a wall
texture. We can start with a component that give us the first shape of the wall. In this case we
use the "bathtile” component to give us the shape of the bricks, and a noise function in order to
have an interesting surface on the brick. To do this we simply link the output of the noise to the
foreground input of the bathtile component:

But linking the foreground or background of the component is not the only way you may mix
together the components. With VisualTexture you may use a component, in most cases,
instead of a property value. You can see in the example below that we use a noise component
in order to define the width of the mortar in order to have an irregular mortar:

Install VisualTexture

You first need to copy the plug-in (the .p and the .dll) in one of the Lightwave plug-ins
directory. Start Layout and add the plug-in with the "Add Plug-ins" command.

Once you have done this, VisualTexture should be available in any texture editor dialog as a
procedural texture (percent and color), in the surface editor as a shader and finally as a pixel
filter.



Start using VisualTexture

In order to learn how to use VisualTexture we will use the color procedural texture plug-in. This
will allow us to gain some knowledge with the basic operations.

Start Lightwave Layout, and inside an empty scene, add an object. For this example it we
would recommend that the object contains only one surface (no textures applied) as it will be
easier to see the effect.

Once you have the object loaded select it and open the surface editor, and then select the “T”

button of the color. Now select “Procedual Texture” as the layet type and select “VisualTexture
Color” as procedural type.

You will see now a "Texture Editor" button, which will open the VisualTexture editor. We are
now ready to start creating our new procedural texture.



The VisualTexture editor
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The Components are listed in the component library (middle left). You can browse the
components here and when one is selected a preview of the component will be displayed in
the preview area (top left) as well as displaying the the type of the component.

In VisualTexture you have 3 different types of components:

Waveform is a 2D graph.
Percent is a grayscale map.
Color is a color map

You normally use Waveform Components for controlling things like bevels, contrast and other
values like that, Percent Components are used if you want to vary the value over the 3D
space, and finally Color are used to return a color depending of the 3D coordinate. Color
components cannot be used inside the "VisualTexture Percent" procedural texture.

Adding new components

If you press the "Add component” button, or double click on the selected component inside the
library, a new component will be added in your current texture. You will notice that this does
not change your result yet, as you need to link your components in order to be for them to
have an effect on the final textre.

On the top part of the window, there is a drop-down menu (the same menu you may access by
right clicking inside the drawing area), and the undo button. In the current version of
VisualTexture, we keep about the last 10 actions in the undo stack.



Selecting/deselecting components

Selecting components allows you to perform some operations on the component. Some
operations may works with one or many of the components at the same time and other
operations will work only if you have a single component selected.

There are many ways to select components:

- You can select a single component by left clicking on it.
Pressing and holding the shift key will allow you to select more than one component by lift
clicking on each of the components.
You can click and hold the left mouse button on an empty area and drag a selection box
around the components. When you release the mouse button, all components inside the
selection box will be selected.
“Ctrl+A” will select all components of the texture.

Finally if you want to deselect all the component selected, simply click on a empty area.

Change component properties

If you double click on the component thumbnail, or right click on the component and select the
"Properties” item, you will open the properties panel:

This panel allows you to change the properties for the selected component. For each type of
component you will find different set of properties. Only the position, scale, and rotation
properties are common on all components. Every time you modify a property either by typing
in a new value, or by using the associated mini-slider, the preview in the top left part of the
window will be updated in real-time. This will help you to see the effect of the property you are
changing.

The Properties editor is nhon-modal, that means you can still browse the full texture tree and
change it in the mean time the editor is open. In order to have fast response in the properties
editor LW updates and tree updates are disabled. You want to update both, press the "Update”
button.

When a parameter of the edited component is linked to some other component, you will find a
"Linked" button instead of the normal editor field. If you press this button you will be able unlink
the parameter, and enable the editor field.



Moving components

By dragging the border of an unselected component you will move it around. If you have more
than one selected, by dragging the border of one of them, you will move the whole selection.

Delete components

By pressing the "Delete" key of your keyboard, using the "Delete” menu option, or using the
"Delete selected component” button on the bottom left part of the interface, the selected
components will be removed from the actual texture.

Undo

VisualTexture remember about the last 10 actions you did, on a given texture, and allow you
recover to a previous state. Please note that there is no “Redo” option, so undoing is final. In
order to undo some mistakes, you can either use the button "Undo" on the top right part of the
interface or press the “Ctrl+Z” keys.

Almost all actions performed inside VisualTexture can be undone, from moving components
around to the deletion of a bunch of them. Clear, Load and Save cannot be recovered.

Linking components

To link a component to another, start dragging the thumbnail of a component, and a link will be
created. By dragging this link over another component, a link panel will be displayed and you
will be able to drop the link over a linkable parameter.

Start dragging the thumbnail of a component

Drag the link over another component

Drop the link on a droppable parameter (the
link should be green at that point)

At this point the two components are linked
together.

If a linked component is selected, destinations parameter labels are displayed over the link. If
you want to change a link click on an existent link and drag it. To remove a link, simply click on
the existing link.

Remember that at any point, if you make a mistake, you can recover to the previous state
using the undo command.

In order to for Lightwave to be able to use the new texture that you have created, you need to
link your texture to the Result component. This component is a special one, as it is always in
the editor and cannot be deleted. If you do not link your texture to the Result, then Lightwave
will not be able to render your texture.
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Disabling a link

By shift-clicking on a link you will disable the linked subtree. The link will drawn in gray instead
of black. To enable again the link, just shift-click on it.

Preferences

VisualTexture allows you to customize way the editor works. Starting from the quality of the
thumbnails up to the direction the texture tree must be displayed.

Fast thumbnails: if checked, thumbnails preview of the component (the view inside the main
interface) will be generated only by processing ¥4 of the pixels. This allows the thumbnails to
be generated quicker, but the quality of the preview is reduced.

Fast preview: if checked, the preview image in the properties editor will be generated using
the same concept as the "Fast thumbnails".

Snap to grid: will force components to snap the light grid.

Left to right: determine the direction of the tree. This allows you to work in either a left-to-right
or right-to-left manner when building the textures.

LW Update: if checked, Lightwave will update the preview in the surface editor window and
also in the VIPER window while you are editing the texture.

Preview shape: allows to selcet the type of preview you want in all areas (thumbnails,
examine window, preview inside the properties editor). You can choose here a flat preview or
a spherical preview. For 3D components a spherical preview can make it easier to see the
reslts, but for 2D components (like Bathtile or Checkboard) a flat preview is better.

Zoom level: enable to choose the level of zoom used on the thumbnails, and the examine
window.

Add default type: this option is useful when you are dealing with color trees, as it will add by
default color components if the component can be used as color component. This can speed
up the development of a new texture. In case you didn® want a color component then you
need to use the convert option.

Edit confirmation: this enables or disables the popup when you are switching between
different component without closing the properties editor.

Copy/Paste

You may copy the whole texture, shader or pixel filter with the normal Lightwave tools, or you
may, inside VisualTexture, copy just a part of a tree. To do so, you need to have at least one
component selected, then either you select the menu option “Copy” or press the “Ctrl+C” key.
For pasting select the "Paste” menu option or press the “Ctrl+V” key. Pasted components will
be selected by default allowing you to move them in block.
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Clear

In case you want to start over with a new texture, you can select the menu option clear. You
will be prompted to confirm that you really want to clear this texture. Please note that this
action cannot be undone and all unsaved changes will be lost!

Load/Save

Textures and shaders will be saved directly with the associated object, so the next time you
load the object, the texture will be loaded back as any other Lightwave texture. Pixel filters are
stored within the scene. You can also save the textures as a separate file if for example to
share it with somebody else. You do this by using the "Load" and "Save" menu options.
VisualTexture will then use a proprietary file format with the extension ".vit". This is more
useful with pixel filters as you may work directly with the Lightwave presets for textures and
shaders.

Converting components

When you will work with color texture, shaders or pixel filters, you will need from time to time to
copy a part of the tree and convert it from a percent tree to a color tree and vice-versa. The
"Convert" menu option does exactly this job. The conversion is done in a smart way in the
sense it will not convert all components of the tree from one type to the other, but instead take
the selected component, which by the way cannot be linked to any parent during this
operation, and will look inside the connected chain in order to convert "Forground" /
"Background" parameters and their associated components.

In this example "Iris" is linked to "Circle" as "Foreground" and "ArtDeco" is linked to "Circle" as
"Radius”. We started with the color tree on the left, selected the "Circle” component and then
the "Convert" option menu. As "Iris" is linked as "Foreground" it as been converted, "ArtDeco"
not. Once it® converted in percent components, it® also possible to convert then to "Color"
components doing exactly the same thing. The only difference is that it will not possible to
restore colors from the percent information, therefore a scale of gray will be chosen.

The examine window

Using the "Examine" option menu, when a component is selected, an examine window will pop
up with a bigger version of the thumbnail of the selected component.
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Any changes made to the texture tree will automatically update the examine window. The type
of preview (flat or spherical) depends of the preference choose in the preference panel.
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The Variations window

The variations window allow you to view the effect of changing a parameter on a selected
component. This will help when changing parameters as you will directly see the influence they
have.

On the top left of the window you will find the list of available parameters. Note that connected
parameters will not appear in the list. On the top right part you can select the granularity, which
defines the variation of the value between previews. In the middle part of the window you find
a 5x5 grid which contains current setting in the center, and surrounded by the variations of the
two selected parameters. By clicking on one of the thumbnails, the values linked to the
selected thumbnail will become the new current value, and the whole grid will be recreated
allowing you to browse again starting with the new values.

Render a texture bitmap

VisualTexture allows you to render bitmaps in order to use them externally or as a normal
bitmap texture in the surface editor.

Using the "Render texture” menu option, a dialog box will prompt you to provide the
information needed in order to generate the bitmap:

Output file: This is the filename that the texture will be written to.

Width / Height: are the final image sizes.

File format: allows to select one of the image file format recognized by Lightwave.

Scale: define the scale difference with the result component of the current tree. Using 100% in
both X,Y will generate the same texture only with more details.
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The online help

As you may have already discovered, VisualTexture contain a huge number of components (in
fact near 250). As it® would be difficult to remember what each component actually does, and
the meaning of all the parameters of this components, you may access the included online

help.

With the online help you will see a small description of all the components and their
parameters.
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How to create a texture

When you create a texture, you need to think in layers. That means, you need to start with the
biggest visible part inside your texture, and then go step by step more in details. For this
example, we will take the simple wall texture we used earlier and make it a lot more detailed
and interesting.

We will start by adding the “bathtile” component that can be found in the “Tiles” section of the
library. When promoted, select the component type as color. Once this has been added, we
will change the properties of the component as shown below to make it look more like a brick

wall:

The Colors used here are just used as a guide, we will change them later. If you were to use
this texture now it would give you a very dull and uniform brick wall. We will now add a bit
more detail to make the wall look more realistic and life-like. If you take a look at a wall you will
see that the bricks and mortar are not smooth like our texture. To make the wall look a little
more natural, we will vary the width of the mortar by using the “Grout Width” parameter. To do
that, we will choose a good noise component and link it to the "Grout Width" of the "Bathtile"
component. Let® add a VI Bm Component and select Percent for the component type. Now we
will change some of the parameters:
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If you now link the VIBm component to your “Grout Width” input on your bathtime compoent,
you should see a result at this point that looks something like this:

You can see now that this now looks much better, but it still needs to be improved. Now we
need definitely to change those colors, and it would be better not to have a uniform color over
the surface. So let® do it by adding a "CracklefBm" component which can be found in the
"Organic" section of the library. Add this component as a color type and change the
parameters to the following:

Now create a link from this component to the “foreground” input on the bathtiles component.
You can immediately see that it looks much better now the color of the bricks is no longer a
constant colour.

