MEDIA (415)
JOB ROLE: Texturing Artist
Class -x (200 Q)

1.fdY surface #T appearance fF& @ factor W @R a=ar g7

a) Light 3iR Surface Material

b) haeT Geometry

c) hadl Texture
)

d) Animation

2.Maya & surface shading f@e#r combination g1ar §?
a) Modelling 3k Rigging

b) Basic Material 3iR Textures

c) Animation 3iRX Simulation

d) shael Lighting

3.Materials ® Maya & 3R &1 &gl TdT 872
a) Nodes

b) Shaders
c) Channels
d) Layers

4.75dEY shader &1 basic attributes § & Hla-ar AT a6l 872

a) Colour
b) Transparency

c) Shine

d) Rendering Engine

5.f&T surface #T smoothness sG & object HaT fg@am?
a) Matte

b) Shiny

c) Transparent

d) Dark

6.Maya & transparency fh& attribute & control gt 87
a) Shine

b) Transparency

c) Secularity

d) Reflected Colour



7.Maya & secularity attribute FT &1 §—
a) Surface & roughness @' control #=T
b) Object &I shininess 3iR highlights control =T

)
)
c) Colour correction
d) Rendering speed

8.%l1-a1 shader shiny 3R metallic surface & fov 3aT 82
a) Lambert

b) Blinn
c) Phong
d) Toon

9.Maya & @8 simple 3ik matte finish ¢a1 arell shader &lT-aAT §72
a) Lambert
b) Blinn

c) Phong
d) Anisotropic

10. Phong shader #&T &9 & e fow 39ler giar 872
a) Matte finish

b) Sharp highlights

c) Transparent glass

d) Wood effect

11.Maya & texture maps @I fheieh AT connect fhar Tar 87
a) Geometry

b) Material attributes

c) Light nodes

d) Keyframes

12. 78 object W surface relief (GIeXd+) fe@™ & T @it & map 3UJNET gl §7?
a) Colormap

b) Bump map

c) Transparency map

d) Reflection map

13. $l-ar map surface geometry FI a¥dd & Scol ST 87
a) Bump map

b) Displacement map

c) Specular map

d) Reflection map



14.Specular map & control FTar g2

a) Surface 1 shininess

)
b) Transparency
c) Bump height
d) Texture color

15. Reflection map & attribute & ST BId &7?
a) Transparency

b) Reflected Color

c) Specularity

d) Incandescence

16.Maya # UVs & Adeld 4T g7
a) X, Y, Z coordinate system

b) 2D texture coordinates
c) Rendering units
d) Light rays

17. UV texture space #1 axes Hia-dr gidr &2

18. UV mapping s far rar g2
a) Modeling & Jgel

b) Modeling 91 &Il & &g

c) Animation & giRTeT

d) Lighting & &g

19.Maya & II-&AT primitive surface default UVs & @1 37T &7

a) Polygon primitives
b) NURBS primitives

c) Imported OBJ

d) Alembic cache

20.Maya & UVs &I edit T & foIT &l AT editor TA9T gIam g2
a) Outliner
b) UV Texture Editor

)
c) Attribute Editor
d) Channel Box



21.Automatic, Planar, Cylindrical, Spherical—a @« fpaa 9K 87
a) Shaders

b) UV Mapping techniques

c) Rendering engines

d) Particle systems

22.%l1-A1 shader multiple materials @ T& AT combine F FhdT g2
a) Layered Shader
b) Blinn
c) Phong
d) Lambert
23. Layered Shader &I =l # Layered Texture node 3t 9ge &7
a) Blend modes S1eT available
b) Rendering fast &
c) UVs auto create dr &

)

d) #$ difference g

24.Maya & &I-8T texture objectd 37T ¥ carve gt [Aeheldr B3 ST g7
a) 2D Texture

b) 3D Texture
c) File Texture
)

d) Environment Texture

25. %l AT texture wrapping SiaT effect &ar &, S8 gift wrap?

