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Desktop Manager

AULEET Takes Help

Minimize M 01/lightObjects_02.hip -~ Houdini FX
Zoom te Part '

» You can save your desktop to a local “Desktop” folder

Animate G -t W d S D k.t S D k.t M
v Keep Floating Windows on Top IBr::;e } O O I n OW e S O p e S O p a n age r
New Floating Panel xow Vv tSRk Za i . .
— On the right side drop d h here t
e Tt B N ) n e rignt stae arop aown menu cnoose wnere 10
Python Shell TOP l(:’)ut.put
Python Source Editor osing d k.t
Bundle List Technical Save yO U r eS O p
Take List Textport
Paramgter Spreadsheet New Desktop D ‘6 yy ‘ yy
T s Sve Curten Deskio » Select “Move” or “Copy
Operator Type Manager Save Current DeSktOp As...
Callery Manager Save All Desktops
Persistent Handle Editor Reload Current Desktop
Material Palette G —
Desktops Manager... €D -

; e 00 Desktop Manager i
Code Viewer
Performance Monitor XY g:::: i::::);? ;ogottom File Options : Transform  Li
Audio Panel XI ™
Cache Manager oM Name N H | Location Light
Shell Animate ' $HFS/houdini/desk Light Int

v /Users/aridanesh/LSR_Projects /LSR.M05.001.001/lightObjects_02.hip - Houdini FX

Build ' $HFS/houdini/desk. .. Environme

Image $HFS/houdini/desk. ..

$HF lini/des|

Look Development

» The Desktop file 1s just a HScript Text file e

Output $HIP/desktop

» Take a look

Technical ' $HFS/houdini/des Houdini

Textport | $HFS/houdini/des a

Cate

Don't ask this question again
] J

Copy Move Cancel

Add Desktop v Changes
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What is a Sky Light

sunlightl » Drop Down a Sky Light

» It contains a Light whose presets are set to
Sun Light

» It contains another light which is an
environment light

skylightl
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What is an Environment Light?

» Environment Lights provide background illumination from outside the scene.

» Environment lights illuminate the scene from a virtual hemisphere (or sphere) that is beyond
that farthest geometry objects in the scene. Environment lights can be rotated to orient
directional illumination, but they cannot be translated.

» An environment light may use a texture map to provide HDRI illumination from an environment
map. With no rotation, the environment map is oriented so that the top face aligns with the
positive Y axis.
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» Diffuse and Specular Contributions
» Render Light Geometry
» Clip to Positive Y Hemisphere

» Enable Sky Environment Map
» Sun Tab
» Angular Size
> Sky Tab
» Realistic or Ramp
» Haziness
» Brightness

» Ground
» Color
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Sun lights are like
distant lights but they

allow us to have a little
angle instead of perfectly
parallel light rays

Whar is Sun Light?

» Well...

» We know a Distant Light emits parallel rays of
light, which are similar to the rays of the sun.

» A Sun Light - A finite sized (non-point)
directional light source infinitely far from the
scene. Sun lights are similar to distant lights
with the exception that they produce a
penumbra - similar to the actual sun.

» Notice - The Sun Angle iIs controlled through
the Environment/Skylight

SIDE EFFECTS
SOFTWARE
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Sky Light

Take a peak...

» Unlock Asset (Houdini let’s you see

o skylightl
how the asset was constructed)

» You can modify

» Notice there is a COPNET
» Dive inside the COPNET

SO ky env net
'Hg 1AL HI object _mergel

g { S “"’il : : E “1}‘

switchl

-
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Sky Light (cont.)

ake a peak...

- Yo ls Edit Operator Type Properties } YO u Can eX p | O re th e V EX C Od e )

Operator Type: skycube

| |
Save to Library /Library/Frameworks/Houdini. framework/Versions/12.1.77/Resources/houdini/otls/0PlL1bCop2.0tl ) C hange It, O r- [ |

Install Library to

Basic Parameters Help Handles @ Code Scripts  Tools Input/Output  Extra Files } Replace i-l: With your Own HDR
il Image

'VEEC® S EHAO®E

PROPRIETARY INFORMATION. This software 1s proprietary to
Side Effects Software Inc., and 1s not to be reproduced
transmitted, or disclosed 1n any way without written permission.