Next we will do the same thing for the color of the mortar. Add another CracklefBm component
and select color for it's component type. Change the parameters of the component as follows:
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Now link this node to the “background” input on the bathtiles component. Now our wall texture
looks much more natural. You should now have something that looks like this:

Why not add some dust on this wall? And add a bump map the same way? After playing with
this a little, you may come out with something similar to this:
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Apply 2D components on a complex shape

VisualTexture uses mathematical formula in order to describe the color or the value of each
pixel on a given X, Y, Z coordinates. However, some of our components are programmed such
a way that in fact they do not directly use the Z coordinate. This means they are flat. This is
done intentionally, as it would have made these components more complicated if we would
have done them in full 3D. Those 2D components are mainly found in the tiles group. And one
of the major one is the brick component. Imagine you want to make some sort of rounded wall,
you will soon discover that the result will not be exactly what you were waiting:

Looking on the left side of the image, you will see that the bricks do not follow the wall
correctly. Now to solve this problem you have basically 3 different roads:

- Subdivide the wall in parts and apply the texture on those part separately as you
would have done with normal textures without using UV maps.

- Use another component which create more or less the same effect but would be
fully 3D.

- Or use a trick involving morph maps.

The first option should be obvious and we will not present it here. The two other are maybe not
so clear. So what do we mean?

Use 3D components instead:

When you encounter this type of problem, maybe the easiest solution would be to look if there
are not other components, which would do more or less the needed work in 3D. In our
example the brick component can be replaced by the bathtile component and setting it to 3D.
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Using morph map:

This solution is maybe the less obvious one, but produce very good results once it has been
mastered. As the problem is the coordinates, if we could deform the object and keep the same
coordinates, then the problem will be solved. Deforming an object is the role of morph maps,
and we are lucky because the texture coordinates even for procedural textures are kept even if
the object is deformed. The way to implement this trick is to create a "straight" version of the
object (for example a straight wall)

then create morph the object to the desired final version.

On the layout side, load the object, apply the morph (via morph mixer), and apply the texture.
You will see that the texture follow the object as it® in fact applied on the straight object.
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Components reference

External: Camera angle

This component is the equivalent of the Lightwave Camera angle gradient.

External: LW Graph/Profile

This component allows designing a waveform with the help of the Lightwave graph editor.
Useful if you need to define special profiles, or bevel.

External: LW Graph/Time

This component uses the Lightwave graph editor in order to feed a value that varies over the
time.

External: LW Image

This component is used in the pixel filter plugin as the output from LightWave. Use this as
starting point for creating your filter.

External: LW Texture

This component allows to integrate Lightwave textures inside VisualTexture. Instead of
opening the standard VisualTexture properties panel, this component will display the
Lightwave texture editor.

Parameter 1-5 Use those parameters to feed LightWave gradient with VisualTexture
trees.

External: Result

This component is the root of your tree. This should be the result of your texture, shader or
pixel filter.
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External: Surface Up

This component is the equivalent of the Lightwave Surface up gradient.

External: Thickness

This component is the equivalent of the Lightwave Thickness gradient.

External: Time Slice

If the input parameter is not linked, this component return the current LightWave render time. If
the input parameter is linked to some curve, the Y value where X equals the render time is
returned. Basically this component slices a curve and return the value for the current time.

Input A curve component to feed to slice.
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Display: Counter |

This shader provides a seven segment counter pattern. Basically it can be real time clock or a
counter. The count value is animatable. The time can be displayed in 12/24 hour format with or
without seconds. The count value can be displayed with leading zeros and a controllable
decimal point.

Count This parameter controls the count value or number of seconds to be
displayed.

No. Of Characters This parameter controls how many characters are drawn.

Character Gap This parameter controls the gap between each character.

Segment ThicknessThis parameter controls the thickness of the display segments.

Segment Gap This parameter controls the gap between the display segments.

Character Skew This parameter controls the right hand skew applied to each character.

Character Scroll ~ This parameter allows the characters to be scrolled.

Leading Zeros This parameter allows the counter value to be prefixed with zeros.

Decimal Point This parameter sets the number of digits displayed after the decimal
point.

Scroll Direction This parameter determines the direction in which the characters are
scrolled.

Real Time This parameter allows the count value to be display as a real-time clock.

24 Hour Clock This parameter forces a 24 hour display when the real-time clock is
enabled.

Show Seconds This parameter allows the seconds to be displayed when the real-time
clock is enabled.

Base This parameter sets the number base used to display the count value.

Draw Unlit This parameter allows all possible dots to be drawn if enabled.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

23



Display: Counter Il

This shader provides a seven segment counter pattern. Basically it can be real time clock or a
counter. The count value is animatable. The time can be displayed in 12/24 hour format with or
without seconds. The count value can be displayed with leading zeros and a controllable
decimal point.

Count This parameter controls the count value or number of seconds to be
displayed.

No. Of Characters This parameter controls how many characters are drawn.

Character Gap This parameter controls the gap between each character.

Segment ThicknessThis parameter controls the thickness of the display segments.

Segment Gap This parameter controls the gap between the display segments.

Character Skew This parameter controls the right hand skew applied to each character.

Character Scroll ~ This parameter allows the characters to be scrolled.

Leading Zeros This parameter allows the counter value to be prefixed with zeros.

Decimal Point This parameter sets the number of digits displayed after the decimal
point.

Scroll Direction This parameter determines the direction in which the characters are
scrolled.

Real Time This parameter allows the count value to be display as a real-time clock.

24 Hour Clock This parameter forces a 24 hour display when the real-time clock is
enabled.

Show Seconds This parameter allows the seconds to be displayed when the real-time
clock is enabled.

Base This parameter sets the number base used to display the count value.

Draw Unlit This parameter allows all possible dots to be drawn if enabled.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.
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Display: Counter Il

The component provides a dot matrix counter display.

Count

Shape

No. Of Characters
Character Gap
Dot Gap

Font

Horizontal Dots

Vertical Dots

Character Skew
Character Scroll
Leading Zeros
Decimal Point

Scroll Direction

Real Time
24 Hour Clock

Show Seconds

Base

Draw Unlit
BackGround
ForeGround

This parameter controls the count value or number of seconds to be
displayed.

This parameter allows the shape of the dots to be round or square

This parameter controls how many characters are drawn.

This parameter controls the gap between each character.

This parameter controls the gap between the matrix dots.

This parameter determines the font used for the characters.

This parameter sets the number of dots used for the width of the
character.

This parameter sets the number of dots used for the height of the
character.

This parameter controls the right hand skew applied to each character.
This parameter allows the characters to be scrolled.

This parameter allows the counter value to be prefixed with zeros.

This parameter sets the number of digits displayed after the decimal
point.

This parameter determines the direction in which the characters are
scrolled.

This parameter allows the count value to be display as a real-time clock.
This parameter forces a 24 hour display when the real-time clock is
enabled.

This parameter allows the seconds to be displayed when the real-time
clock is enabled.

This parameter sets the number base used to display the count value.
This parameter allows all possible dots to be drawn if enabled.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

Display: DotMatrix

The component provides a dot matrix single character display.

Character ASCII
Shape

Dot Gap

Font

Horizontal Dots

Vertical Dots

Character Skew
Draw Unlit
BackGround
ForeGround

This parameter sets the ASCII value for the character (65 = A).

This parameter allows the shape of the dots to be round or square

This parameter controls the gap between the matrix dots.

This parameter determines the font used for the characters.

This parameter sets the number of dots used for the width of the
character.

This parameter sets the number of dots used for the height of the
character.

This parameter controls the right hand skew applied to each character.
This parameter allows all possible dots to be drawn if enabled.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
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Display: UV LEDs

The component provides an animatable arrays of LEDs much like an electronic UV meter.

Seed

Fade LEDs
Shape

No. Of LEDs
LED Gap
LED Width
LEDs On
Time

Scroll Type

Ping Pong

Random
Draw Unlit
BackGround
ForeGround

This parameter controls the seed for any the random patterns.

This parameter allows intensity of the LEDs to be faded top to bottom.
This parameter allows the shape of the LEDs to be round or square

This parameter controls how many LEDs are actually drawn.

This parameter controls the gap between each LED.

This parameter controls the width of the LEDs.

This parameter controls the number on LEDs drawn as being on.

This parameter controls the time for the animation of the LEDs.

This parameter selects either a random animation sequence or an
ordered LED scroll.

This parameter when enabled allows the LED animation to ping-pong
back and forth .

This parameter allows the LED sequence to be random or ordered.

This parameter allows all possible LEDs to be drawn if enabled.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

Fractals: Barnsley

This component provides a barnsley fractal.

Iterations
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.

26



Fractals: Julia

This component provides a julia fractal.

Iterations
Power
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter sets the power for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another

component.

Fractals: Lambda

This component provides a lambda fractal.

Iterations
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another

component.
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Fractals: Magnet Type A

This component provides a magnet type A fractal.

Iterations
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Fractals: Magnet Type B

This component provides a magnet type B fractal.

Iterations
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Fractals: Magnet Type C

This component provides a magnet type C fractal.

Iterations
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Fractals: Magnet Type D

This component provides a magnet type D fractal.

Iterations
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Fractals: Man Of War

This component provides a man of war fractal.

Iterations
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Fractals: Mandelbrot

This component provides a mandelbrot fractal.

Iterations
Power
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter sets the power for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.

Fractals: Menger

This component provides a menger gasket fractal.

lterations
BackGround
ForeGround

This parameter controls the number of iterations for the fractal.
This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

Fractals: Newton

This component provides a newton fractal.

Iterations
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Fractals: Pheonix

This component provides a pheonix fractal.

Iterations
Inside
Scale U
Scale V
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter determines how the inside of the fractal is rendered.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.

Fractals: Sierpinsky

This component provides a sierpinsky gasket fractal.

lterations
BackGround
ForeGround

This parameter controls the number of iterations for the fractal.
This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

Fractals: Spider

This component provides a spider fractal.

Iterations
Inside
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of iterations for the fractal.

This parameter determines how the inside of the fractal is rendered.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Geometric: Box

This component provides a box gradient around the texture axis.

Seed
Smoothing
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Circle

This component provides a circle gradient, concentric, around the Z axis.

Seed
Smoothing
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the circle to be controlled by another
component.
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Geometric: Corners

This component provides a linear gradient from the center out to the corners of a imaginary
square. Again, this is drawn concentric around the Z axis.

Seed
Smoothing
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Cubic

This component provides puffy quilt kind of pattern much like the inside of a padded cell.

Seed

Lower Smooth
Upper Smooth
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the shape curve at the bottom of each pad.

This parameter controls the shape curve at the top of each pad.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the profile of the smoothing to be controlled by another
component.
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Geometric: Dimples

This component provides a round dimple pattern. The texture is cubic, that is, it is applied in
3D. NOTE When applying this texture to flat surfaces the texture axis may required to be
adjusted to pick up the dimples. You may need to move the texture perpendicular to the flat

surface.

Seed
Smoothing
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Grid

This component provides a square pyramid pattern. The texture is cubic, that is, it is applied in
3D. NOTE When applying this texture to flat surfaces the texture axis may required to be
adjusted to pick up the pyramids. You may need to move the texture perpendicular to the flat

surface.

Seed
Smoothing
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.
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Geometric: Iris

This component provides an eye gradient. That is a random iris pattern developed radially

around the Z axis.

Seed
Smoothing

Rays

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

A value of zero means that the rays will be unconstrained.

This parameter controls the number of rays in the iris pattern

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the iris to be controlled by another
component.

Geometric: Linear

This component provides a linear gradient along the Y axis.

Seed
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Blend

This parameter sets the random seed when using any zone components.
This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows center of the linear gradient to be controlled by another
component.
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Geometric: Polygon

This component provides a polygon shaped gradient with any number of sides, concentric,

around the Z axis.