a) 2D Texture

b) 3D Texture

¢) Environment map
d) Bump map

26. Environment textures fraesr faT use gl 872
a) dhadl lighting
b) Background 3iX reflections

)
)
c) Geometry creation
d) UV mapping

27.Maya & checker texture &I transparency attribute W map 1 & FT gHM?
a) Object black & white fg@at

b) Object T & f&XAT transparent g1

c) Geometry subdivide g3t

d) Reflection s¢amm



28.Bump map & limitation &1 §?
a) Rendering sgcl slow &%l &

)
b) Shadows cast/receive A& & Tehdl
c) Surface geometry GeT ¢l ¢

)

d) 3deT NURBS WX &1 &l &

29. Displacement maps &I @IMATT FIT §?
a) lllusion create #aT &

b) Geometry @I aredd H# modify T §
c) shael specularity IerdT &

d) Rendering speed &8 FIam &

30.fFH shader &I 39T cartoon-style rendering & T grar &2

a) Toon Shader
b) Lambert
c) Phong
d) Blinn

True/False (31-40)

31.Shading aeT materials & control 8IdT &, textures &I HIs role &1 X
32. Lambert shader matte surface &dT g1

33. Phong shader soft highlights &ar &1 X (Sharp highlights T &)
34.Specular map shine control T gl

35. Reflection maps surroundings &I reflect & H help #&d gl

36. UV mapping modeling Y& el A Tgel el ATl X

37. Automatic UV mapping 882 perfect result&ar g1 X

38.Bump maps geometry &I a&dd H ded od &1 X (Ilusion create :d §)
39. Displacement maps rendering time s&T THhd gl

40. Layered Textures rendering & Layered Shaders & S31er flexible 81 &1

Fill in the Blanks (41-50)



41.Surface shading Maya & 3R FI combination gdT &1 —

(Material, Texture)

42.Maya & shaders &l ofr Fgr ST &1 — Materials

43.Lambert shader gaem finish&ar &1 — Matte

44.Blinn shader surface & foIT 31T 81T &1 — Metallic/Shiny

45. Phong shader sharp highlight ¢ar &1 — Specular

46. UV texture space FI axes 3R gl - U,V

47.UV mapping process Maya & Editor & edit forar Sirar g1 — UV Texture
Editor

48.Surface relief @@= & fow Maya & maps T 39319 gIdT &1 — Bump
49. Geometry Y aEdde 9 & deform T & AT maps use 8d g1 —

Displacement

50. Environment textures Maya & 3R F fov 3ger fpw S g1

— Background, Reflection

51.Maya & colour attribute I file texture map ¥ & object & FaT Felvm?
a) Surface relief

)
b) Colour detail
c) Transparency

d) Reflection

52.fR&T material $r shininess @I light reflection garT control faT ST §1 I property
a) Transparency
b) Specularity

)
c) Diffuse colour
)

d) Incandescence

53. 3D procedural textures s/ marble 3T wood T YR fe@d &7
a) Painted on surface

b) Object & carve gu

c) Transparent maps

d) Only 2D flat patterns



54.Maya # bump maps f&& channel @ connectgia 82
a) OutColour

b) OutAlpha

c) Transparency

d) Reflected Colour

55. Alpha is Luminance attribute fhae fow 3umeft g2
a) Specular highlights

b) Bump maps without alpha channel

c) Reflection

d) Environment maps

56.Maya & &lI-8T map object ® opaque, semi-transparent I transparent §AT TehdT
g?

a) Specular map

b) Transparency map

c) Bump map

d) Reflection map

57.%lT T texture nodes Maya & predefined 37T &7

a) Checker, Grid, Noise
b) Photoshop imported only
c) Video only

d) OBJ textures

58.&II-AT shader realistic skin rendering & foT s&aaATer foRar STar 82
a) Lambert