Produced b y:
Side Effects Software Inc
123 Front Street West, Sulte 1401
Toronto, Ontario
Canada MSJ 2M2

416-504-9876

NAME ; environment.vfl ( VEX

COMMENTS:
Generates an environment cube map given the sun direction and the
gradient. Additionally, horizon and qround normal allow

#pragma o

#pragma opnanme
#pragma opicon
#pragma opmininputs C
#pragma opmaxinputs O

VCC Options:

Test Complie

Discard Cancel
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Make the Teapot the Parent
of the Three Point Light

Three Point Light Rig

» Not on the Shelf Tool

» Activate

by using the Tab Key selection menu

» Let’s Explore this Asset

» You can move or rotate the whole rig using
the translate or rotate handles

» Notice
using t

» Now C

you can toggle though the handles
ne "y~ keyboard short cut

ick on one of the arrays

» You can rotate the arrow

» Try toggling the handles - “y” key

» It does not have the translate handle

» How

can you do that?
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Locking Parameters

Transform  Material Render Misc
Keep position when parenting Pre-transform
Transform Order Scale Rot Trans Rx Ry Rz

Translate 3.06851 ~1.0696

Revert to Previous Value Shift+RMB

Channels and Keyframes >
Expression >
Motion Effects >
Unifort Copy Parameter
Paste Copied Values
Paste Copied Expressions
| Paste Copied References
| Paste Copied Relative References
Paste Copied Ci
| Delete Channels Shift+LMB
,: Include in Take

Lock Parameter

| Unlock Parameter
Revert to Defaults
| Revert to and Restore Factory Defaults
Make Current Value Default
Export Parameter to Type Properties Alt+MMB

v

v

v

v

a diversion...

Drop down a box

Toggle handles (y-key) they all are visible

Go to parameters
Right click on translate and choose
» “"Lock Parameter”

Notice that you can no longer toggle to

the translate handle
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Back to the Three Point Light

» 3 Point Light i1s used to light a specific hero
character or product

» Click on a specific light handle (the handle

that looks like an area light with rays pointing
out)

» Notice you can translate and rotate the
individual lights

» Good for creating glancing angles

» 3o to the parameter view and notice that you
a.'Three Point Light three point lightl can Orle qt the |IghtS tO WOrk Wlth a camera

ransform ights ubne .
T Lights"! " Subnet » Notice the asset knows what parameters go

Categories

L ; with what is being picked.

Camera Up Vector Use up vector

Use Only Camera Azimuth
¥ Lights Enabled
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Back to the Three Point Light (cont.)

.
s
- l

o - " ('
-~ o
. oy _.,'
3 &
‘. , - //‘f / "
s o

» Can change colors and type of light
» Shadows can be associated with light

Use Only Camera Azimuth
¥ Lights Enabled

» Can enable a bounce light

Key Light All Light Rim Light Bounce Light

» Enable bounce light

¥ Show Direction Manipulator
P

ok » Notice the light comes underneath floor

" e o— » Go to light tab and set intensity to 1000
» Go to Shadows tab and turn on ray trace
shadows - What happens?

» Ray Traced shadows do not go through
objects

» Try shadow map or none for light gradient
falloff
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l“ lthree naoint liaht1
i Toggle Display

Selectable

Take Toggle Display

Parameters...

Animatable Parameters...
Scope Channels Dialog...
Create Nested Channel Groups
View Dependencies...

Edit Comment...

Edit Network | or Enter
Edit Parameter Interface...

Upload to Asset Store...

| Align Vertical Edges
Align Horizontal Edges

| Distribute Selected Horizontally

5
gg Distribute Selected Vertically

| Save to Gallery...
| Change Type...
| Extract Contents

| Select
Reference Copy

| Delete

| Help...

| Character Picker...