Seed
Smoothing
Sides
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the number of sides that the polygon will have
This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Radial

This component provides a circular gradient, radially, around the Z axis.

Seed
Smoothing

Frequency
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

A value of zero means that the rays will be unconstrained.

This parameter controls frequency of the radial pattern.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the radial to be controlled by another
component.
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Geometric: Ring

This component provides a ring gradient, concentric, around the Z axis.

Seed
Smoothing
Width
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the width of the ring.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the ring to be controlled by another
component.

Geometric: RoundedBox

This component provides a rounded box gradient, concentric, around the Z axis.

Seed
Smoothing
Roundness
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the how rounded the corners of the box are.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the rounded box to be controlled by another
component.
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Geometric: Sphere

This component provides a spherical gradient, around the texture axis.

Seed
Smoothing
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Spiral

This component provides a spiral around the Z axis. Note The scaling directly affects the
tightness of the spiral.

Smoothing

Frequency
Alternate
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter controls the smoothing of the shape® edge.

A value of zero means that the spiral will be unconstrained.

This parameter controls frequency of the spiral pattern.

This parameter allows a different spiral function to be used.

This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the spiral to be controlled by another
component.
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Geometric: Square

This component provides a square gradient, concentric, around the Z axis.

Seed
Smoothing
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This Parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

Geometric: Star

This component a single star pattern, concentric around the Z axis. This makes it ideal for
things like glints, lens flares or even suns.

Seed
Smoothing
Radius
Points

Point Length
Repeat
Triangle

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Radius

This parameter sets the random seed when using any zone components.
This parameter controls the smoothing of the shape® edge.

This parameter controls the radius of the center of the star.

This parameter controls the number of points that the star will have.

This parameter controls length of edge star point.

This parameter, when enabled, allows the pattern to repeat indefinitely.
This parameter allows the smoothing to be sawtooth shaped or triangle
shaped.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.

This link allows the radius of the star to be controlled by another
component.
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Noise: Agate

This component emulates the kind of color patterns in some types of marble, agate, or jade.

Seed

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Noise: Bozo

This parameter sets the random seed for the pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component provides noisy patterns. This makes it an ideal for textures like clouds, smoke
or fog. Plastic stippled effects can also be created using very small bozo bumps. With larger
bumps waves or ripples can be generated. The component can also be "fractlized" to give it a
whole new set of variations.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: BubbleBozo

This component provides a noisy pattern much like bozo except that the noise is more latticed
making is appear to be made of bubbles.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: Cruddy

This component creates a very rough crusty, cruddy type of texture pattern that is much like
the accumulation of dirt or rust on a surface.

Seed
Scale
Magnitude

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the noise used to disturb the texture.
This parameter controls the magnitude of the noise use to disturb the
texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Dented

This component creates a dented surface where the dents can range from smooth dinks to
craggy divets.

Seed This parameter sets the random seed for the pattern.

Detalil This parameter controls the scale of the dents.

Octaves This parameter sets the number of iterations used by the texture function.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Noise: Etched

This component provides an etched appearance as though the surface has been attacked by
acid. Alternatively, the pits can be inverted to provide craggy outcrops or small clustered
bumps.

Seed This parameter sets the random seed for the pattern.

Detalil This parameter controls the scale of the etched areas.

Octaves This parameter sets the number of iterations used by the texture function.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.
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Noise: fBm

This component provides noisy bumps based on Fractal Brownian Motion (fBm). This makes it
good for textures such as rocks or rough stippled surfaces. In fact, any noisy surface or
texture, particularly natural or organic ones.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the fom texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: FlowNoise

This component provides a flowing noise function that can be animated to look like many

different flow effects.

Seed
Advection

Time
Series

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

kinds of gas or liquid with the advection control able to create all kinds

This parameter sets the random seed for the pattern.

This parameter controls the advection flow noise or basically how stirred
it is.

This parameter controls the animation of the flow of the noise.

This parameter controls iteration power series:

Normal = linear series, Power = power series and Inverse = inverse
power series.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: FlowNoiseAbs

This component provides a flowing noise function that can be animated to look like many

different flow effects.

Seed
Advection

Time
Series

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

kinds of gas or liquid with the advection control able to create all kinds

This parameter sets the random seed for the pattern.

This parameter controls the advection flow noise or basically how stirred
itis.

This parameter controls the animation of the flow of the noise.

This parameter controls iteration power series:

Normal = linear series, Power = power series and Inverse = inverse
power series.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Granite |

This component provides a pattern similar to granite. This makes it good, with narrow color
bands, for making star fields.

Seed
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: Granite Il

This component provides a pattern similar to granite except that the granite the function is
folded creating discrete steps in the texture.

Seed
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: HeteroTerrain

This component provides noisy bumps based on Fractal Brownian Motion (fBm). The
difference to fBm is that the valleys are smoothed making it better for craggy mountain tops.

Seed This parameter sets the random seed for the pattern.

Scale This parameter controls the scale of the heteroterrain texture.

Increment This parameter controls the scaling of each successive iteration.

Offset This parameter controls the point at which the texture will become more
detailed.

Octaves This parameter sets the number of iterations used by the texture function.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Noise: Hybrid

This component provides noisy bumps based on Fractal Brownian Motion (fBm). The
difference to fBm is that the valleys are smoothed making it better for craggy mountain tops.

Seed
Scale
Increment
Offset

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the hybrid texture.

This parameter controls the scaling of each successive iteration.

This parameter controls the point at which the texture will become more
detailed.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Lump

This shader provides lumpy kinds of bumps rather like billowing clouds. With the texture
inverted the a finish like rough cut rock can also be achieved.

Seed

Detail
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the lumps.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: MarbleNoise

This component provides a veiny marble effect pattern. However, unlike than Marble Vein this
shader is noise based giving it much more detail.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the marblenoise texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: MarbleVein

This component provides veiny marble effect pattern. That is, the kind of pattern produced by,

well, marble.

Seed
Sharpness
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the sharpness of the marble veins.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: MultiFractal

This component provides noisy bumps based on Fractal Brownian Motion (fBm). The
difference to fBm is that the detail increases at the peaks.

Seed
Scale
Increment
Offset

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the multifractal texture.

This parameter controls the scaling of each successive iteration.

This parameter controls the point at which the texture will become more
detailed.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: PuffyClouds

This component provides noisy cloud-like tufts based on Fractal Brownian Motion (fBm).
However, the output is smoothed to give the appearance of light puffy clouds.

Seed This parameter sets the random seed for the pattern.

Scale This parameter controls the scale of the puffycloud texture.

Increment This parameter controls the scaling of each successive iteration.

Coverage This parameter controls the size of the clouds.

Octaves This parameter sets the number of iterations used by the texture function.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Noise: Ridged

This component provides noisy bumps based on Fractal Brownian Motion (fBm). The
difference to fBm is that the peaks are made to be more ridge like.

Seed
Scale
Increment
Offset

Threshold

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the ridged texture.

This parameter controls the scaling of each successive iteration.

This parameter controls the point at which the texture will become more
detailed.

This parameter controls the threshold or point at which the valleys
become ridges.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Scar

This component provides a noisy ripped pattern rather like scar tissue or a gouged lava type of

rock.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the scar texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: Scruffed

This component provides a surface that looks like its had something scraped along its sides.

Seed

Scale
Intensity
Length
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scaling of the noise used for the scruffs.
This parameter controls the intensity of the scruffs.

This parameter controls the length of the scruffed strokes.

This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Noise: Sediment

This component provides a pattern much like the layers of sedimentary rock

Seed

Scale
Increment
Width
Disturbance

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the sediment texture.

This parameter controls the scaling of each successive iteration.

This parameter the width of the sediment lines.

This parameter controls the amplitude of the noise used to disturb the
sediment strata lines.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: Stucco

This component provides stucco type bumps. That is, the kind of bumps found on rendered
walls or stippled ceilings.

Seed

Power
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter sets the size of the stucco stipples.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Turbulence

This component provides noisy bumps based on Fractal Brownian Motion. This makes it good
for textures such as rocks or rough stippled surfaces.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Noise: VIBm

This parameter sets the random seed for the pattern.

This parameter controls the scale of the turbulence texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component provides a noisy swirl pattern much like the eddies found in fast flowing water.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the the vfbm texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: VMultiFractal

This component provides a noisy swirl pattern much like the eddies found in fast flowing water
much like viBm but with much tighter  vortexes.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the vmultifractal texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Noise: VNoise

This component provides noise pattern with vector based disturbances.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the fom texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Noise: Wrinkled

This component provides a noisy wrinkled texture.This also makes it very good for spun or
brushed materials like brushed aluminum or spun brass.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the wrinkled texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: ArtDeco

This component is based on the crackle shader except that the distance between cells has
been changed to give them a more organic feel.

Seed
Power
Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls how mixed up the edges of the pattern becomes.
This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Organic: Blister

This component provides a pattern rather like leopard or Dalmatian spots.

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Branches

This component provides hard-edged vein-like patterns that branch out from the center.

Branches
Width

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the number of branches.

This parameter controls the width of the branches.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Caustic

This component provides a water caustic noise pattern. That is, the kind of pattern you get
when light plays on a surface of a swimming pool. When it is used as a bump pattern it creates
veiny worm types of effects.

Seed

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Organic: Cellular

This component provides a random cell like pattern rather like clusters of varying sized circles.
These can be bumped and colored to provide a wide variation of organic type patterns. The
pattern can also be made fractal in nature to create a variety of noise type patterns.

Seed
Scale
Increment
Octaves
Sample

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls how a connected component is sampled:

Normal means normal coordinates are used.

Recenter means the sampling coordinates are recentered for each cell or
tile.

Single means a single sample is used for cell or tile.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: CellularfBm

This component creates a fractal pattern, using fBm fratalization, based on the cellular
function. The result is a pleasing ocean wave like texture.

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter controls the scale of CellularfBm texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.
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Organic: Cheesy

This component is based on the cellular shader except that the distance between cells have
been squared off. This makes for an interesting rectangular pattern that is good for hull plated
or machinery like surfaces.

Seed
Power
Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls how mixed up the edges of the pattern becomes.
This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Concrete

This component provides something that looks a lot like concrete with three interleaved bump

map patterns.

Seed

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

58



Organic: Crackle

This component provides a random crack like pattern rather like a dried up river bed or a
smashed up slab of toffee. The component can also be used to create veins or random lattice

type patterns.

Seed
Scale
Increment
Octaves
Sample

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iterations.

This parameter controls the intensity of each successive iterations.

This parameter sets the number of iterations used by the texture function.
This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: CracklefBm

This component creates a fractal pattern, using fBm fratalization, based on the crackle
function. The result is a pleasing crumpled paper like texture.

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter controls the scale of CracklefBm texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the smoothing to be controlled by another
component.
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Organic: Crust

This component provides a crusty looking surface much like molten metal where the top is

solidified slag.

Seed
Scale
Increment
Octaves
Sample

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Organic: Dirt

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component was made to generally dirty up objects so they won®look quite so perfect.
Due to the way the dirt function is applied, it can be used to do a splotchy, dusty look as well
as a more even scattered dirt look.

Magnitude 1
Frequency 1
Magnitude 2
Frequency 2
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the magnitude of the first noise generator.
This parameter controls the frequency of the first noise generator.
This parameter controls the magnitude of the second noise generator.
This parameter controls the frequency of the second noise generator.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Organic: Disturbed

This component provides a two wave pattern. The two wave sources affect each other and
over-lap allowing a criss-cross pattern to be created.

Wave Distance
Wave Length
Wave Angle
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls distance traveled by the wave sources.

This parameter controls the frequency of the disturb waves.

This parameter controls the angle between the two wave sources.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.

Organic: EasyWood

This component creates a wood grain pattern with rings, concentric, around the Z axis.

