GUI/BooleanGUI.png

The Boolean node can combine multiple filtering criteria using boolean logic operations.

GUI/shader.png

The Shader is automatically applied to surfaces and applies the actual shading overrides.

GUI/FilterNodeGUI.png

The Filter node allows artists to apply shading changes depending on a number of criteria, such as the surface or item names, weight map values or item comments.

GUI/MasterHandler.png

The Master Handler is the central plugin to manage shaderMeister. It also loads and saves the global shading graph with the scene.

GUI/DestinationNode.png

shaderMeister allows overriding a variety of standard surface values.

GUI/ExposeSurface.png

shaderMeister exposes surfaces values to the global shading graph. This allows artists to change existing surfaces on a global level.

GUI/FilterNode.png

The Filter node can pass through various values depending on the filtering criteria.

GUI/Picker.png

The Picker allows artists to choose various items or surfaces as an alternative to typing their names.

SampleRenders/Base.png

This is the base image used to illustrate various possibilities of shaderMeister.

SampleRenders/AmbientOcclusionPass.png

A simple Ambient Occlusion pass can be applied with a few mouse clicks using the included presets.

SampleRenders/GlobalAmbientOcclusion.png

shaderMeister can add ambient occlusion to all surfaces using a single shading graph to control it.

SampleRenders/GlobalLitOcclusion.png

All surfaces are modified with a lit occlusion shading graph.

SampleRenders/LitOcclusionPass.png

Lit ambient occlusion also takes lighting into account. A pass like this is also only a few mouse clicks away.

SampleRenders/NormalPass.png

A normal pass allows for shading corrections in post.

SampleRenders/ObjectNormalPass.png

The object normal pass encodes the local normals of objects as RGB colours.

SampleRenders/RGB_Matte.png

A RGB matte assigns different colour values to items, allowing a clean creation of item masks in a compositing application.

SampleRenders/RGB_Matte_Comment.png

RGB mattes can be defined by assigning comments to LightWave 3D items.

SampleRenders/RGB_Matte_Hierarchy.png

shaderMeister can optionally filter complete hierarchies, in this case to create a RGB matte.

Screenshots/shaderMeister01.png

shaderMeister's extremely easy shading overrides can be used to quickly create an ambient occlusion pass.

Screenshots/shaderMeister02.png

shaderMeister's extremely easy shading overrides can be used to quickly create an ambient occlusion pass.

Screenshots/GUI_RGB_Matte.png

A RGB Matter can be setup quickly, assigning the matte colours depending on item names.

Screenshots/GUI_RGB_Matte_Comment.png

Items can be filtered for an RGB matte depending on their comments.

Screenshots/GUI_RGB_Matter_Hierarchy.png

Complete item hierarchies can be filtered quickly, in this case to create a RGB matte pass.

Screenshots/GUI_ObjectNormalPass.png

A simple node graph can create a normal pass in object space.

Screenshots/GUI_NormalPass.png

A normal pass in world space is simple to achieve using shaderMeister.

Screenshots/GUI_LitOcclusion.png

A lit occlusion pass attenuates normal ambient occlusion with the scene lighting.

Screenshots/GUI_GlobalLitOcclusion.png

The Expose Surface node allows artists to modify existing surface properties globally. In this case lit ambient occlusion is used to multiply the basics surface colour.

Screenshots/GUI_AmbientOcclusionPass.png

Creating an ambient occlsion pass is a breeze using shaderMeister.

Screenshots/GUI_GlobalAmbientOcclusion.png

ShaderMeister can be used to add ambient occlusion to all surfaces using a single shading graph.