Allow Editing of Contents
| Operator Type Manager...
Type Properties...

ake"ﬁ(our Own Copy of the Three Poin

» Right Click on Three Point Light Rig
» Select Operator Type Manager

» Right Click on Three Point Light Rig and select copy

» Save to your OTL folder in the $HIP folder

™ Object/stereocamrig
™ Objectithree point lisht
" Object/th| TYPe Properties...

| Copy...
| Duplicate...
Filter g .
| Jump to Next Definition
Find Operator Definition § Show Namespace Order...
Update Time Stamp
Current Definition : P ¢ Definition
se This Definition
| Delete
' Close

| 8 0 0 7 Copy Operator Type

Copy Object/three_point_light operator from

/Library/Frameworks/Houdini.framework/Versions/12.1.77/Resources/houdinifotls/OPlibObject. otl

Operator Name LSR three_point_light

Operator Label LSR Three Point Light
Save to Library
In asset sections, replace old operator name with the new one

Install Library to Current HIP File Only

$HIP/otls/LSR three_point_light_vOOl.otl

Accept

Cancel

&
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Dive Into Three Point Light

» Generic Setup - Ready for you to modify

camera rotate

¥ Xx
When a look-at camera is
specified, the
rotate_to_camera's
negative z-axis will point
towards that camera.
Otherwise, its negative z-
axis Is pointing at the Sub-Network Input #1
default direction from which E}
camera will be viewing the
scene,

teapot

Il camera p osition II rc»t.g,te_[ 0_camera l [jghtir- gt arget

Airectio =10 { : . - ) : - . § p :
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» Change Light names to your needs
» Go up to Obj level and save asset / match asset definition

camera rotate
¥ X

When a look-at camera is

specified, the

When a look-at camera is specified. the rotate to camera's negative z-axis will point

o 0= 0= = a0 == towards that camera. Otherwise, its negative z-axis is pointing at the default direction
negati;e ;-axis will P from which camera will be viewing the scene
towards that camera.

Otherwise, its negative z-

axis is pointing at the

default direction from which

camera will be viewing the

scene,

Sub-Network Input #1

II camera_position II rotate to camera I lighting_target

) ._
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One more thing...

» Enable Look at Target
» Notice new set of handles
» Translate rig
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Create a Smart Bundle

» Drop down a LSR_three point light
» Name 1Is - Igt_rig teapot

Smart Bundles tunnel » Parent Igt_rig teapot to Teapot

: . . |
into Digital Assets! » Create Smart Bundle

» Name 1t - Igt_rig_teapot
— » Filter - lights ony

Python She Textport Bundle List Light Linker Render Scheduler v .
Bundle Contents Settings } DOU ble C ICk On bu nd |e
e B8 Do 273 BER

L X

Name Size bundlel \ } pattern - |gt rlg

m lght_rig_teapot ® bounce light T | —
® fill light

® key light 4 See I’eSUHS

& 1ot _rig_teapot

® rin Uik e » Make a bundle for Object too
» Teapots

Filter Object: Light Only

SIDE EFFECTS
SOF TWARE
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ems that are Behind Other Objects

Another diversion...

Houdini Preferences > TWO methOdS
» Turn off selection flag of parent object

Preferences SOP Cache OB) Cache

¥ Highlight Object Selections in Viewer } O r. .

¥ Automatic Parameter Folder Flipping when Objects are Picked in Viewer

Default Geometry Display Show Current Operator 4 H O u d i n i P refe re n CeS
D » Objects and Geometry
ecure Selection On by Default } PO p M e n u Se I eCt i O n

e — Select Entire Digital Asset On By Default

¥ Highlight Selected Geometry in Viewport

¥ Popup Menu Selection

Keep Position When Parenting Kinematic Override
() Never @ None

() Rest

@ Use object flag () Capture

ST : fobj/lgt rig teapot/key direction
Keep Position When Moving Parent —_— —
Read - Onlr Pre Transtarms fobj/lgt_rig_teapot/rim_direction

Cancel
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Light Linker

» Setup your light linker so the 3 Point Light
only lights the teapot

Python Shell Textpore Bundle List Light Linker

Link Type Light Mask Mode: Object-Centric

Filter '

Light Sources
=,
- © W lgt_rig_teapot
B '._ 0[’7]
® | distantlightl

- B T gt rig_teapot

Without Light Linking I - ™ ? Notice

r flo -7: - .key_llqht'

o8 Igt rig teapot

Sl | bundles are
at top of list

Light Linker

Link Type: Light Mask Mode: Object-Centric

Filter : )| Filter '

‘»( .