Seed
Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern when noise is being
added.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Organic: Electric

This component provides a noisy pattern much like large electrical splashes or discharges.

Seed This parameter sets the random seed for the pattern.

Arc This parameter controls width of the electrical arc.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Organic: Fire

This component simulates a bonfire or camp fire type of effect.

Seed This parameter sets the random seed for the pattern.

Flame Height This parameter controls the height of the flames.

Flame Fragmentation This parameter controls how fragmented or detailed the flames are.

Flame Speed This parameter controls the speed of the flames when they are animated.

Flame Time This parameter controls the time for the animation of the flames.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.
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Organic: Firewall

This component simulates a firewall, just like a sheet of flames. By adjusting the flames height
a good lightning/plasma effect can be achieved.

Seed

Scale
Increment
Flame Height
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the firewall texture.

This parameter controls the scaling of each successive iteration.

This parameter controls the height of the flames in the flame wall.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Hardwood

This component provides a hard wood effect. It differs from EasyWood as it provides a
grainier, more noisy, wood pattern. The grain speckles can also be bump mapped to provide

grain relief.

Seed
Graininess
Ring Scale
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the graininess of the wood rings.

This parameter controls the amplitude of the wood rings.

This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Organic: Minky

This component is based on the cellular shader except that the distance between cells have
been derived linearly which creates a diamond like surface pattern.

Seed
Power
Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls how mixed up the edges of the pattern becomes.
This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Sinblob

This component produces a blobby sine wave pattern based a pseudo random pattern

generator.

Seed

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Organic: Superwood

This component provides a wood pattern much like easywood and hardwood except that it
provides and much more physically accurate model of wood and gives the user many
additional controls over the look.

Seed
Ring Freq.
Ring Eveness

Ring Noise
Ring Noise Freq.

Ring Intensity

Grain Frequency
Grain Intensity

Trunk Wobble

This parameter sets the random seed for the pattern.

This parameter controls the frequency of the wood rings.

This parameter controls the width of each ring with respect to the other
rings.

This parameter controls the amplitude of the noise applied to each ring.
This parameter controls the frequency of the noise applied to each ring.

This parameter controls how much the rings contribute to the overall
pattern.

This parameter controls the frequency of the grain pattern.

This parameter controls how much the grain contributes to the overall
pattern.

This parameter controls the amplitude to the noise applied to the trunk
wobble.

Trunk Wobble Freq This parameter controls frequency of the noise applied to the trunk

Angular Wobble
Ang. Wobble Freq.

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

wobble.

This parameter controls the amplitude to the noise applied to the angular
wobble.

This parameter controls frequency of the noise applied to the angular
wobble.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Organic: Vein

This component provides vein like patterns. This makes it ideal for textures like eyeballs or
very organic looking skin.

Seed
Veininess
Fade
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls how detailed the veins appear..

This parameter allows the veins to be faded along the Y axis.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Organic: Wormvein

This component creates a wormy vein type of pattern useful for veiny skin or electrical arcs.

Seed

Lower Width
Upper Width
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the lower threshold limit for the worm veins.
This parameter controls the upper threshold limit for the worm veins.
This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Panels: Panels

This component provides square tile pattern where the tiles can be randomly shifted. This
makes it good for any panelled surfaces or plated hulls.

Mapping

Sample

U Repeats
V Repeats

Seed
Disturb

Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Panels: Peel

This component provides a peeled edge pattern that may be used in conjunction with the

panels component.

Mapping

Sample

U Repeats
V Repeats

Panel Seed
Noise Seed

Disturb

Distribution
Grout Width
Peel Width
Noise Mag.

Noise Scale

Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the tile pattern.

This parameter sets the random seed for the noise pattern used to
disturb the peel edges.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the peel edges.

This parameter controls the magnitude of the noise used to disturb the
peel edges.

This parameter controls the scale of the noise used to disturb the peel
edges.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Panels: Rivet Rust

This component provides a rivet/screw rust pattern that may be used in conjunction with

panels.

Mapping

Sample

U Repeats
V Repeats

Panel Seed
Rust Seed
Disturb

Panel Distrib.
Rivet Radius

Rust Radius
Spacing

No Of Rivets
Noise Scale

Rivet Distrib
Just Corners

Add Upright

Add Center
Add Diagonals

Brightness
Contrast
BackGround
ForeGround
Rust Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the tile pattern.

This parameter sets the random seed for the rust rivet pattern.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the radius of the rivets around which the rust is
drawn.

This parameter controls the outer radius of the rust.

This parameter controls space from the edge of the tile the start of the
rivets.

This parameter controls the number of rivets along each edge.

This parameter controls the scale of the noise used to disturb the rust.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter when enabled draws only the corner rivets on each
panel.

This parameter when enabled draws lines of rivets in a cross shape on
each panel.

This parameter when enabled draws rivet in the midle.

This parameter when enabled draws lines of rivets diagonally across
each the panel. .

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the falloff of the rust to be controlled by
another component.
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Panels: Rivets

This component provides a rivet/screw pattern that may be used in conjunction with panels.

Mapping

Sample

U Repeats
V Repeats

Panel Seed
Rivet Seed
Disturb

Panel Distrib.
Rivet Radius
Bevel Width
Spacing

No Of Rivets
Slot Width

Rivet Distrib
Just Corners

Add Upright

Add Center
Add Diagonals

Brightness
Contrast
BackGround
ForeGround
Rivets Profile

Slot Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the tile pattern.

This parameter sets the random seed for the rivet pattern.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the radius of the rivets.

This parameter controls the width of the bevel on the rivets.

This parameter controls space from the edge of the tile the start of the
rivets.

This parameter controls the number of rivets along each edge.

This parameter controls the width of the slot than may be drawn on the
rivets.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter when enabled draws only the corner rivets on each
panel.

This parameter when enabled draws lines of rivets in a cross shape on
each panel.

This parameter when enabled draws rivet in the middle.

This parameter when enabled draws lines of rivets diagonally across
each the panel. .

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the rivet edge bevels to be controlled by
another component.

This link allows the profile of the slot bevels to be controlled by another
component.
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Panels: Rust

This component provides rusted or dirt encrusted corners pattern that may be used in
conjunction with the panels component.

Mapping

Sample

U Repeats
V Repeats

Panel Seed
Noise Seed

Disturb

Distribution
Grout Width
Intensity

Noise Scale

Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the tile pattern.

This parameter sets the random seed for the noise pattern used to
disturb the rust edges.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls intensity of the rusty ot dirty corners.

This parameter controls the scale of the noise used to disturb the rusty or
dirty corners.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Panels: Smear

This component provides a smeared edge pattern that may be used in conjunction with the

panels component.

Mapping

Sample

U Repeats
V Repeats

Panel Seed
Noise Seed

Disturb

Distribution
Grout Width
Streak Length
Scale
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the tile pattern.

This parameter sets the random seed for the noise pattern used to
disturb the smear edges.

This parameter allows the tile pattern to be disturbed, that is, the tiles are
randomly shifted.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the length of the smear streaks.

This parameter controls the scale or width of the smear streaks.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Skin: Camo

This component provides a random camouflage kind of pattern which makes it great for
military models.

Seed This parameter sets the random seed for the pattern.

Blend Spots This enable box controls whether the splotches are smooth or have
discrete edges.

Levels This parameter controls the number of camouflage splotches levels there
are.

Clipping This parameter sets where the splotches are clipped allowing their size to
be controlled.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Skin: Crumpled

This component does the used-tinfoil/crumpled-and-flattened-back-out-paper-bag look. By
reversing the crumple you get a very convincing hide pattern.

This texture is zonal but only for a single layer.

Seed This parameter sets the random seed for the pattern.

Levels This parameter controls the number of crumpled layers there are.
Clipping This parameter controls where the crumpled sections are clipped.
Dispersion This parameter controls the how many of the crumple sections are

actually drawn.
Noise Magnitude This parameter controls the magnitude of the noise used to stir the

texture.
Noise Scale This parameter controls the scale of the noise used to stir the texture.
Noise Detail This parameter controls the detail of the noise used to stir the texture.
Noise Octaves This parameter controls the number of octaves in the noise used to stir
the texture.
Lower Limit This parameter controls the lower limit or clip point for the pattern.
Upper Limit This parameter controls the upper limit or clip point for the pattern.
Brightness This parameter sets the brightness of the pattern.
Contrast This parameter sets the contrast of the pattern.
BackGround This parameter sets the background color/percentage for the pattern.
ForeGround This parameter sets the foreground color/percentage for the pattern.
Blend This link allows the blending of the texture to be controlled by another
component.
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Skin: Dinoskin

This component provides scaly/bumpy/wrinkly dinosaur skin. All the standard controls are
available to create all kinds of dinosaur, alien or reptile skin.

Seed
Levels
Clipping
Dispersion

Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal but only for a single layer.

This parameter sets the random seed for the pattern.

This parameter controls the number of dinoskin layers there are.

This parameter controls the where the dinoskin scales are clipped.

This parameter controls the how many of the dinoskin scales are actually
drawn.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: Frogskin

This component provides a warty/bumpy frog skin spot pattern.

Seed

Spot Size
Levels
Clipping
Dispersion

Edge Width
Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal but only for a single layer.

This parameter sets the random seed for the pattern.

This parameter controls the size of the frogskin spots.

This parameter controls the number of frogskin layers there are.

This parameter controls the where the frogskin spots are clipped.

This parameter controls the how many of the frogskin spots are actually
drawn.

This parameter controls the width of the smooth edge of the frogskin
spots.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: GrainyWood

This component creates a very grainy wood pattern. The depth of the grain can be varied
along with the wood ring spacing.

Seed

Ringiness

Grain Frequency
Graininess
Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls the scaling of the wood rings.

This parameter controls the scaling of the wood grain

This parameter controls the intensity of the wood grain.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: Leather

This component create a noisy pattern much like leather hide.

Seed
Levels
Grain Start

Grain Finish
Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the number of leather layers there are.

This parameter controls where the valleys of the leather grain pattern
start.

This parameter controls where the valleys of the leather grain pattern
finish.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: Monster

This component provides a gory meaty shader that looks like some sort of creeping disease.
The component is made up of a clumps with bumps on them

Seed

Clipping
Dispersion

Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter controls where the monster clumps are clipped.

This parameter controls the how many of the monster clumps are
actually drawn.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: Pastella

This component produces a rather pleasing noisy sine wave effect.

Seed
Levels

Clipping

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Skin: Peened

This parameter sets the random seed for the pattern.

This parameter controls the number of pastella splotches levels there
are.

This parameter sets where the splotches are clipped allowing their size to
be controlled.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component does a peened (hammered) looking surface that is sometimes seen on
finished metals. The component applies a lot of tightly packed and overlapping spherical dents
to the surface, and it can also add color into the dents which will look like an antique finish has
been applied to the surface.

Seed

Clipping
Dispersion

Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the where the peened dents are clipped.

This parameter controls the how many of the peened dents are actually
drawn.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Skin: Scratches

This component applies random scratches, dings, and dents to the surface of an object to give
it a very beaten up, rough look. The component applies several long and thin, overlapping cuts
and dents in up to 16 different layers. It can also add color to the scratches which will look like
an antique finish or dirt has been applied to the surface.

Seed
Levels
Clipping
Dispersion

Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal but only for a single layer.

This parameter sets the random seed for the pattern.

This parameter controls the number of scratches layers there are.

This parameter controls where the scratches sections are clipped.

This parameter controls the how many of the crumple sections are
actually drawn.

This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Blast

This component provides burn or blast marks from things like bullets or phasers.

Seed
Scale
Increment

Octaves
Blast Lines

Blast Disturb
Blast Variance
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the noise used for the texture.

This parameter controls the scaling of each iteration of the noise used for
the texture.

