Turtle 5.0 Transition Guide

Introduction

This document is an overview of new features and important differences in Turtle 5.0 compared to
previous versions. It can be used as a reference when updating your rendering pipe-line from an
older Turtle version to Turtle 5.0.

User Interface

Render Settings Window

The Render Settings Window has been redesigned with a new separation of settings into different
classes. This makes it easier to find the option you want to change. The classes are:

e Sampling - Options for Anti-Aliasing, Ray Tracing and Motion Blur

e Global lllumination — All options associated with Global lllumination and Caustics
e Environment — All options associated with Environment and Image Based Lighting
e Options — Various options for Rendering Performance and Overrides

e Baking — The bake layer control with all options associated with baking

The Render Type selection box has been moved to the top of the render settings window for
easier access. You now only choose between Rendering and Baking. The type of baking to do is
now specified in each bake layer, see Baking below.

Turtle Attribute Workflow

The handling of Turtle specific attributes has been redesigned completely. You will now add Turtle
specific options to your Maya nodes only when you need them. This prevents Turtle from polluting
your scene with Turtle specific attributes everywhere. It also reduces the scene file size and
memory usage.

Adding or removing Turtle specific attributes is done in the Attribute Editor. When Turtle is
installed there is a new menu selection “TURTLE” in top menu of the Attribute Editor. When you
select an object that can handle Turtle specific attributes you can use this menu to Add/Remove
the type of attributes you need. Here you can also open the Turtle Attribute Spread Sheet to
change attribute values on multiple objects at a time. Not every object type has Turtle specific
attributes, see the section Turtle Attributes below for a list of the available attributes.
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Global lllumination

New Final Gather Algorithm

The algorithm for Final Gather has been redesigned. The new method uses a progressive scheme
where new samples are added based on contrast difference to neighboring samples. The new
method is much better at handling sharp edges in the illumination and it is better at eliminating
artifacts due to geometric discontinuities where the old method often failed.

The important controls to learn for adjusting FG quality are the following:

Setting Description

Same as in previous versions. Sets the number of
rays used then gathering indirect light. Higher
values gives better quality but longer rendering
times.

Controls the density of the FG points. A lower
contrast threshold gives more points, where
needed due to lighting differences, and hence
better details in the lighting. This is similar
to the old setting Accuracy, which previously
controlled the number of points.

The size of the interpolation filter (number of
points taken). A higher value gives smoother but
less detailed results. Very similar to the old
setting Smooth.

Rays

Contrast Threshold

Interpolation Points

The old FG method can still be used if needed by enabling the Use kgacySettingscheckbox. You
then use the legacy settings Accuracyand Smoothfor controlling the quality, just as in previous
versions.

There are also a number of new advanced FG controls. In most situations these can be left at
default values. Some of them are described below. See the manual for a complete description of
these.

Final Gather Cache Types

The Radiance Cache light integrator has been integrated into Final Gather. In the Final Gather
settings you can now choose what cache type to use. If you select RadianceSk Radiance Cache
will be used. The cache will then hold directional information using spherical harmonics. This is
useful for various advanced baking passes like RNM, SH or programmable LUA baking. If you are
rendering camera frames or baking ordinary lighting passes this should be set to Irradiance which
saves ordinary non-directional irradiance in the cache. There is also a third cache mode, None
which will disable caching completely, and instead brute force sampling is used. In this mode a
new hemisphere sampling is performed for every shading point, which gives a very exact result,
but the render time is often long so it’s mostly suitable for rendering reference images.
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Multi-Bounce Final Gather

Major performance improvement has been done with multi-bounce Final Gather. Previously there
was a massive performance hit when using FG Depth higher than 1. But that has now been
optimized. Hence using multi-bounce Final Gather is now a much more attractive option if a high
quality Global lllumination solution is needed.

Final Gather Attenuation

A new feature for attenuating FG rays has been added. Two type of attenuation is supported;
Falloff Atenuation, where the light is decreased with distance, and Occlusion Attenuatigrwhere
the light is decreased for shorter rays, which enhances the occlusion and shadowing effect of final
gather. Occlusion Attenuation is very useful for giving more contrast and depth to the lighting,
especially if multi-bounce Global Illumination is used, where the result can look flat and washed
out in areas of strong illumination.