b) Subsurface Scattering Shader

c) Toon Shader

d) Wireframe

59. i AT attribute surface $T shininess & size & control #XdT &2

a) Cosine Power
b) Alpha Gain

c) Transparency

d) Colour Gain

60. Metallic look ¢sT & fw Specular Colour & & range & @I AT 87
a) Dark grey

b) Light grey
c) Blue
d) Red



61.Maya & bump map geometry @I physically modify &l &, dfedh Hhdd
Fr change T gl

a) Normal

b) Vertices

c) UVs

d) Faces

62.%II-A@T shader transparent glass objects & foIT best§?
a) Lambert

b) Phong
c) Toon
d) Blinn

63. T surface W scratches 9T & T Maya & 3M#HAR 9T &l IT texture SUAET
foRar STar g2

a) 3D Texture

b) 2D Texture

)
c) Displacement map
d) Reflection map

64. Shading group node renderer &I FIT ST §2

a) Which material and textures to use
b) How to animate

)
)
)
)

d) How to export

c) How to rig

65. UV mapping & §1¢ texture mismatch glel &I HRUT FT g7
a) Wrong shader

b) Model edit after mapping
c) Wrong lighting
d) Rendering issue

66. %I AT map true depth create AT &2
a) Bump map

b) Displacement map

c) Specular map

d) Transparency map

67. File texture node & Exposure &7 39d1eT fhas faw gar &2
a) Rendering time gl & foIT
b) Brightness adjust &= & foIw



c) UV coordinates reset e & faw
d) Reflection Sgl & foIT

68. Alpha Gain = -1 3iR Alpha Offset = 1 T@sT I FT grIM?
a) Texture blur g

b) Alpha channel invert T

c) Specular SgaT

d) UVs reset giar

69. Maya & filtering attribute T HF FIT §?
a) Geometry smooth &{ar

b) Texture blur/anti-aliasing

c) Rendering speed control &{=T

d) UVs reset &hdaT

70.HI-AT attribute texture T repeat (tile) A & T use Iar g2

a) Wrap
b) Blend
c) Offset
d) Filter

71.Local option 3D texture placement & T T §?
a) @3 objects & T transform apply

b) %haeT THh object edit

c) Lighting adjust

d) UV reset

72. fRET texture & 3¢l (negative) el & ToIT @il AT option g1dT g2
a) Wrap

b) Invert
c) Blend
d) Filter

73.TRET texture HT brightness & &l & folT P AT attribute use gEM?

a) Colour Gain
b) Colour Offset (dark grey)
c) Filter
d) Wrap

74.Transparency map & black areas object I & fe@ra g7

a) Transparent
b) Opaque



c) Reflective
d) Shiny

75. Reflection maps 3THAR 9 T X & objects & T&T 39T &I £7

a) Matte objects

b) Glass/Metal
c) Wood
d) Plastic toys

76.Normal maps bump maps & 5T R S8R &7
a) UVs auto create a3d &

b) Tangent space detail & g

c) Geometry subdivide &d &

d) File size ©¥er 8Iar &

77.Maya viewport # texture fc@ar & faT Sl AT hotkey gard g2
a)5

b) 6
)7
)8

o O

78.Photoshop & specular map a1 & foIT 9gall step 4T T 87
a) Invert

b) Desaturation
c) Levels
d) Sharpen

79.Photoshop & bump map St & d1¢ sharper detail ot & AT &l @ filter use gfar
g7
a) Blur

)

b) Smart Sharpen
c) Emboss
d) Noise

80. Crazy Bump software frae forw use giar g2
a) UV editing

b) Bump/Specular/Normal map generation
c) Animation

d) Rigging

True/False (81-90)



81. Shading & #Adele &del object & color decide #=T g1 X

82.Maya # layered shaders rendering &I slow & H&d &1

83. 2D textures shad flat surfaces W FH I &1 X (wrap 8 8 apply & T&hd &)
84. 3D textures interactively move 3R rotate f&T 371 Iha &

85. Environment maps %ad reflection & fow gid &1 X (background &)

86.Bump maps silhouette shape change & @hd &1 X

87.Displacement maps add & geometry &I deform #Xd gl

88.Specular maps %ad Lambert shader W & &l &1 X

89. Colour Gain white T@s & &5 effect sTgl &IdT|

90. Transparency maps parts of object invisible =T & &1

Fill in the Blanks (91-100)

91.Maya & shader 98 matte surface a1 g1 — Lambert

92. shader metallic 3i¥ shiny surfaces & ot @&& 3r=aT &1 — Blinn
93. Sharp highlights ¢=7 & T shader use 811 g1 — Phong