Select - - Select

Lit Objects Light Sources
= W gt rig_teapot =® .
-8 biflgt rig teay 3] gt_rig_teapot
B teapot ‘ S & ;bldi‘ i
's box_objectl o "-.J'_'L.l_'-"'ﬂ“»'
"a_box_object2 .4 bounce_light
Ty box;_obl'ects - fill light
s fi ! xey light
.4 foor. _ -
oA Igt_rig_teapot 9. m_light

~

f" teapot

With Light Linking
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A Quick Test

» Add a Scene View next to the parameters

» Select Lock Camera to Light

» Rotate and move light

» Notice how your rig moves with it and does the appropriate render
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“ Finally... How does the rig work?

» Look at Key Direction
» Notice only ROTATION is being promoted up - That is why you can not translate
» ch("../key_direction_rx")

» Look at Key Light
» It 1s a child of Key Direction - therefore you can independently translate and rotate light

Side Note - Never
Scale Lights!

SIDE EFFECTS
SOFTWARE
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Type Properties

® OO Edit Operator Type Properties
Operator Type: LSR_three point_light @

Save to Library /Users/aridanesh/LSR Projects/LSR.MO6.001.001/0tls/LSR three point light )

e » Go to Obj level and select Rig

Basic Parameters Help Handles Code Scripts Tools Selectors  Input/Output Extra Files

» Open Type Properties

Label LSR Three Point Light

o T W ~» Notice the parameter "Representative
Version N Od e”

Minimum Inputs 0

Masimurn inpute: | 1 » This node tells Houdini how this asset Is
Representative Node ./key light Supposed .to behave
The v Click on it
representative node

is what makes smart S |
Lurieles eive e dhe » Notice it only allows selection of

asset and find all lights cameras and lights
» Pick Key Light

» Dive Iinto asset and select a Null
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Moving Asset to Shelf

» Before adding to shelf » Save Digital Asset

» Open Type properties » Match Current Definition
» Go to Tools Tab, then Script Sub Tab
» Edit code as shown

e OO0 Edit Operator Type Properties
Operator Type: LSR _three point light )

Save to Library /Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/LSR three point light vO i~
Install Library to
Basic Parameters Help Handles Code Scripts Tools Selectors  Input/Output Extra Files

Create New

T O o oy [ W Options = Script Help Context Hotkeys

object_LSR_three_point_light
sea N A . B = O & s
$ > VIREC S EHEAOD® §E

import objecttoolutils

A N R Yy IATARNNET NN e ST

node = objecttoolutils.genericTool(kwargs, '$HDA NAME')

nrint node
print kargs
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Moving Asset to Shelf (cont.)

» Select your shelf

» Right click and select “"Edit”

» Go to Tools Tab
» Find the asset “LSR_Three_Point_Light”
» Click Accept

Create Modify Model Polygon Deform Texture Character  Auto Rigs TD Tools LSR
lt‘)
=

P-Iate.rialT... e OO0 Edit shelf: Isr

/obj Material Palette &

: B 0D Save To /Users/aridanesh/LSR Projects/LSR.M06.001.001/toolbar/LSR )N

- Original shelf file: $HIP/toolbar/LSR.shelf.
E = H

E—

Options  Tools

Label Name
cop2_look

System sop_lsystem
Lumakey cop2_lumakey
LumaMatte cop2_lumamatte
Luminance vop_luminance
Magnet sop_magnet
Magnet Force dop_magnetforce
Make Breakable dynamics_makebreakable

Make Transformer vop_makexform

Apply Accept Cancel
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Time To Build Are Own Asset
A Studio Light Setup....