Cache Direct Light

Final Gather, Path Tracer and Photon Mapping have a new checkbox for Cate Direct Lightwhen
enabled they will cache both indirect light and direct light from the light sources. This increases
performance since fewer direct shading calculations are needed. This is an approximation so it can
affect the quality of the result. For instance indirect lighting from specular highlights might be lost.
Previously a similar method was used when selecting ApproximateGl shading method. But now
this can be controlled per integrator instead. Note that caching direct light is only valid when using
Path Tracer and Photon Map as secondary integrators or when multi-bounce Final Gather is used.

New Method for Light Leak Problems

To eliminate light leak problems new functionality for checking visibility between cached sample
points has been added. This makes sure that samples from different sides of geometry are not
used together, causing light leakage. This is added to both Final Gather and Path Tracer. By
enabling Check Sample Visibili light leakage is removed. It comes with a small performance hit
so make sure you use this only when you need to.

New Monte Carlo Global lllumination

There is a new light integrator called Monte Carlo. It’s very similar to the brute force FG method
but handles secondary bounces more efficiently, so a high number of bounces can be used
without exponentially increasing the render time. This integrator can also be used as Secondary
Gl.

Color Balance

The color balance system for Global lllumination has been unified and now supports color balance
to every output, including Spherical Harmonics and RNM. Color balance now affects Global
Illumination caches, previously it was just a post process. The Intensity and Saturation controls
have been modified so that primary now affects the first bounce and secondary all other bounces,
independent of what Global Illumination methods are selected. So for example if you use multi-
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bounce Final Gather you can now adjust the contribution from the first and the secondary
bounces separately.

The override controls for color balance have been moved from the geometry shapes in Maya and
is now located on each material shader instead. These attributes can be added to a shader when
needed, see Turtle Attribute Workflowabove. The shader local values are multiplied by the global
values.

Turtle 5.0 also introduces new color balance controls. You can now modify the diffuse, specular
and emissive contributions independently for Global lllumination. These controls are available
both globally and locally on each material shader.

As of this the old material shader attribute ilrlrradianceMultiplier is removed.
New Prepasses

The precalculation pass for Final Gather and Occlusion is now progressive and runs in a number of
passes, each pass with a higher detail level. Under Anti-Aliasing -> Prepass you can set the min and
max sample rate which controls the number of passes that will be rendered. Another difference is
that the visualization of the prepass now shows the indirect lighting, instead of the full shaded
result. This increases performance and gives a better visualization of the indirect lighting.

Gl Transparency Depth

A new control, Gl Transparency Depthas been added for limiting the number of transmissions a
Global lllumination ray can do. This will affect rays spawned by Final Gather, Monte Carlo and
Occlusion sampling.

Baking

Workflow

The workflow for Surface Transfer and Texture/Vertex Baking has been unified into a single Baking
workflow. When adding objects to a bake layer you now specify if the object has any source
surfaces, for Surface Transfer. An object without source surfaces will be baked with ordinary
baking, and an object with source surfaces will be baked with Surface Transfer. So you can now
mix Surface Transfer with ordinary Texture Baking as you like, in the same bake layer. The same
thing goes for Vertex Baking, which also means that you now can do Surface Transfer on vertex
level. This is useful e.g. for baking vertex colors for different LOD levels of a mesh.

For each bake layer you specify if it should use vertex or texture baking.
Texture Baking
A new feature called Conservative Rasterizatitias been added for texture baking. This can be

used to improve the results when baking very small or thin triangles. There is also a new option for
applying Bilinear Filteringo the UV-edges of the baked textures.
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Vertex Bake Sampling

We have a new sampling system for Vertex Baking, where each vertex color is the result of
multiple samples taken over its triangles. This gives much better quality and a softer result.

Vertex Baking to File

Vertex Bakings can now save the result to point cloud files. This makes it possible to distribute

vertex bakings. The resulting point clouds with vertex colors can then be imported back into Maya
using a new MEL command ilrimportVertexColorsCmd

Turtle Nodes

The following is a listing of all Turtle nodes that has been added or removed in Turtle 5.0.

