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» VOPSOP VOPSHOP Context
» A simple VOPSOP
Material Shader
» Surface and Displacement Shaders
First Shader - Ring
» Color Coded Nodes
» Promoting Parameters
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» Creating Parameters
Second Shader - Dried Mud
» Shader Space
Third Shader - Grass
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Recreating the Mountain SOP
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Node - Color Codes
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First Shader
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Displacement Shader - Grass

The clamp node determins
the point in the grass to
cut. Its like a lawn mower, it
makes everything a certain
height
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The displace normal node does what it is
named. It displaces the surface along the
surface normal. This is the node that actually
"pushes" the surface into a different shape
based on the patterns we created.

The amount of displacement is based on
where the surface is being hit by a shading
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