} . . .
» Start a2 new scene We will create an environment light

» let’s just drop down a grid for a ground > A portal light
» and drop a teapot down as a hero

» Save the hip file in the shot folder

» Rules

» Build and test the tool before making an
asset

» Promote the handles not the parameters
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@ Environment Light envlightl

Transform Light

Light Color

Light Intensity

Environment Map

Categories

Render Options S
Rendering Mode
Sampling Quality

¥ Portal Geometry

Shadow

B

1

Light Enabled

Enable Light In Viewport
Diffuse Contribution
Specular Contribution
Render Light Geometry

Clip To Positive Y Hemisphere

ky Environment Map

Direct Lighting

1

/obj/grid objectl

» In the Light Tab of the Environment Light
» Toggle Portal Geometry on
» Drag and drop your grid

Toggle Prtal

Geometry on
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Making the Grid a Wire Frame

D PRI Take List

%. 0obj ) fg Portal_Geometry

. | Ends endsl

Source Group

» Rename the Grid that Is acting as the Portal
Light to “Portal Geometry”

Close V No change

» Dive into Portal Geometry
=S » Append a Ends SOP
» Change “Close U” to unroll
» Append a NULL
» Name it - PORTAL_.GEOMETRY_OUT

» At the Obj level click on the RENDER Tab
» Turn off Renderable

Portal_Geometry Take List

. 0bj
{‘ Geometry Portal Geometry

Transform Material Render Misc

Phantom

Renderable

Shading Sampling Dicing Geometry
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Now Let’s Add Two Area Lights

» Using the Shelf Tool
» Drop down two area lights

» Grab the four Objects - Env Light, Portal
Geometry, Arealightl Arealight 2

» Make a Subnet
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Dive Into the Subnet

» Create a Null
» Call 1t Root
» Wire everything to Root
» Now we can rotate or move the whole Rig at the obj level

Sub-Network Input #1
1

Root

fo

I envlightl I@ Portal_Geometry I arealight1 I arealight2

T — B
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Make Your Representative Node

8 00

Edit Operator Type Properties

Operator Type: aridanesh_studio_light_rig

Save to Library
Install Library to

Basic Parameters

Label

lcon

Version
Minimum Inputs
Maximum Inputs

Representative Node

Editable Nodes

/Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/StudioLight.otl

Help  Handles

Code

Studio light rig

MISC digital asset

0

1

./arealightl

Scripts

Tools

Selectors

Input/Output

Extra Files

» In the Basic Tab

» Click on the chooser for the Representative
Node

» Select Area Light 1
» Set Maximum Inputs to 1
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In the Parameters Tab

e OO0 Edit Operator Type Properties

Operator Type: aridanesh_studio_light _rig

Save to Library /Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/StudioLight.otl

» Make the Subnet Invisible - So the Ul has less

Basic Parameters Help Handles Code Scripts  Tools Selectors Input/Output  Extra Files Cl u-t-te r

Create Parameters Existing Parameters o Parameter Description

I Fe * 8 parameters selected for editing. = Parameter  Channels =~ Menu  Import . .
Angle Show Invisible Parameters } M ake th e Scal e | nVISI b | e
Button = ® root
Color &9 Transform .
 eep postion when | |1y » Remember we do not want to scale lights
i e - otate Order (10r9) | yan e » Make everything under Look At invisible
Y File - | Bl Translate (t
F:(:at ' mm Rotate (1 Browse Mode
Float Vi
Float Vi
Float Vi
Folder
Integer
Integer
Integer
ILnatssler Interface Options
Logarit ¥ Invisible
Logarit Horizontally Join to Next Parameter
Operat
Operat =
Ordere Show Parm In Main Dialog Only
RGBA M

s , Disable When
lamp |(

g - [Ill[] Ill 1) ()

>
b

N

Ramp | Hide When

>
b

Canars

Filtt—‘-r Fi'ter

Discard . Cancel
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studio_light_rig Take List

~. 0bj

:: Studio light rig studio_light _ .
Edit Operator Type Properties

LMB drag to adjust split location Dperator Type: aridanesh_studio_light rig

Keep position when parenting ave to Library /Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/StudioLight.otl : } | n the Paramete rS LOCk the

Transform Order ~ Scale Rot Tijghstall Library to

Basic Parameters Help Handles Code Scripts Tools Selectors  Input/Output Extra Files U n Ifo rm Scal e Settl ng

Rotate Label Studio light rig

Translate

: » In the Basic Tab of the Operator
R Type Interface

Minimum Inputs 0

lcon MISC digital_asset

Look At Maximum Inputs 1

» Turn off - Save Defaults as
Initial Parameters

Representative Node ./arealightl

Editable Nodes Save DefaUIts as

Message Nodes

1-Feel] B R - » By turning it off you save the
locked parameters in the Asset

Parameter Options:

Save Information From Node:
fobj/studio_light_rig
¥ Save Initial Cont=-(s and Parameters
Save Defaulis as Initial Parameters
¥ Save Spare Parameters
¥ Save Contents as Locked
Unlock New Nodes on Creation
¥ Compress Contents

¥ Check for External Node References

Discard Accept Cancel

o
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e O 0

Edit Operator Type Properties

Operator Type: aridanesh_studio_light _rig

Save to Library /Users/aridanesh/LSR Projects/LSR.M0O6.001.001/0tls/StudioLight.otl

Install Library to

Basic Parameters Help Handles Code  Scripts

Scripts

Move Sections to Extra Files Page
Event Handler On Created
Filename
Section Name

Reload All Files Add File

T ==

Add Empty Section

Tools

Selectors  Input/Output  Extra Files

4 vViRE S EHAO®E

$arg0
$argl

chlock $argl js?

Ln 4, Col 14

E

o
>
o
-2
[~

~

dit as

ection Size:

Hscript

47 bytes

ection Time Stamp: Tue Nov 6 09:50:50 2012

ection Source:

Apply

Save as File

Discard Accept Cancel
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Locking via Scripting

Open Type properties

Select the Scripts Tab

Create a “On Created” Handler
Type

» chlock $argl +s7?




Creating Handles

Edit Operator Type Properties
Operator Type: aridanesh_studio_light_rig
Save to Library /Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/StudioLight.otl
Install Library to
Basic Parameters Help Handles Code Scripts Tools Selectors  Input/Output  Extra Files

Create Parameters Existing Parameters L% Parameter Description

» In the Parameters Tab of the Operator Type
Interface

Button =-® root

] R » Add a new folder and name it Controls

Q

Color and Alpha
Direction Vector
WEE
[% File - Geometry
B File - Image

" fotte % » Keep the Dialog Box Open

First Instance

¥ Available For Import } H it Ap p |y

- - —{ O

Invisible

[ ]
1
|

E® Float Vector 2

-~

mEm Float Vector 3

L, | | » Dive Iinto Your Asset

Integer e iﬁ_Cnhtr s .

(afa] |nteger"v’ect0r% ) } SeleCt Area nght 1

EER Integer Vector 3 vl i

mu Integer Vector 4 % Ligl{g ﬁ/oi)j/studio;ligl%t_rig/a?@@htl

P » In the Scene View

Logarithmic Floa |
Logarithmic Inte¢ === Align Handle >

ol operoor s e~ .. » Right Click on the Areal Light

%= Operator Path | W Follow Group
| B J

[—]
& Ordered Menu J R
Wl Attach to Geometry

" RGBA Mask - : &~ Orientation Handle ' 4 SeleCt - Export Handle TO Digital Asset

M Ramp (Color)
: , B Cone Handle
M Ramp (Float) -

e e » All the Handle parameters are now in the

] Gimbal Mode

Bk cone s Controls Folder

Export Parameters To Digital Asset

Filter

Export Handle To Digital Asset
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Creating Handles (cont.)

Create a subfolder Area
Lights | and put parms in there

The Results

: ' : s P ! : nales de S S S Selectors fOut xtreé es
Help Handles Code Scripts Tools Selectors  Input/Output  Extra Files Basic arameters  Help Handles  Code = Script Tool Selector Input/Output  Extra File

S S Create Parameters Existing Parameters Parameter Description
Existing Parameters Q Parameter Description - Lo g

By . F * 11 parameters selected for editing. Parameter Channels Menu Import
* 11 paralneters Selected for ed|t|ng Parameter Chann€43 Menu ||11p0f‘t

Angle Show Invisible Parameters
Show Invisible Parameters )

Name arealightl_light_conefov
Name arealightl_light_conefov Button =@ root " _ |
= ® root it BT & B Transform ¥ Label arealightl Use cone angle for fie
- abe ' :
& B Transform e arealightl Use cone angle for fie ez - Jr o Toggle
. :
' Type Toggle Directic
j File