94. Cartoon rendering & falT Maya & shader use gldar &1 — Toon

95. Surface relief & illusion create #a & foT maps 39319 810 &1 —
Bump

96. Geometry &l a¥dd H dgoled & fov maps 39319 8id &l —

Displacement
97.UVs &T Add ¢ texture coordinates| — 2D
98.U 3iX V axes Maya & mapping & T use gl &1 — Texture/UV

99.Maya #& Editor UVs @ view 3iR editast & fow use glar g1 — UV

Texture

100. Reflection maps object &I 3d& FI reflect A H HAeg A &l —
Surroundings



101. AT material #r diffuse colour property TF& st & control FAT §7
a) Object &I shininess

)
b) Object & base colour
c) Transparency
)

d) Reflection

102. i A1 shader soft highlights produce #dT g7
a) Lambert

)
b) Blinn
c) Toon
d) Wireframe

103. FiT AT shader reflective glass SidT surfaces & foT SgaX &7

a) Phong
b) Lambert

)

)
c) Toon
d) Ramp

104. Surface shading & sl &1 factor AT gt 82

a) Colour
b) Texture

)
)
c) Geometry animation
d) Secularity

105. Maya # Incandescence attribute frdes fow 3udier grar 872
a) Object I glow &= & faw

b) Object & transparent H¥a & faT

c) Object @ reflective §e7 & foIT

d) Object & metallic ¥ & foT

106. Reflection maps object &l reflect #el H #AGE I ol
a) Shadows

b) Surroundings 4

c) Transparency

d) UVs

107. AT shader & transparency §elsl & object ar fe@am?

a) Opaque

b) See-through

c) Metallic
)

d) Darker



108. Bump maps grayscale images 7 &I 87
a) File size BT @l & foIT

b) Height information encode a3t & forw

c) Colour detail2s & fow

d) UV mismatch avoid st & fow

109. Normal maps bump maps & dgdR F4T gid 87
a) S1eT real detail & &

b) Rendering fast &t &

c) Geometry subdivide #d §

d) el Lambert @ &H &d &

110. Transparency maps # white area object & HaT ST §2

a) Opaque
b) Transparent
c) Reflective
d) Matte

111. Maya & &lsT @ map surface & BI¢ details Sl pores fg@= & faT bestg?

a) Normal map

b) Reflection map

c) Displacement map
d) Specular map

112. Displacement maps rendering time &I $& affect W &7
a) Reduce aa &

b) Increase T Tahd &

c) A effectsTgr

d) % GPU WX depend

113. Maya & &7 @ shader 42 shadow receive g1 &dT?

a) Lambert

b) Surface Shader

c) Phong

d) Blinn

114. Texture placement & "Wrap" option on s T texture al behave HIIM?
a) hadl Teh R o34

b) IR-8R repeat g



c) Transparent & STTamm
d) Delete g STTam

115. Photoshop & specular map S=le &l GERT step T gicl 872
a) Levels

)
b) Invert
c) Sharpen
d) Brightness

116. CrazyBump software automatically fF&@ YR & maps ST Tl §7

a) Normal, Specular, Bump

b) Animation

c) Rigging

d) UV sets

117. Alpha is Luminance option &T & §—
a) Brightness values & alpha channel S=T=T

b)

c) Rendering fast T
)

d

Specular highlights control =T

UVs reset shaT

118. Maya & @lsT @T hotkey lighting+shadows mode G@r= & forw grar g2

119. T map & 3T object T surface F semi-transparent ST Thd g2
Specular map

)