This parameter sets the number of iterations used by the noise used for
the texture.

This parameter controls the number of blast rays emanating from the
blast center.

This parameter controls how much the radial blast lines are disturbed.
This parameter controls the variance in the length of the blast rays.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Space: Coriolis

This component applies a pattern rather like wind swept swirling planet clouds making it good
for planets like venus. The amount of twist or swirling can be controlled along with the detail of

the clouds.

Seed

Scale
Increment
Twist
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the coriolis texture.

This parameter controls the scaling of each successive iteration.

This parameter controls how much the twist is applied to the surface.
This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Flare

This component provides a lens flare like star pattern. It can be used for highlights or glints as
well as the more traditional lens flare effects.

Seed This parameter sets the random seed for the pattern.

Rays This parameter controls the number of rays used for the flare pattern.

Noise Magnitude This parameter controls the magnitude of the noise used to stir the
texture.

Noise Scale This parameter controls the scale of the noise used to stir the texture.

Noise Detail This parameter controls the detail of the noise used to stir the texture.

Noise Octaves This parameter controls the number of octaves in the noise used to stir
the texture.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.

Space: GasGiant

This component applies rings of color to an object. By carefully selecting base colors, you can
create planets similar to Saturn, Jupiter, Uranus, or even Rigel 12. By applying this texture to a
flat object, you can create the rings that go around the planets complete with spaces between
the rings.

Seed This parameter sets the random seed for the pattern.

Frequency This parameter controls the frequency of the planet stripes.

Wrap This parameter controls whether the texture is to be wrapped around a
sphere.

Lower Limit This parameter controls the lower limit or clip point for the pattern.

Upper Limit This parameter controls the upper limit or clip point for the pattern.

Brightness This parameter sets the brightness of the pattern.

Contrast This parameter sets the contrast of the pattern.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Blend This link allows the blending of the texture to be controlled by another
component.
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Space: Glint

This component creates a glint pattern rather like a very specular highlight. That is, the type
seen on extremely polished metals. If is also good of stars, nebula and other spacey types of
patterns as well as light blooms.

Seed
Glare
Falloff
Rays

Radius
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the overall brightness of the glint flare.

This parameter controls the falloff of the intensity of the glint flare.

This parameter controls how many rays are used to make up the glint
flare pattern.

This parameter controls the overall radius or size of the glint pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Space: Nurnies

This component creates a random space tile kind of pattern making it useful for adding decals
or interest to any space hull.

Seed
Detail
Scale
Increment
Octaves
Sample

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter sets the order of the nurny cells.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Pebbles

This component creates a random pebbles pattern much like a cobbled street.

Seed

Levels

Clipping
Dispersion

Noise Magnitude

Noise Scale
Noise Detail
Noise Octaves

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This texture is zonal but only for a single layer.

This parameter sets the random seed for the pattern.

This parameter controls the number of pebbles layers there are.

This parameter controls the where the pebbles are clipped.

This parameter controls the how many of the pebbles are actually drawn.
This parameter controls the magnitude of the noise used to stir the
texture.

This parameter controls the scale of the noise used to stir the texture.
This parameter controls the detail of the noise used to stir the texture.
This parameter controls the number of octaves in the noise used to stir
the texture.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Pipes

This component provides a detailed pattern of overlaying pipes much like some of the detail on
a Borg cube. It may also be used for creating random style grills and grids.

Seed
Mapping

U Repeats

V Repeats
Pipe Radius
Pipe Levels
Horiz. Density
Vert. Density
BackGround

ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter controls the radius and therefore thickness of the pipes.
This parameter controls the number of layers of pipes.

This parameter controls how many of the potential pipes are drawn in the
horizontal direction.

This parameter controls how many of the potential pipes are drawn in the
vertical direction.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Space: Planet

This component provides a pattern like the land masses of an M-Class Planet and a parameter
is provided that allows the size of the polar caps to be controlled. Important This component is
designed to be applied to a sphere. Also, the Lower and Upper Clips provide a great way to
control the sea level and ice level respectively.

Seed

Scale
Increment
Latitude
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the planet texture.

This parameter controls the scaling of each successive iteration.

This parameter controls scaling between the two polar regions.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: PlanetClouds

This component provides a distorted cloud pattern like the atmosphere on a M-Class Planet. It
basically provides a cloud pattern that can be disturbed using a nice circulation pattern.

Seed
Scale
Increment

Octaves
Circulation Size

Circulation Scale
Cloud Threshold
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Space: Rings

This parameter sets the random seed for the pattern.

This parameter controls the scale of the noise used for the texture.

This parameter controls the scaling of each iteration of the noise used for
the texture.

This parameter sets the number of iterations used by the noise used for
the texture.

This parameter controls by how much the clouds are disturbed by the
global circulation.

This parameter controls the scale of the global circulation.

This parameter controls the threshold or clip point for the clouds.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component creates a noisy ring pattern just like the rings around saturn. Minimum and
Maximum radii for the rings can be set along with the ring scaling and amount of noise applied.

Seed
Scale
Increment

Octaves

Ring Scale
Ring Detail
Inner Radius
Outer Radius
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the noise used for the texture.

This parameter controls the scaling of each iteration of the noise used for
the texture.

This parameter sets the number of iterations used by the noise used for
the texture.

This parameter controls the scaling of the rings.

This parameter sets the intensity of the planet rings.

This parameter sets the minimum radius for the rings.

This parameter sets the maximum radius for the rings.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Starfield

This component creates a star field just like a starry night or planetarium.

Seed

Star Density
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Space: Swirl

This parameter sets the random seed for the pattern.

This parameter controls how starry the starfield is.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component is similar to the fBm noise pattern except that it includes a parameter called
swirl. This allows it to really stir the texture making it ideal for creating swirly smoke, fog or
jupitery kinds of planets.

Seed

Scale

Increment

Swirl

Swirl Magnitude

Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the swirl texture.

This parameter controls the scaling of each successive iteration.

This parameter controls how much the texture is swirled.

This parameter controls how much big the affect of the swirls are on the
overall texture.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Terra

This component has two sets off noisy bumps with independent height controls. The allows
hills and valleys to be created providing a surface much like a landscape or terra-firma.

Seed

Scale
Increment
Octaves
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scaling of each successive iteration.

This parameter controls the intensity of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Space: Vortex

This component provides a twisting noisy vortex pattern rather like a tornado or hurricane.

Seed
Scale
Increment
Octaves
Twist

Eye Radius

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the vortex texture.

This parameter controls the scaling of each successive iteration.

This parameter sets the number of iterations used by the texture function.
This parameter controls how much twist is applied to the vortex.

This parameter determines the radius of the eye at the center of the
vortex.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Space: Windows

This component creates a series of rectangular windows, these can be smoothed and turned

off or on.

Seed
Mapping

U Repeats

V Repeats
Horiz Min Gap
Horiz Max Gap
Vert Min Gap
Vert Max Gap
Windows On
Smooth
BackGround

ForeGround
Blend

This texture is zonal.

This parameter sets the random seed for the pattern.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the minimum distance between the windows in the
horizontal direction.

This parameter sets the maximum distance between the windows in the
horizontal direction.

This parameter sets the minimum distance between the windows in the
vertical direction.

This parameter sets the maximum distance between the windows in the
vertical direction.

This parameter controls how many of the potential windows are drawn.
This parameter determines the smoothing on the edges of the windows.
This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Tiles: BathTiles

This component provides a square tile pattern much like cermic bathroom tiles.

Mapping

Sample

U Repeats
V Repeats

Seed

Shift
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

Layout means the sampling matches the layout of the floor tiles.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.

90



Tiles: Bricks

This component provides a standard brick pattern.

Mapping

Sample

U Repeats
V Repeats

Seed

Shift
Distribution
Grout Width
Bevel Width
Brick Hight
Brick Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter controls height of the bricks.

This parameter controls width of the bricks.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Checks

This component provides a standard chess board check pattern.

Mapping

Sample

U Repeats
V Repeats

Seed

Shift
Distribution
BackGround
ForeGround

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
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Tiles: Cornerless

This component provides a tile pattern just like Bathtile except the corners are missing.

When used used Tacos it forms a pattern just like victorian a tiled kitchen or hallway floor.

Mapping

Sample

U Repeats
V Repeats

Seed
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

Tiles: Cubes

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.

This component provides a repeating tri-colored isometric cube pattern.

Mapping

U Repeats
V Repeats
Fill 1

Fill 2
Fill 3

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the color/percentage for the top face of the cube.
This parameter sets the color/percentage for the right face of the cube.
This parameter sets the color/percentage for the left face of the cube.
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Tiles: Dashline

This component provides a dashed line with variable width and a configurable dash pattern.

Pattern
Width
BackGround
ForeGround

This parameter sets dashed pattern for the line.

This parameter controls the width of the dashed line.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

Tiles: DiamondDeck

This shader provides a diamond tile pattern much like the pattern found on certain types of

man hole covers.

Mapping

Sample

U Repeats
V Repeats

Seed
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: FishScales

This component provides a tile pattern much like scales of a fish.

Mapping

U Repeats
V Repeats

Seed

Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter controls the width of the scale edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the scale edge bevels to be controlled by
another component.

Tiles: Hexagonal Tiles

This component provides an hexagonal tile pattern.

Mapping

U Repeats
V Repeats

Seed
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Lattice |

This component provides a net like lattice pattern.

Mapping

Thickness
U Repeats

V Repeats

Brightness
Contrast
BackGround
ForeGround
Bevel Profile

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter the thickness of the netting threads.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.

Tiles: Lattice |l

This component provides a snakeskin like lattice pattern.

Mapping

Thickness
U Repeats

V Repeats

Brightness
Contrast
BackGround
ForeGround
Bevel Profile

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter the thickness of the netting threads.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Octagonal Tiles

This component provides an octagonal tile pattern.

Mapping

Sample

U Repeats
V Repeats

Seed

Shift
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Parquet

This component provides a block pattern the same as wooden parquet floor.

Mapping

Sample

U Repeats
V Repeats

Seed

Blocks
Distribution
Block Width
Groove Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Layout means the sampling matches the layout of the parquet blocks.
This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter controls the number of blocks in each parquet tile set.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the parquet blocks.

This parameter controls the width of the grooves between the blocks.
This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Planks

This component provides a plank pattern the same as a floor layed with wooden planks.

This texture is zonal.

Mapping This parameter determines the mapping mode of the texture:
Flat=2D Planar XY Wrap.
Cylinder=2d Cylindrical Wrap Around Y axis.
Sphere=Spherical Wrap Around Y axis.

Sample This parameter controls how a connected component is sampled:
Normal means normal co-ordinates are used.
Layout means the sampling matches the layout of the planks blocks.

U Repeats This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

V Repeats This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

Seed This parameter sets the random seed for the pattern.

Plank Length This parameter controls the length of the floor board planks.

Plank Width This parameter controls the width of the floor board planks.

Distribution This parameter sets the maximum amount of tiles that may be drawn.

Groove Width This parameter controls the width of the grooves between the planks.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Bevel Profile This link allows the profile of the tile edge bevels to be controlled by

another component.

Tiles: Ribs

This component provides a horizontal rib pattern.

This texture is zonal.

Seed This parameter sets the random seed for the pattern.

Draw This parameter determines which ribs are draw:
All=All possible ribs are drawn.
Up=0Only upper ribs are draw constained by Ribs parameter.
Low=Only lower ribs are draw constained by Ribs parameter..
Both=Upper and lower ribs are draw constrained by Ribs parameter.

Ribs This parameter sets the number of ribs drawn when their drawing is
constrained.

Distribution This parameter sets the maximum amount of ribs that may be drawn.

Grout Width This parameter controls the width of the grout between the ribs.