Node Change Description

ilrUulOptionsNode Added Stores settings for various Ul controls
ilrGlobalsNode Removed | Attributes moved to ilrOptionsNode.
ilrSurfaceTransferOptionsNode Removed | Attributes moved to ilrBakeLayer.

i lrTextureBakeOptionsNode Removed | Attributes moved to ilrBakelLayer.

i lrVertexBakeOptionsNode Removed | Attributes moved to ilrBakelLayer.
ilrDirtShader Removed | Use ilrOccSampler instead.

i lrPtmShader Removed | Use ilrHwBakeVisualizer instead.

Turtle Commands

The following is a listing of all Turtle commands that has been added or removed in Turtle 5.0.

Command Change Description

- Command for importing vertex colors fro
ilrimportVertexColorsCmd Added point cloud Files.
ilrSurfaceTransferCmd Removed | Use ilrTextureBakeCmd instead.

Turtle Attributes

As a result of the change to Turtle 5.0’s attribute system, many attributes have changed. Some has
been removed, some added and some renamed. The following is a listing of all attributes in Turtle

that has changes in version 5.0.

Note that we only list the attributes that has changed here. There are many more Turtle attributes
available, see the manual for a complete list. Also refer to the manual for a more complete
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description of what each attribute do.

Attribute Change Description
Light Source Attributes
i IrRtraceMinShadowRays Added ig:ssﬁggowiggmgTiﬂgTber of rays used
emit Renamed | Changed to ilrEmit.
photonEnergy Renamed | Changed to ilrPhotonEnergy.
causticsPhotons Renamed | Changed to ilrCausticsPhotons.
globalPhotons Renamed | Changed to ilrGlobalPhotons.
Material Shader Attributes
ilrGIPrimarylntensity Added Scales first bounce indirect light.
ilrGIPrimarySaturation Added Scales first bounce indirect light
ilrGlSecondarylntensity Added Scales secondary bounces indirect light
ilrGlSecondarySaturation Added Scales secondary bounces indirect light
ilrGIDiffuseBoost Added Scales diffuse indirect light.
ilrGlSpecularScale Added Scales specular indirect light.
ilrGIEmissiveScale Added Scales emissive indirect light.
iIrirradiancebiult Removed | {175 1Secondarylntensity instead.
i IrGlossyUseShaderAngle Removed | Not used anymore.
iIrGlossyUseShaderSpread Removed | Not used anymore.
iIrGlossyRefrUseShaderAngle Removed | Not used anymore.
i IrGlossyRefrUseShaderSpread Removed | Not used anymore.
OccSampler Attributes
maxRayLength Removed | Use maxDistance instead.
expScale Removed | Use exponent instead.
Min distance for occlusion rays. Before
minDistance Added this distance the ray is considered to
be fully occluded.
Max distance for occlusion rays. After
maxDistance Added this distance the ray is considered to
be fully unoccluded.
Controls the transition from occluded
exponent Added to unoccluded. Set higher than zero to
get good results for indoor scenes.
Shape Attributes
ilrintensityOverride Removed | Use shader Gl attributes instead.
ilrPrimarylntensity Removed | Use shader Gl attributes instead.
ilrPrimarySaturation Removed | Use shader Gl attributes instead.
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ilrSecondarylntensity Removed | Use shader Gl attributes instead.

i IrSecondarySaturation Removed | Use shader Gl attributes instead.
ilrCausticsintensity Removed | Use shader Gl attributes instead.
ilrCausticsSaturation Removed | Use shader Gl attributes instead.
subdivEnable Renamed | Changed to ilrSubdivEnable.
subdivDepth Renamed | Changed to ilrSubdivDepth.
subdivCorner Renamed | Changed to ilrSubdivCorner.
smoothuUVv Renamed | Changed to ilrSmoothUV.

i IrBakeResXOverride Renamed | Changed to ilrBakeResX.

i IrBakeResYOverride Renamed | Changed to ilrBakeResY.

i lrBakeScaleOverride Renamed | Changed to ilrBakeScale.
ilrSelfOcclusion Added Enable/Disable object self shadowing.
ilrFinalGatherContrastThreshold Added Quality control for new FG.
ilrFinalGatherlilnterpolationPoints| Added Quality control for new FG.
ilrFinalGatherEstimatePoints Added Quality control for new FG.
iIrMonteCarloOverride Added Quality control for Monte Carlo.
i IrMonteCarloRays Added Quality control for Monte Carlo.

