
Learning to write mental ray shadersLearning to write mental ray shaders
Andy Kopra
Senior Technical Writer
mental images  Inc

Andy Kopra
Senior Technical Writer
mental images  Inc

Learning to write mental ray shadersLearning to write mental ray shaders

© 2008 NVIDIA Corporation.

mental images, Inc.mental images, Inc.



Learning to write mental ray shadersLearning to write mental ray shadersLearning to write mental ray shadersLearning to write mental ray shaders

1. Shaders and the structure of mental ray1. Shaders and the structure of mental ray
2  Strategy of the new shader book2  Strategy of the new shader book
1. Shaders and the structure of mental ray1. Shaders and the structure of mental ray
2  Strategy of the new shader book2  Strategy of the new shader book2. Strategy of the new shader book2. Strategy of the new shader book
3. Cross3. Cross--referencing in the shader bookreferencing in the shader book
4  W b it  t f  th  b k’  ft4  W b it  t f  th  b k’  ft

2. Strategy of the new shader book2. Strategy of the new shader book
3. Cross3. Cross--referencing in the shader bookreferencing in the shader book
4  W b it  t f  th  b k’  ft4  W b it  t f  th  b k’  ft4. Website support for the book’s software4. Website support for the book’s software
5. The CDROM included with the book5. The CDROM included with the book
4. Website support for the book’s software4. Website support for the book’s software
5. The CDROM included with the book5. The CDROM included with the book

© 2008 NVIDIA Corporation.



Shaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental ray

© 2008 NVIDIA Corporation.



Shaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental ray

The mental ray renderer is a software library The mental ray renderer is a software library 
that is embedded in different interface that is embedded in different interface 

The mental ray renderer is a software library The mental ray renderer is a software library 
that is embedded in different interface that is embedded in different interface that is embedded in different interface that is embedded in different interface 
applications.applications.
that is embedded in different interface that is embedded in different interface 
applications.applications.

© 2008 NVIDIA Corporation.

























Shaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental rayShaders and the structure of mental ray

Scene data in mental ray is implemented as a Scene data in mental ray is implemented as a 
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The picture index in Appendix A provides The picture index in Appendix A provides 
pointers back to the section in which the pointers back to the section in which the pointers back to the section in which the pointers back to the section in which the 
rendered picture was discussed.rendered picture was discussed.
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The “Shaders” section contains a catalog of The “Shaders” section contains a catalog of 
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instructions for compilation on various instructions for compilation on various 
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