Bevel Width This parameter controls the width of the rib edge bevels.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Bevel Profile This link allows the profile of the rib edge bevels to be controlled by

another component.
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Tiles: Slates

This component provides a standard slate roof pattern.

This texture is zonal.

Mapping This parameter determines the mapping mode of the texture:
Flat=2D Planar XY Wrap.
Cylinder=2d Cylindrical Wrap Around Y axis.
Sphere=Spherical Wrap Around Y axis.

Curved Slates This parameter determines whether the slate are curved or flat.

U Repeats This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

V Repeats This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

Seed This parameter sets the random seed for the pattern.

Last Row This parameter sets the last row of tiles to be drawn allowing a ragged
tile edge to be created.

Stagger This parameter sets how much each alternate row is shifted or
staggered.

Overlap This parameter sets the maximum amount of that tiles will overlap.

Slate Bevel This parameter controls the size of the tile bevel.

Slate Gap This parameter controls the width of the gap between the tiles.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Bevel Profile This link allows the profile of the tile edge bevels to be controlled by

another component.
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Tiles: Spots

This component provides a circular tile pattern.

Mapping

Sample

U Repeats
V Repeats

Seed

Shift
Distribution
Radius
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Cubic=3D Wrap.

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

Single means a single sample is used for cell or tile.

Layout means the sampling matches the layout of the floor tiles.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the radius of the spots.

This parameter controls the width of the spot edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.

101



Tiles: Stamped Capsule

This component provides a capsule shaped stamped pattern much like a steel walkway.

Mapping

Sample

U Repeats
V Repeats

Seed
Stamps
Shift
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how many stamps are in each block.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the stamps.

This parameter controls the width of the stamp edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Stamped Curved

This component provides a curved stamped pattern much like a steel walkway.

Mapping

Sample

U Repeats
V Repeats

Seed
Stamps
Shift
Distribution
Radius
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how many stamps are in each block.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls radius of the stamps.

This parameter controls the width of the stamp edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Stamped Straight

This component provides a square stamped pattern much like a steel walkway.

Mapping

Sample

U Repeats
V Repeats

Seed
Stamps
Shift
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter controls how a connected component is sampled:

Normal means normal co-ordinates are used.

Recenter means the sampling co-ordinates are recentered for each cell
or tile.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets how many stamps are in each block.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the stamps.

This parameter controls the width of the stamp edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Tacos

This component provides the fill-in taco tiles for the cornerless or octagonal tile patterns.

Mapping

Layout
U Repeats
V Repeats

Seed
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

Tiles: Tartan

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter allows the tacos layout to match the Cornerless or
Octangonal tile patterns.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.

This component provides a tartan weave pattern.

Mapping

U Repeats
V Repeats

Weave
Width
Height
Thickness
BackGround
ForeGround

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter allows one of five different weave patterns to be selected.
This parameter controls the width of the weave.

This parameter controls the height of the weave.

This parameter controls the thickness of the tartan weave threads.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
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Tiles: Tracer

This component provides an angular random square pattern.

Mapping This parameter determines the mapping mode of the texture:
Flat=2D Planar XY Wrap.
Cylinder=2d Cylindrical Wrap Around Y axis.
Sphere=Spherical Wrap Around Y axis.

U Repeats This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

V Repeats This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

Seed This parameter sets the random seed for the pattern.

Thickness This parameter controls the thickness of the tracer lines.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.

Tiles: TriChecks

This component provides a triangular check pattern.

This texture is zonal.

Mapping This parameter determines the mapping mode of the texture:
Cubic=3D Wrap.
Flat=2D Planar XY Wrap.
Cylinder=2d Cylindrical Wrap Around Y axis.
Sphere=Spherical Wrap Around Y axis.

U Repeats This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

V Repeats This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

Seed This parameter sets the random seed for the pattern.

Distribution This parameter sets the maximum amount of tiles that may be drawn.

BackGround This parameter sets the background color/percentage for the pattern.

ForeGround This parameter sets the foreground color/percentage for the pattern.
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Tiles: TriHexes

This component provides a tri-colored hexagonal pattern..

Mapping This parameter determines the mapping mode of the texture:
Flat=2D Planar XY Wrap.
Cylinder=2d Cylindrical Wrap Around Y axis.
Sphere=Spherical Wrap Around Y axis.

U Repeats This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

V Repeats This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

Hexagon 1 This parameter sets the color/percentage for hexagon one.

Hexagon 2 This parameter sets the color/percentage for hexagon two.

Hexagon 3 This parameter sets the color/percentage for hexagon three.

Tiles: TriTiles

This component provides a triangular tile pattern.

Mapping

U Repeats
V Repeats

Seed
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Wall

This component provides a square tile pattern with random tile configurations.

Mapping

U Repeats
V Repeats

Seed
Spread

Shift
Distribution
Grout Width
Bevel Width
BackGround
ForeGround
Bevel Profile

This texture is zonal.

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter sets the random seed for the pattern.

This parameter determines how many of the random configurations are
used.

This parameter sets how much each alternate row is shifted horizontally.
This parameter sets the maximum amount of tiles that may be drawn.
This parameter controls the width of the grout between the tiles.

This parameter controls the width of the tile edge bevels.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the profile of the tile edge bevels to be controlled by
another component.
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Tiles: Weave |

This component provides standard weave pattern.

Mapping

Curve Threads
U Repeats

V Repeats
Thread A Width
Thread B Width
Thread A Freq
Thread A Amp
Thread B Freq
Thread B Amp

Thread A
Thread B

BackGround
Bevel Curvature
A Displace

B Displace

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter determines whether the curve of the threads is rendered.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter controls the width of the horizontal threads.

This parameter controls the width of the vertical threads.

This parameter controls the frequency of the wave applied to horizontal
threads.

This parameter controls the amplitude of the wave applied to horizontal
threads.

This parameter controls the frequency of the wave applied to vertical
threads.

This parameter controls the amplitude of the wave applied to vertical
threads.

This parameter sets the color/percentage for the pattern.

This parameter sets the foreground color/percentage for the horizontal
threads.

This parameter sets the background color/percentage for the vertical
threads.

This link allows the curvature of the threads to be controlled by another
component.

This link allows the displacement of the horizontal threads to be
controlled.

This link allows the displacement of the vertical threads to be controlled.
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Tiles: Weave Il

This component provides standard weave pattern with round threads.

Mapping

Curve Threads
U Repeats

V Repeats
Thread A Width
Thread B Width
Thread A Freq
Thread A Amp
Thread B Freq
Thread B Amp

Thread A
Thread B

BackGround
Bevel Curvature
A Displace

B Displace

This parameter determines the mapping mode of the texture:

Flat=2D Planar XY Wrap.

Cylinder=2d Cylindrical Wrap Around Y axis.

Sphere=Spherical Wrap Around Y axis.

This parameter determines whether the curve of the threads is rendered.

This parameter sets the number of times the pattern repeats in the U
direction, i.e. horizontally.

This parameter sets the number of times the pattern repeats in the V
direction, i.e. vertically.

This parameter controls the width of the horizontal threads.

This parameter controls the width of the vertical threads.

This parameter controls the frequency of the wave applied to horizontal
threads.

This parameter controls the amplitude of the wave applied to horizontal
threads.

This parameter controls the frequency of the wave applied to vertical
threads.

This parameter controls the amplitude of the wave applied to vertical
threads.

This parameter sets the color/percentage for the pattern.

This parameter sets the foreground color/percentage for the horizontal
threads.

This parameter sets the background color/percentage for the vertical
threads.

This link allows the curvature of the threads to be controlled by another
component.

This link allows the displacement of the horizontal threads to be
controlled.

This link allows the displacement of the vertical threads to be controlled.
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Water: DripDrop

This component simulates the pattern of ripples created when an object hits water.

Min Wavelength
Max Wavelength

Min Radius
Max Radius
Min Ripple

Max Ripple

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

Water: Rain

This parameter controls the start wave length for the animated ripples.
This parameter controls the end wave length for the animated ripples.
This parameter controls the start radius for the animated ripples.

This parameter controls the end radius for the animated ripples.

This parameter controls the start number of ripples for the animated
ripples.

This parameter controls the end number of ripples for the animated
ripples.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

This component simulates the pattern of ripples created when rain drops hit water.

Seed

Min Wavelength
Max Wavelength

Min Radius
Max Radius
Min Ripple

Max Ripple

Min Life
Max Life
Min Spread

Drops
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the start wave length for the animated ripples.
This parameter controls the end wave length for the animated ripples.
This parameter controls the start radius for the animated ripples.

This parameter controls the end radius for the animated ripples.

This parameter controls the start number of ripples for the animated
ripples.

This parameter controls the end number of ripples for the animated
ripples.

This parameter controls the minimum life expectancy for the rain drops.
This parameter controls the maximum life expectancy for the rain drops.
This parameter controls the start number of ripples for the animated
ripples.

This parameter controls number of rain drops in the pattern.

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.
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Water: Surf

This component provides a series of simple waves that can be faded to simulate them
approaching the shore. A time input is provides to allow the wave to be animated.

Wave Damping
Wave Length
Wave Time
Wave Speed
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter controls the fading of the waves.

This parameter controls the frequency of the waves.

This parameter controls the distance moved by the waves.

This parameter controls the speed of the waves.

This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.

Water: Waves

This component produces a single wave pattern. The wave is disturbed giving an undulating

bump pattern.

Seed

Wave Distance
Wave Length
Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the distance traveled by the waves.

This parameter controls the frequency of the waves.

This parameter controls the lower limit or clip point for the pattern.
This parameter controls the upper limit or clip point for the pattern.
This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.
This link allows the blending of the texture to be controlled by another
component.
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Water: WindyWaves

This component is a mix of two noise functions. The primary noise function forms the waves
while the secondary simulates wind blowing across these waves.

Seed
Wave Scale
Wave Increment

Wave Octaves

Wave Amplitude
Wind Octaves

Wind Scale
wind Amplitude

Lower Limit
Upper Limit
Brightness
Contrast
BackGround
ForeGround
Blend

This parameter sets the random seed for the pattern.

This parameter controls the scale of the noise used for the waves.

This parameter controls the scaling of each iteration of the noise used for
the waves.

This parameter sets the number of iterations used by the noise used for
the waves.

This parameter controls the amplitude or height of the waves.

This parameter sets the number of iterations used by the noise used for
the wind.

This parameter controls the scale of the noise used for the wind.

This parameter controls the amplitude or strength of the wind used to
blow the waves

This parameter controls the lower limit or clip point for the pattern.

This parameter controls the upper limit or clip point for the pattern.

This parameter sets the brightness of the pattern.

This parameter sets the contrast of the pattern.

This parameter sets the background color/percentage for the pattern.
This parameter sets the foreground color/percentage for the pattern.

This link allows the blending of the texture to be controlled by another
component.

Deform: FlowNoise

This component allows the output of another component to be deformed. This deformer works
like flow noise allowing a texture to be disturbed and used to create flowing or billowing kinds

of effects.

Seed
Noise Magnitude

Noise Scale

Noise Advection
Noise Octaves

Noise Time

Background

This parameter sets the random seed for the flow noise.

This parameter controls the magnitude of the flow noise used for the
deformation.

This parameter controls the scale of the flow noise used for the
deformation.

This parameter controls the advection or viscosity of the noise flow.

This parameter controls the number of octaves in the flow noise used for
the deformation.

This parameter controls time for the animation of the flow noise used for
the deformation.

This input should be linked to the component to deform.
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Deform: Fractalize

This component allows the output of another component to be deformed. In this case the
deformation allows you to fractalize any component. Fractalization is used to create turbulence
from noise so this deformer allows detail to be added to any component is the same way.

Seed
Accumulate
Spread
Magnitude

Scale
Noise Octaves
Background

This parameter sets the random seed for the fractalization.