Bake Layer Attributes

renderOptions Renamed | renderSettings

textureBakeOptions Removed | Al | itds settings added
vertexBakeOptions Removed | Al | itds settings adayed
surfaceTransferOptions Removed | Al | itds settings added
maxUVSAResolutionX Removed | Moved to ilrUlOptionsNode.uvsaMaxResX
minUVSAResolutionX Removed | Moved to ilrUlOptionsNode.uvsaMinResX
maxUVSAResolutionY Removed | Moved to ilrUlOptionsNode.uvsaMaxResY
minUVSAResolutionY Removed | Moved to ilrUlOptionsNode.uvsaMinResY
power2UVSA Removed | Moved to ilrUlOptionsNode.uvsaPower2
quadraticUVSA Removed | Moved to ilrUlOptionsNode.uvsaQuadratic
paddingUVSA Removed | Moved to ilrUlOptionsNode.uvsaUvPadding
renderType Added Selection for vertex/texture baking
shadows Added Moved from Tex/Vertex/SurfTrans nodes
orthoRefl Added Moved from Tex/Vertex/SurfTrans nodes
normalDirection Added Moved from Tex/Vertex/SurfTrans nodes
camera Added Moved from Tex/Vertex/SurfTrans nodes
viewDependent Added Moved from Tex/Vertex/SurfTrans nodes
alpha Added Moved from Tex/Vertex/SurfTrans nodes
backgroundColor Added Moved from Tex/Vertex/SurfTrans nodes
rangePreset Added Moved from ilrSurfaceTransferOptionsNode
frontRange Added Moved from ilrSurfaceTransferOptionsNodg
backRange Added Moved from ilrSurfaceTransferOptionsNodg
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frontBias Added Moved from ilrSurfaceTransferOptionsNodg
backBias Added Moved from ilrSurfaceTransferOptionsNodg
selectionMode Added Moved from ilrSurfaceTransferOptionsNode
mismatchMode Added Moved from ilrSurfaceTransferOptionsNode
envelopeMode Added Moved from ilrSurfaceTransferOptionsNode
ignorelnconsistentNormals Added Moved from ilrSurfaceTransferOptionsNodé
transferSpace Added Moved from ilrSurfaceTransferOptionsNodé
considerTransparency Added Moved from ilrSurfaceTransferOptionsNodg
transparencyThreshold Added Moved from ilrSurfaceTransferOptionsNodé
vbClamp Added MZYEgpfrom ilrVertexBakeOptionsNode
VbRgbMin Added Mg;gﬁi:rom i IrVertexBakeOptionsNode
vbRgbMax Added Mgggﬁairom ilrVertexBakeOptionsNode
vbAlphaMin Added MZYSﬂaJ:gm i lrVertexBakeOptionsNode
vbAlphaMax Added ngzgaﬁggm ilrVertexBakeOptionsNode
vbRgbScale Added Mg;ggczigm ilrVertexBakeOptionsNode
vbAlphaScale Added ngggagggTelIrVertexBakeOptlonsNode
vbUseBlending Added New option for blending usage
vbRgbBlend Added Mg;gglgggm ilrVertexBakeOptionsNode
vbAlphaBlend Added MgrgﬂagiggdlIrVertexBakeOptlonsNode
vbVertexBias Added Moved fr9m ilrVertexBakeOptionsNode
-vertexBias
vbSampl ingMode Added New option for vertex bake sampling
vbMinSamples Added New option for vertex bake sampling
vbMaxSamples Added New option for vertex bake sampling
vbSaveToColorSet Added New option for selecting save mode
vboverwriteColorSet Added Moved from ilrVertexBakeOptionsNode
.overwriteColorSet
vbColorSet Added Moved from ilrVertexBakeOptionsNode
.colorSet
vbSaveToFile Added New option for selecting save mode
vbDirectory Added New option for saving to file
vbFileName Added New option for saving to file
VbEi I'ter Added Mggiieirom ilrVertexBakeOptionsNode
VbEi lterSize Added Mggigerg?gelIrVertexBakeOptlonsNode
VbFi IterShape Added Mggiieﬁ;ﬁgpélrVertexBakeOptlonsNode
vbFilterNormalDev Added Mggigerang;:BXsrtexBakeOptionsNode
tbResX Added Moved from ilrTextureBakeOptionsNode
-resX
tbResY Added Moved from ilrTextureBakeOptionsNode
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-resyY
thImageFormat Added MgmggezggmailrTextureBakeOptionsNode
thDirectory Added Mggsgczggg ilrTextureBakeOptionsNode
tbEi leName Added MgzigN:;Zm i lrTextureBakeOptionsNode
tbSaveToRenderView Added Mg;ng:Egmd;:glzxtureBakeOptionsNode