Op Filter § File -G 4 RMan Type

Op Filter

x File -In
RMan Type Float = Browse Mode
Float Vi
Finaf /)
£l FI‘."OL Vi
= Folder : Callback Script
Integer =-@ Controls
- : SR Callback Script g Integer 1 B-j Area Light 1 2
Controls © Integer 71 arealightl Translate ¥ Available For Import
Integer "1 arealightl Rotate (ar
SrealightROtateNarealig v Available For Import Hane R e LU
l ‘htl N ininail Logarit ~ arealightl Far Clippi Invisible
i i lg s C lp.plng 5 Interface Options Logarit == arealightl Resolutio
: areallghtlAFar Clipping (ar Oparat FaroallGhtItOrbara
1 arealightl Resolution (are Invisible Operat & arealightl Look At (a
arealightl orthographic Wi Ordere [, arealithl Cone Ang Show Parm In Main Dlalog f-)l'l‘_l."
= garealightl Look At (arealig ; RGBA M L arealightl Cone Delt
_arealightl Cone Angle (are - . ™ Ramp | ‘6’ arealightl Enable S
Sarealighte ConeDeItaNEare show Parm In Main Dialog Only w2 Ramp | JC/ASISSIGhERUSEIEONS  Hide when
{7/ arealightl Enable Spot Lig . kS Help
g : Disable When { arealightl coneenable !
{7 arealightl Use cone angle = s

Browse Mode

Size

-1 arealightl Translate (areal Interface Options

Disable When { arealightl_coneenable '= 1 }

Filter
Hide When

Discard
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Look at the Handle Tab

e OO Edit Operator Type Properties
Operator Type: aridanesh_studio_light_rig

Save to Library /Users/aridanesh/LSR Projects/LSR.M06.001.001/0tls/StudioLight.otl > } The Handles Were Created for yOU!

Install Library to

Basic Parameters Help Handles Code Scripts Tools  Selectors Input/Output Extra Files ) Repeat Steps for Area Lightz

Create Handle

Handles : Name Light

Default camera_handletype(0Q) camera_gimbal(0)
Bindings:

aperture

coneangle arealightl_coneangle

conedelta arealightl_conedelta

coneonoff arealightl coneenable

far arealightl_far
focal

focus

light_conefov ;rea1 ightl light conefov

light_type

lookat arealightl 1 lookatpath
near arealightl_near
orthowidth arealightl orthowidth
projection
px
PY
pz
rst_order
arealightl 1 _rx
arealightl 1 ry

arealightl 1 rz

Apply Discard Cancel

T — e ——
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B
ulls to Control Orbit of Individual Lights

Sub-Network Input #1

envlight1

e I root_arealight 1 LN

I root_portal geometry I root_arealight 12

= = I_ arealight1 —
lm Portal Geometry a7z I— arealights
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Create a Custom Handle

» Dive into the Null you just created

Add a couple of tubes to make an arrow

Use the Ends SOP to Unroll
_ REEERE - » Parent to Control

» On the Null
» Click on the Misc Tab

» Select Control Type - Choose Custom

v

T T

v

T

AN
l Iendsl

EERN -

Shaded Mode
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EdIT vperator 1ype rropertues

.lg

R Projects/LSR.M06.001.001/0tls/StudioLight.otl

ode Scripts Tools Selectors  Input/Output  Extra Files } Drag the rOtate from the ROOt Area1 I—ight tO
PG Paraeters 4| REemetET SR Ation the Digital Assets Area 1 Light Parameter

Parameter Channels Menu Import
Show Invisible Parameters
=@ root
=9 Transform

Name root_arealight 1 r
¥ Label Control Area Light
Type Float Vector 3

Op Filter

RMan Type

Browse Mode

Units

Size

Callback Script

B Area Light 1
: . S e - >
smm arealightl Translate (area ¥ Available For Import

_ =1 Control Area Light (root_a

mEm arealightl Rotate (arealig

Interface Options

Near Clipping | ELUE
arealightl Far Clipping (ar Horizontally Join to Next Parameter
arealightl Resolution (are "

| ~ 6
arealightl Orthographic W ¥ Range g O 20
arealightl Look At (arealig Show Parm In Main Dialog Only
arealightl Cone Angle (ar . »
arealightl Cone Delta (ar Disable When
" arealightl Enable Spot Lig Hide When
" arealightl Use cone angle
, Help
Light 2

Filter

Discard Cancel
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