When enabled this parameter allows the fracaliztion to be cumulative.
This parameter controls the spread of each fractal iteration.

This parameter controls the magnitude or intensity of each fractal
iteration.

This parameter controls the scale of each fractal iteration..

This parameter controls the number of each fractal iterations.

This input should be linked to the component to deform.

Deform: Kaleidoscope

This component allows the output of another component to be deformed. In this case the
deformation is a kaleidoscope effect with a variable number of sections.

Segments

Segment Scale
Segment Rotate
Background

This parameter controls the number of sections the deformer is divided
into.

This parameter controls the scale of each segment.

This parameter controls the rotation of the sections.

This input should be linked to the component to deform.

114



Deform: Noise

This component allows the output of another component to be deformed. In this case the
deformation is a noise based turbulence.

Seed
3D Noise

Noise Magnitude
Noise Scale
Noise Detail
Noise Octaves
Noise Time
Noise Velocity

Background

This parameter sets the random seed for the turbulence.

When enabled, the turbulence will be fully 3D. It® slower but produces
better results.

This parameter controls the magnitude of the turbulence used for the
deformation.

This parameter controls the scale of the turbulence used for the
deformation.

This parameter controls the detail of the turbulence used for the
deformation.

This parameter controls the number of octaves in the turbulence used for
the deformation.

This parameter controls time for the animation of the turbulence used for
the deformation.

This parameter controls speed of the animation of the turbulence used
for the deformation.

This input should be linked to the component to deform.

Deform: Polar

This component allows the output of another component to be deformed. In this case the
deformation is a twisted whirlpool type of distortion.

Twist
Background

This parameter controls the amount of twist in the polar function.
This input should be linked to the component to deform.
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Deform: Ripple

This component allows the output of another component to be deformed. In this case the
deformation applies a sine wave distortion along each axis.

X Frequency
Y Frequency
Z Frequency
X Phase
Y Phase
Z Phase
X Amplitude
Y Amplitude
Z Amplitude

Background
Use Wave

Th.e parameter controls the frequency of the deformation applied to the X
?'ﬁslparameter controls the frequency of the deformation applied to the Y
?’ﬁglparameter controls the frequency of the deformation applied to the Z
?'ﬁslparameter controls the phase of the deformation applied to the X
?'ﬁslparameter controls the phase of the deformation applied to the Y
?'ﬁslparameter controls the phase of the deformation applied to the Z
?’ﬁglparameter controls the amplitude of the deformation applied to the X
?’ﬁglparameter controls the amplitude of the deformation applied to the Y
?’ﬁglparameter controls the amplitude of the deformation applied to the Z
?’ﬁiss' input should be linked to the component to deform.

This input can be linked to a wave that uwill be used instead of a sine
wave.

Deform: Rotate

This component allows the output of another component to be rotated based on other

component® outputs.

Rotate X

Center X

Rotate Y

Center Y

Rotate Z

Center Z

Input X

Input Y

Input Z

Just Use X Input

Background

This parameter controls the magnitude of the rotation around the X axis.
This parameter controls the center used for the X axis rotation.

This parameter controls the magnitude of the rotation around the Y axis.
This parameter controls the center used for the Y axis rotation.

This parameter controls the magnitude of the rotation around the Z axis.
This parameter controls the center used for the Z axis rotation.

This input controls the amount of rotation around the X axis.

This input controls the amount of rotation around the Y axis.

This input controls the amount of rotation around the Z axis.

When enabled this check box forces all rotations to use only the X input
making it faster.

This input should be linked to the component to be rotated.
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Deform: Scale

This component allows the output of another component to be scaled based on other
component® outputs.

Scale X This parameter controls the magnitude of the scaling about the X axis.
Center X This parameter controls the center used for the X axis scaling.

Scale Y This parameter controls the magnitude of the scaling about the Y axis.
Center Y This parameter controls the center used for the Y axis scaling.

Scale Z This parameter controls the magnitude of the scaling about the Z axis.
Center Z This parameter controls the center used for the Z axis scaling.

Input X This input controls the amount of scaling about the X axis.

Input Y This input controls the amount of scaling about the Y axis.

Input Z This input controls the amount of scaling about the Z axis.

Just Use X Input  When enabled this check box forces all scalings to use only the X input
making it faster.
Background This input should be linked to the component to be scaled.

Deform: Sections

This component allows the output of another component to be deformed. In this case the
deformation divides incoming background texture into sections.

Segments This parameter controls the number of sections the deformer is divided
into.

Segment Scale This parameter controls the scale of each section.

Segment Rotate This parameter controls the rotation of the sections.

Background This input should be linked to the component to deform.

Deform: Stretch

This component allows the output of another component to be deformed. In this case the
deformation streteches the top and bottom.

Stretch X This parameter controls the amount of stretch is the X direction.
Stretch Y This parameter controls the amount of stretch is the Y direction.
Background This input should be linked to the component to deform.
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Deform: Translate

This component allows the output of another component to be translated based on other
component® outputs.

Translate X
Translate Y
Translate Z
Input X
Input Y
Input Z

Just Use X Input

Background

This parameter controls the magnitude of the translation along the X axis.
This parameter controls the magnitude of the translation along the Y axis.
This parameter controls the magnitude of the translation along the Z axis.
This input controls the amount of translation along the X axis.

This input controls the amount of translation along the Y axis.

This input controls the amount of translation along the Z axis.

When enabled this check box forces all translations to use the X input
only making it faster.

This input should be linked to the component to be translated.

Deform: ZoneRotate

This component allows the output of a component to be rotated based on the zonal information
from another component.

Seed

Min Rotate X
Max Rotate X
Min Rotate Y
Max Rotate Y
Min Rotate Z
Max Rotate Z
Background

This parameter sets the random seed for the zonal rotation.

This parameter controls the minimum rotation around the X axis.
This parameter controls the maximum rotation around the X axis.
This parameter controls the minimum rotation around the Y axis.
This parameter controls the maximum rotation around the Y axis.
This parameter controls the minimum rotation around the Z axis.
This parameter controls the maximum rotation around the Z axis.
This input should be linked to the component to be rotated.

Deform: ZoneScale

This component allows the output of a component to be translated based on the zonal
information from another component.

Seed

Lock to X
Min Rotate X
Max Rotate X
Min Rotate Y
Max Rotate Y
Min Rotate Z
Max Rotate Z
Background

This parameter sets the random seed for the zonal translation.
When enabled the zone is scaled using the min/max X for all axes.
This parameter controls the minimum scale about the X axis.

This parameter controls the maximum scale about the X axis.

This parameter controls the minimum scale about the Y axis.

This parameter controls the maximum scale about the Y axis.

This parameter controls the minimum scale about the Z axis.

This parameter controls the maximum scale about the Z axis.

This input should be linked to the component to be scaled.
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Deform: ZoneTranslate

This component allows the output of a component to be translated based on the zonal
information from another component.

Seed

Min Rotate X
Max Rotate X
Min Rotate Y
Max Rotate Y
Min Rotate Z
Max Rotate Z
Background

This parameter sets the random seed for the zonal rotation.

This parameter controls the minimum translation along the X axis.
This parameter controls the maximum translation along the X axis.
This parameter controls the minimum translation along the Y axis.
This parameter controls the maximum translation along the Y axis.
This parameter controls the minimum translation along the Z axis.
This parameter controls the maximum translation along the Z axis.
This input should be linked to the component to be translated.

Process: Add

This component allows two color, percentage or wave components to be added together.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

First input to be added. This can be a value or linked to another
component.

Second input to be added. This can be a value or linked to another
component.

Process: Attract

This component allows one color or percentage to be attracted to another color or percentage.
This makes is good for darkening by attracting to black or lightening by attracting to white.

Attraction
Invert
Input 1

Input 2

This parameter controls the attraction between Input 1 and Input 2.

This parameter allows the value used for the attraction to be inverted.
First input to be attracted. This can be a value or linked to another
component.

Second input to be attracted. This can be a value or linked to another
component.
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Process: BlackBody

This component allows a percentage input function to be colored using a black body
temperature color map.

Low Temperature This parameter controls the minimum temperature for the black body

gradient.

High Temperature This parameter controls the maximum temperature for the black body
gradient.

Bias This parameter sets the brightness or biasing of the gradient.

Input Link to the percentage component to be used as the input to the gradient.

Process: Cache

This component allows a texture function to be cached. This means that if the function is used
in many places employing the cache component manes its only evaluated once. Simply add
this component after the function to cache then use the cached output to drive all the other
components.

NOTE: You may only have one cache component per tree

Process: ColorConvert

This component allows a color to be converted to a percentage value. It can also be used to
remap a color or control a color® brightness, contrast or clipping.

Lower Limit This parameter controls the lower limit or clip point for the converted
output.

Upper Limit This parameter controls the upper limit or clip point for the converted
output.

Brightness This parameter sets the brightness of the converted output.

Contrast This parameter sets the contrast of the converted output.

BackGround This parameter sets the background color/percentage for the converted
output.

ForeGround This parameter sets the foreground color/percentage for the converted
output.

Input Color Link to the color component to be converted.
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Process: ColorMap

This component allows a color output to be remapped to a color or percentage gradient based
on up to eight colors or percentage values.

Blend 1to 8
Alpha lto 8

Colors 1to 8

Do Blend
BackGround

Input Color

These parameters set the blend points for the gradient.

These parameters set the values for the alpha map.

The alpha map is used as directly when the component is being used for
a percentage output.

When its being used for color output the alpha map controls the color®
opacity.

These parameters set the colors for the color map.

The output color drives the output only when the component is being
used for color.

In this mode the alpha map controls the blend between this and the
background color.

This check box enables a blended gradient otherwise it will be done as
discrete sections.

This color sets the background when the component is being used for
color with an alpha map.

Link this input to the color component to be used as the input to the
gradient.

Process: Complement

This component inverts any component connected to it.

Intensity
Input

This parameter allows the intensity of the inverted output to be controlled.
This is the input to be inverted.

Process: Composite

This component allows one component to be used to control the transition between two other
components. In other words the mask acts as a stencil mixing two components.

Mask

Mask Invert
Input 1
Input 2

This link is the mask or map that controls the mix of the two input
components.

This check box allows the mask input to be inverted.

This input should be linked to the first input component to be mixed.

This input should be linked to the second input component to be mixed.
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Process: Difference

This component allows the difference between two other components to be taken.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

First input used for the difference operation. This can be a value or
linked.

Second input used for the difference operation. This can be a value or
linked.

Process: Divide

This component allows a color, percentage or wave component to be divided by another.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

This is input forms the dividend. This can be a value or linked to another
component.

This input forms the divisor. This can be a value or linked to another
component.

Process: Intersection

This component allows the intersection between two other components to be taken.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

First input used for the intersect operation. This can be a value or linked
to another component.

Second input used for the intersect operation. This can be a value or
linked to another component.
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Process: Iridescent

This component allows a percentage input function to be colored using an iridescent color
map.

Thickness This parameter controls the thickness of the iridescent film.

Red This parameter controls the red wavelength.

Green This parameter controls the green wavelength.

Blue This parameter controls the blue wavelength.

Input Link to the percentage component to be used as the input to the gradient.

Process: Maximum

This component allows the maximum between two other components to be taken.

Intensity 1 This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

Intensity 2 This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

Input 1 First input to have its maximum taken. This can be a value or linked to
another component.

Input 2 Second input to have its maximum taken. This can be a value or linked to

another component.

Process: Minimum

This component allows the minimum between two other components to be taken.

Intensity 1 This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

Intensity 2 This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

Input 1 First input to have its minimum taken. This can be a value or linked to
another component.

Input 2 Second input to have its minimum taken. This can be a value or linked to

another component.
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Process: Multiply

This component allows two color, percentage or wave components to be multiplied together.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

First input to be multiplied. This can be a value or linked to another
component.