tbSaveToFile Added Mg;SgTIE?TelIrTextureBakeOptlonsNode
thbVisualize Added Moyed from ilrTextureBakeOptionsNode
-visualize
tbEdgeDi lation Added MZXSSDEFQQi;;rTextureBakeOptlonsNode
tbBilinearFilter Added New option for bilinear filtering
tbConservative Added New op?ion_for conservative
rasterization
thilerge Added Mggigefrom ilrTextureBakeOptionsNode
tbWindingOrder Added Magﬁgi:gg$dé:rTextureBakeOpt|onsNode
thUvSet Added Moved from ilrTextureBakeOptionsNode
-uvSet
thUvRange Added Maxggn;;om ilrTextureBakeOptionsNode
tbUMin Added MSM?S from ilrTextureBakeOptionsNode
thvMin Added MSM?g from ilrTextureBakeOptionsNode
thUMax Added MSMZg from ilrTextureBakeOptionsNode
thVMax Added Moved from ilrTextureBakeOptionsNode
-vMax
fullShading Added Moved from Tex/Vertex/SurfTrans nodes
illumination Added Moved from Tex/Vertex/SurfTrans nodes
indirectlllumination Added Moved from Tex/Vertex/SurfTrans nodes
diffuse Added Moved from Tex/Vertex/SurfTrans nodes
specular Added Moved from Tex/Vertex/SurfTrans nodes
ambient Added Moved from Tex/Vertex/SurfTrans nodes
incandescence Added Moved from Tex/Vertex/SurfTrans nodes
albedo Added Moved from Tex/Vertex/SurfTrans nodes
Sss Added Moved from Tex/Vertex/SurfTrans nodes
reflections Added Moved from Tex/Vertex/SurfTrans nodes
refractions Added Moved from Tex/Vertex/SurfTrans nodes
custom Added Moved from Tex/Vertex/SurfTrans nodes
customShader Added Moved from Tex/Vertex/SurfTrans nodes
lua Added Moved from Tex/Vertex/SurfTrans nodes
luaFile Added Moved from Tex/Vertex/SurfTrans nodes
rnm Added Moved from Tex/Vertex/SurfTrans nodes
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rnmSampleType Added Moved from Tex/Vertex/SurfTrans nodes
rnmAdjustintensity Added Moved from Tex/Vertex/SurfTrans nodes
rnmSamples Added Moved from Tex/Vertex/SurfTrans nodes
dirOcc Added Moved from Tex/Vertex/SurfTrans nodes
dirOccSamples Added Moved from Tex/Vertex/SurfTrans nodes
dirOccExponent Added Moved from Tex/Vertex/SurfTrans nodes
dirOccVectorl Added Moved from Tex/Vertex/SurfTrans nodes
dirOccVector?2 Added Moved from Tex/Vertex/SurfTrans nodes
dirOccVector3 Added Moved from Tex/Vertex/SurfTrans nodes
dirOccVector4 Added Moved from Tex/Vertex/SurfTrans nodes
ptm Added Moved from Tex/Vertex/SurfTrans nodes
ptmSampleType Added Moved from Tex/Vertex/SurfTrans nodes
ptmOutput Added Moved from Tex/Vertex/SurfTrans nodes
ptmSamples Added Moved from Tex/Vertex/SurfTrans nodes
sph Added Moved from Tex/Vertex/SurfTrans nodes
sphSampleType Added Moved from Tex/Vertex/SurfTrans nodes
sphSpaceType Added Moved from Tex/Vertex/SurfTrans nodes
sphOutput Added Moved from Tex/Vertex/SurfTrans nodes
sphSamples Added Moved from Tex/Vertex/SurfTrans nodes
sphBands Added Moved from Tex/Vertex/SurfTrans nodes
sphConeAngle Added Moved from Tex/Vertex/SurfTrans nodes
sphSignLess Added Moved from Tex/Vertex/SurfTrans nodes
normals Added Moved from Tex/Vertex/SurfTrans nodes
normalsCoordSys Added Moved from Tex/Vertex/SurfTrans nodes
normalsFlipChannel Added Moved from Tex/Vertex/SurfTrans nodes
normalsFaceTangents Added Moved from Tex/Vertex/SurfTrans nodes
normalsUseBump Added Moved from Tex/Vertex/SurfTrans nodes
displacementAlpha Added Moved from Tex/Vertex/SurfTrans nodes
stenci IBake Added Moved from Tex/Vertex/SurfTrans nodes
displacement Added Moved from Tex/Vertex/SurfTrans nodes
displacementRemap Added Moved from Tex/Vertex/SurfTrans nodes
displacementScale Added Moved from Tex/Vertex/SurfTrans nodes
displacementOffset Added Moved from Tex/Vertex/SurfTrans nodes
Render Settings Attributes (Attributes found in ilrOptionsNode)
Sampling (AA) Attributes