Second input to be multiplied. This can be a value or linked to another
component.

Process: PercentConvert

This component allows a percentage to be converted to a color. It can also be used to remap a
percentage or control a its brightness, contrast or clipping.

Lower Limit
Upper Limit
Brightness
Contrast
BackGround

ForeGround

Input Color

This parameter controls the lower limit or clip point for the converted
output.

This parameter controls the upper limit or clip point for the converted
output.

This parameter sets the brightness of the converted output.

This parameter sets the contrast of the converted output.

This parameter sets the background color/percentage for the converted
output.

This parameter sets the foreground color/percentage for the converted
output.

Link to the percentage component to be converted.
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Process: PercentMap

This component allows a percentage output to be remapped to a color or percentage gradient
based on up to eight colors or percentage values.

Blend 1to 8
Alpha lto 8

Colors 1to 8

Do Blend
BackGround

Input Percent

These parameters set the blend points for the gradient.

These parameters set the values for the alpha map.

The alpha map is used as directly when the component is being used for
a percentage output.

When its being used for color output the alpha map controls the color®
opacity.

These parameters set the colors for the color map.

The output color drives the output only when the component is being
used for color.

In this mode the alpha map controls the blend between this and the
background color.

This check box enables a blended gradient otherwise it will be done as
discrete sections.

This color sets the background when the component is being used for
color with an alpha map.

Link to the percentage component to be used as the input to the gradient.

Process: RGBer

This component allows three separate components to drive the red, green and blue of an

output color.

Red In
Green In
Blue In

Percentage input used to drive the red component of the output color.
Percentage input used to drive the green component of the output color.
Percentage input used to drive the blue component of the output color.
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Process: Spectrum

This component allows a percentage input function to be colored using an HSV spectrum color

map.

Start Color
Color Spread
Start Value

End Value
Start Saturation
End Saturation
Hue Input

Value Input

Saturation Input

This parameter controls the start color of the spectrum.

This parameter controls hue spread of the spectrum.

This parameter controls the lower limit for the value.

This parameter controls the upper limit for the value.

This parameter controls the lower limit for the saturation.

This parameter controls the upper limit for the saturation.

Link to the percentage component to be used as the input to the hue of
the gradient.

Link to the percentage component to be used as the input to the value of
the gradient.

Link to the percentage component to be used as the input to the
saturation of the gradient.

Process: Subtract

This component allows two color, percentage or wave components to be subtracted together.

Intensity 1
Intensity 2
Input 1

Input 2

This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

This is the input to be subtracted from. This can be a value or linked to
another component.

This is the input that will be subtracted. This can be a value or linked to
another component.

Process: Threshold

This component takes a percentage input and compares it with a threshold. If the input is lower
then the threshold then the background is used otherwise the foreground is used.

Threshold
Invert
BackGround

ForeGround
Input

This parameter controls the selection point for the picking the
background or foreground.

This parameter allows the input to be inverted before its threshold is
checked.

This parameter sets the background color/percentage for the output.

This parameter sets the foreground color/percentage for the output.

This input should be linked to the component to take the threshold of.
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Process: Union

This component allows the union between two other components to be taken.

Intensity 1 This parameter acts as a prescaler for Input 1 allowing its intensity to be
controlled.

Intensity 2 This parameter acts as a prescaler for Input 2 allowing its intensity to be
controlled.

Input 1 First input to be used for the union operation. This can be a value or
linked to another component.

Input 2 Second input be used for the union operation. This can be a value or

linked to another component.

Process: Zone

This component allows the zone from any zonal component to be used to control a color or
percentage output.

Seed This parameter forms the random seed for the zone allowing for different
variations.

Low This parameter controls the low color/percentage that is mixed to form
the output.

High This parameter controls the high color/percentage that is mixed to form
the output.

Process: ZoneHSV

This component allows the zone from any zonal component to be used to control a color or
percentage. The component differs from Zone as its uses a HSV color approach.

Seed This parameter forms the random seed for the zone allowing for different
variations.

Minimum Saturation This parameter controls the low saturation that is mixed to form the
output.

Maximum Saturation This parameter controls the high saturation that is mixed to form
the output.

Minimum Intensity This parameter controls the low intensity that is mixed to form the output.

Maximum Intensity This parameter controls the high intensity that is mixed to form the

output.
Minimum Hue This parameter controls the low hue that is mixed to form the output.
Maximum Hue This parameter controls the high hue that is mixed to form the output.
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Process: ZoneWeight

This component allows the zone from any zonal component to be used to control a color or
percentage. Here the output is based on weights. The higher the weight the more likely the
associated percentage or color will be used. If all the weights are the same then each value is
as probable as the next. Increase the weight of one value and it will being dominant

Weight 1to 8
Percent 1to 8

These parameters set the weighting for each percentage or color.

These parameters set the percentage value when the component is
being used for precentage.

These parameters set the colors when the component is being used for
color.

Colors 1to 8

Waveform: Bias

This component provides a waveform based on the standard bias function which makes it

useful for controlling things like the brightness of any attached function.

Amplitude This parameter controls the amplitude of the waveform.

Frequency This parameter controls the frequency of the waveform.

Shift This parameter allows the waveform to be moved up and down.
Phase This parameter allows the waveform to be moved left and right.
Lower Limit This parameter controls the lower limit or clip point for the waveform.
Upper Limit This parameter controls the upper limit or clip point for the waveform.
Invert This check box allows the waveform to be flipped vertically.

Reverse This check box allows the waveform to be flipped horizontally.
Repeat This check box allows the waveform to be repeated.

Triangle This check box allows the waveform to be mirrored about its own axis.
Amount This parameter controls the amount of bias.
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Waveform: Fractal

This component provides a fractal based noisey waveform.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Seed
Octaves
Scale
Increment

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter controls the seed for the fractal noise waveform.

This parameter sets the number of iterations used by the fractal function.

This parameter controls the scaling of each successive iteration.
This parameter controls the intensity of each successive iteration.

Waveform: Fresnel

This component provides a waveform based on the standard fresnel function. This makes it
useful for controlling the transparency/reflective falloff seen on the edges of objects where they

face away from the viewer.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
IOR

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter controls the index of refraction for the fresnel function.

129



Waveform: Gain

This component provides a waveform based on the standard gain function which makes it
useful for controlling things like the contrast of any attached function.

Amplitude This parameter controls the amplitude of the waveform.

Frequency This parameter controls the frequency of the waveform.

Shift This parameter allows the waveform to be moved up and down.
Phase This parameter allows the waveform to be moved left and right.
Lower Limit This parameter controls the lower limit or clip point for the waveform.
Upper Limit This parameter controls the upper limit or clip point for the waveform.
Invert This check box allows the waveform to be flipped vertically.

Reverse This check box allows the waveform to be flipped horizontally.
Repeat This check box allows the waveform to be repeated.

Triangle This check box allows the waveform to be mirrored about its own axis.
Amount This parameter controls the amount of gain.

Waveform: Gamma

This component provides a waveform based on the standard gamma correction function.

Amplitude This parameter controls the amplitude of the waveform.

Frequency This parameter controls the frequency of the waveform.

Shift This parameter allows the waveform to be moved up and down.
Phase This parameter allows the waveform to be moved left and right.
Lower Limit This parameter controls the lower limit or clip point for the waveform.
Upper Limit This parameter controls the upper limit or clip point for the waveform.
Invert This check box allows the waveform to be flipped vertically.

Reverse This check box allows the waveform to be flipped horizontally.
Repeat This check box allows the waveform to be repeated.

Triangle This check box allows the waveform to be mirrored about its own axis.
Amount This parameter controls the amount of gamma correct.
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Waveform: Impulse

This component provides an square wave impulse generator. The rising and falling edges of
the impulse can be controlled allowing all kinds of square wave patterns with different duty

cycles to be created.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Start Pulse

End Pulse

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.

This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter sets the point for the rising or leading edge of the
impulse.

This parameter sets the point for the falling or trailing edge of the
impulse.

Waveform: Noise

This component provides a random noise based waveform.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Seed

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter controls the seed for the noise waveform.
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Waveform: Power

This component provides a waveform based on the standard power curve.

Amplitude This parameter controls the amplitude of the waveform.

Frequency This parameter controls the frequency of the waveform.

Shift This parameter allows the waveform to be moved up and down.
Phase This parameter allows the waveform to be moved left and right.
Lower Limit This parameter controls the lower limit or clip point for the waveform.
Upper Limit This parameter controls the upper limit or clip point for the waveform.
Invert This check box allows the waveform to be flipped vertically.

Reverse This check box allows the waveform to be flipped horizontally.
Repeat This check box allows the waveform to be repeated.

Triangle This check box allows the waveform to be mirrored about its own axis.
Power This parameter set the power used to determine the curve.

Waveform: Rounded

This component provides a waveform based a quarter of a circle. By enabling the Triangle
check box a full hemispherical waveform can be created which is useful for things like ribs.

Amplitude This parameter controls the amplitude of the waveform.

Frequency This parameter controls the frequency of the waveform.

Shift This parameter allows the waveform to be moved up and down.
Phase This parameter allows the waveform to be moved left and right.
Lower Limit This parameter controls the lower limit or clip point for the waveform.
Upper Limit This parameter controls the upper limit or clip point for the waveform.
Invert This check box allows the waveform to be flipped vertically.

Reverse This check box allows the waveform to be flipped horizontally.

Repeat This check box allows the waveform to be repeated.

Triangle This check box allows the waveform to be mirrored about its own axis.
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Waveform: Sawtooth

This component provides a standard sawtooth waveform. By enabling the Triangle check box
a standard triangle wave can be created. More importantly, by enabling the Invert check box
any connected component can have its function inverted.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.

Waveform: Scallop

This component provides a scallop shaped waveform based on the positive half of a sine

wave.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
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Waveform: SCurve

This component provides an S curve shaped waveform. The S curve can be adjusted using
the upper and lower curves controls to create a wide variety of wave shapes.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Lower Curve
Upper Curve

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter controls the shape of the lower part of the S curve.
This parameter controls the shape of the upper part of the S curve.

Waveform: Section

This component allows a cross section of the component connected to Input to be used to

create a waveform.

Input
Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle

Link to the component from which to take the cross section.

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
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Waveform: Sine

This component provides a standard sine wave curve.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.

Waveform: Smooth

This component provides a smoothed edge pulse waveform. The smoothness of the leading
and trailing edges of the wave can be controlled.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Lower Smooth

Upper Smooth

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.

This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter set the smoothness of the rising or leading edge of the
curve profile.

This parameter set the smoothness of the falling or trailing edge of the
curve profile.
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Waveform: Smoothimpulse

This component provides an smooth impulse curve waveform much like the Impulse generator
except that the edges of pulse can be smoothed.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Start Pulse

End Pulse

Pulse Smooth

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.

This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter sets the point for the rising or leading edge of the
impulse.

This parameter sets the point for the falling or trailing edge of the
impulse.

This parameter controls the smoothness of the leading and trailing edges
of the impulse.

Waveform: Staircase

This component provides staircase shaped wave.

Amplitude
Frequency
Shift

Phase
Lower Limit
Upper Limit
Invert
Reverse
Repeat
Triangle
Levels
Slant

This parameter controls the amplitude of the waveform.

This parameter controls the frequency of the waveform.

This parameter allows the waveform to be moved up and down.

This parameter allows the waveform to be moved left and right.

This parameter controls the lower limit or clip point for the waveform.
This parameter controls the upper limit or clip point for the waveform.
This check box allows the waveform to be flipped vertically.

This check box allows the waveform to be flipped horizontally.

This check box allows the waveform to be repeated.

This check box allows the waveform to be mirrored about its own axis.
This parameter controls the number of steps that the waveform has.
This parameter sets the angle or slant of the step risers.
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