samplingMode Renamed | Changed to aaSamplingMode
ssMinSamples Renamed | Changed to aaMinSampleRate
ssMaxSamples Renamed | Changed to aaMaxSampleRate
ssForcedSamples Removed | No longer used
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ssContrast Renamed | Changed to aaContrast
ssClampVvalues Renamed | Changed to aaClamp
ssAdaptiveEdgeTracing Renamed | Changed to aaEdgeTracing
ssDiagnose Renamed | Changed to aaDiagnose
ssDiagnoseEdges Removed | No longer used
maxVariance Removed | No longer used
maxSamples Removed | No longer used
edgelnfluence Removed | No longer used
gaussStdDev Removed | No longer used
filter Removed | No longer used
filterType Renamed | Changed to aaFilter
filterWidth Renamed | Changed to aaFilterSizeX
filterHeight Renamed | Changed to aaFilterSizeY
prepassMinSampleRate Added New option for Gl prepass sampling
prepassMaxSampleRate Added New option for Gl prepass sampling
Ray Tracing Attributes
rtGlTransparency Added New option for ray tracing Gl rays
rtMinShadowRays Added New option for ray traced shadows
Global Illumination Attributes
Use globalPhotonMapCacheDirectLight,
giShadingMethod Removed | fgCacheDirectLight or ptCacheDirectLigh
instead
diffuseBoost Added New option for Gl color balance
specularScale Added New option for Gl color balance
emissiveScale Added New option for GI color balance
clampMaterials Added New option for GI color balance
lightLeakReduction Renamed | Changed to fgLightLeakReduction
fgLightLeakRadius Added Eggiu: custom light leak reduction
fgUseCache Added Selects FG cache type
fgContrastThreshold Added Egnggggfemzéiﬁléowed contrast between
fglnterpolationPoints Added New option for FG sampling
fgEstimatePoints Added New option for FG sampling
fgNormalThreshold Added New option for FG sampling
fgGradientThreshold Added New option for FG sampling
fgCheckVisibility Added New option for FG sampling
fgUselegacy Added zzxp??;;o;ezggdenabling old FG
fgDisableMinRadius Added New option used by old FG sampling
fgCacheDirectLight Added New option for FG sampling
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fgAttenuationBlend Added New option for FG attenuation

fgAttenuationStart Added New option for FG attenuation
fgAttenuationStop Added New option for FG attenuation
fgOcclusionExponent Added New option for FG attenuation

fgFal loffExponent Added New option for FG attenuation
ptDepth Added New option for Path Tracer depth
ptCheckVisibility Added New option for Path Tracer sampling
ptCacheDirectLight Added New option for Path Tracer sampling
mcRays Added New option for Monte Carlo sampling
mcDepth Added New option for Monte Carlo sampling
mcMaxRayLength Added New option for Monte Carlo sampling
rcPreview Removed | Use FG option instead
rclgnoreBumpMaps Removed | Use FG option instead
rcClampRadiance Removed | Use FG option instead

rcRays Removed | Use FG option instead

rcAccuracy Removed | Use FG option instead

rcSmooth Removed | Use FG option instead
rcMaxRayLength Removed | Use FG option instead

rcUseFile Removed | Use FG option instead

rcFile Removed | Use FG option instead

rcVisualize Removed | Use FG option instead

rcCurvSmooth Removed | No longer used

rcBackThresh Removed | No longer used

GUI Attributes

ibIRigLightSet Removed | Moved to ilrUlOptionsNode
ibIRigEnvShader Removed | Moved to ilrUlOptionsNode
ibIRigEmitDiffuse Removed | Moved to ilrUlOptionsNode
ibIRigEmitSpecular Removed | Moved to ilrUlOptionsNode
ibIRigSamples Removed | Moved to ilrUlOptionsNode
ibIRiglntensity Removed | Moved to ilrUlOptionsNode
ibIRigShadows Removed | Moved to ilrUlOptionsNode
ibIRigShadowAngle Removed | Moved to ilrUlOptionsNode
iblRigShadowRays Removed | Moved to ilrUlOptionsNode
ibIRigEmitPhotons Removed | Moved to ilrUlOptionsNode
ibIRigCausticsPhotons Removed | Moved to ilrUlOptionsNode
ibIRigGlobalPhotons Removed | Moved to ilrUlOptionsNode
ibIRigPhotonEnergy Removed | Moved to ilrUlOptionsNode
pcCreateDirectory Removed Mgzggosgh;::géggﬁ;onSNOde

Moved to ilrUlOptionsNode

pcCreateFile Removed |\ cbDoughFile
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pcBakelLuaFile Removed Mgzgﬂu;gi:;rUIOptionsNode
pcBakeSource Removed MgzggoﬁgcélrUIOptionsNode
pcBakelnputFile Removed Mgzﬁ?nsgt;::gIOptionsNode
pcBakeOutputPointType Removed | No longer used
pcBakeOutputDirectory Removed Mggggutguié:Béggg:;nSNOde
pcBakeOutputFile Removed Mgzggu:guiéggéOptionsNode
Render Settings Attributes (Attributes found in ilrGlobalsNode)
renderer Removed | Moved to ilrOptionsNode
rtAlgorithm Removed | Moved to i1lrOptionsNode
memLimitEnabled Removed | Moved to ilrOptionsNode
reovea | Yoved 10 THromEionese
memLimit Removed | Moved to i1lrOptionsNode
recursionDepth Removed | Moved to ilrOptionsNode
recursionThreshold Removed | Moved to ilrOptionsNode
animation Removed | Moved to ilrOptionsNode
startFrame Removed | Moved to ilrOptionsNode
endFrame Removed | Moved to i1lrOptionsNode
frameStep Removed | Moved to i1lrOptionsNode
renderAll Removed | Moved to i1lrOptionsNode
imageFormat Removed | Moved to ilrOptionsNode
fileNamePrefix Removed | Moved to ilrOptionsNode
fileNameFormat Removed | Moved to ilrOptionsNode
fileNamePadding Removed | Moved to ilrOptionsNode
customeExtensionEnabled Removed | Moved to ilrOptionsNode
customExtension Removed | Moved to i1lrOptionsNode
width Removed | Moved to i1lrOptionsNode
height Removed | Moved to ilrOptionsNode
aspectRatio Removed | Moved to i1lrOptionsNode
aspectLock Removed | Moved to ilrOptionsNode
tileScheme Removed | Moved to ilrOptionsNode
tileSize Removed | Moved to i1lrOptionsNode
autoThreads Removed | Moved to i1lrOptionsNode
renderThreads Removed | Moved to i1lrOptionsNode
defaultLight Removed | Moved to i1lrOptionsNode
renderLayers Removed | Moved to ilrOptionsNode
renderPasses Removed | Moved to i1lrOptionsNode
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globalPasses Removed | Moved to i1lrOptionsNode
outputToSubdirs Removed | Moved to i1lrOptionsNode
debugPrint Removed | Moved to i1lrOptionsNode
verbosePrint Removed | Moved to i1lrOptionsNode
progressPrint Removed | Moved to i1lrOptionsNode
warningPrint Removed | Moved to ilrOptionsNode
infoPrint Removed | Moved to i1lrOptionsNode
benchmarkPrint Removed | Moved to ilrOptionsNode
errorPrint Removed | Moved to i1lrOptionsNode
debugFile Removed | Moved to i1lrOptionsNode
preRenderMel Removed | Moved to i1lrOptionsNode
postRenderMel Removed | Moved to i1lrOptionsNode
options Removed | No longer used

For feedback or questions about this document please e-mail us at support@illuminatelabs.com.
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