) Transparency map
c) Bump map
d) Reflection map

120. i a1 shader A2 lighting 3T ignore &Tar § 3R &% flat color fg@mar &7

a) Surface Shader

b) Blinn

c) Phong
)

d) Lambert

121. Maya & UV shells ffae &0 use gld 7
a) 3TeT-3719T UV islands manage ast & faw
b) Geometry deform &t & faw



c) Reflection st & faw
d) Rendering fast e & folw

122. Checker texture 3R color attribute I map & dl object &ar fg@m?

a) Stripes arell

c) Transparent

)
b) Black and White squares
)
d) Metallic

123. Specular highlight T size sglf & faIT Hi AT attribute adjust fFaT 1A 82

a) Cosine Power
b) Alpha Gain

c) Reflection Strength
d) Wrap

124. Maya # @lsT & node rendering engine &I ddidl & T surface @ &¥ shade

AT 87
a) Shading Group
b) Outliner
c) UV Editor
d) Shelf

125. Photoshop & bump map §a71 & oIt & gge image &r HLAT
glaT &

a) Desaturate

b) Invert
c) Blur
d) Filter

126. Maya & @leT @T attribute default color ®r texture color & IATT mix HAT g2

a) Blend
b) Wrap
c) Offset
d) Filter

127. Displacement maps & situation # useful g?

a) oid complex geometry manually model s{aT Jjj%h_er g
b) SI§ transparency d@1figT
)
)

c) 91§ &hdd color map AT
d) 39 lighting @nfgw



128. Specular map & black areas T AddT g—

a) s shine 18T

b) Full shine

c) Transparent
)

d) Reflective

129. g shader &T use cartoon outlines SaIsr H giar &2

a) Toon

b) Lambert

c) Blinn

d) Surface Shader

130. Maya & @lsT @1 editor UV layout T ¢&=T 3R adjustda & T use grar g7

a) UV Texture Editor
b) Outliner

c) Attribute Editor

d) Channel Box

True/False (131-140)

131. Specular map surface @I shininess control T &1

132. Reflection map %adl metallic surfaces & foT use &l &1 X (Glass etc. &)
133. Maya & Incandescence attribute glowing effect &dr gl

134. Lambert shader reflective surfaces & fav 3T g1 X

135. Phong shader sharp highlights &aT &1

136. UV mapping 83T modeling complete 815 & &T¢ F=T dARTI

137. Bump maps geometry @ physically deform &#&a &1 X

138. Normal maps &% displacement maps &r QAT ATH gl X

139. Wrap option texture tiling & faT use giar &l

140. Surface shader R2IT lighting effects show &ar g1 X

Fillin the Blanks (141-150)

141. Maya & maps @I 393197 objectFr transparency control & &
faT g1ar &1 — Transparency



142. Maya & maps geometry I aFdd & modify & &1 —
Displacement

143. maps &ad illusion create Fd g IR normals & modify FI &1
— Bump

144. Specular map object &r control #XdT g1 — Shininess/Highlights
145. Reflection maps object & 3T reflect ey & HAcg A &1 —

Surroundings

146. Toon shader &I 39T rendering & ToIT gIar g1 —

Cartoon/Outline

147. UVs 2D texture coordinates & f5i=¢ Maya & IR letters
¥ represent fFIT ST §1 > U,V

148. Maya # UVs & edit®ia & fow editor use 81T §1 — UV Texture

149. Photoshop # specular map Ssilel &l Ygell step image &r FLT B
— Desaturate

150. Surface shader a2 FI ignore IXdT § 3R flat color i&@Tar &1 —
Lighting

151. Maya & @lsT I@T shader glowing effects oY & v &d 3ot &7
a) Blinn

b) Surface Shader

c) Lambert
)

d) Use Background

152. & shader & 393197 scene H invisible shadow catching objects e &
o giar 82

a) Use Background
b) Lambert
c) Toon

d) Phong

153. HiT @ shader reflective, refractive 3iX transparent objects & foT @a@ 3o
g7
a) Blinn
b) Phong
c) Anisotropic
)

d) Lambert



154, Anisotropic shader 3THdR WX T material & T&IT 39191 8IAT §7
a) Cloth

)

b) Brushed metal
c) Plastic
d) Paper

155. Maya & @il @ shader @& FGT complex g 3iX realistic effects &aT g2

a) Lambert

b) Blinn

c) Phong

d) Anisotropic &4

156. $iT TT shader Fad matte surfaces i@ & T use BT 82
a) Lambert
b) Blinn
c) Phong
d) Toon
157. FiT AT shader objects @& outline 3iR cartoonish look st & folT famous g7

a) Toon 4
b) Surface Shader
c) Lambert
d) Phong

158. Maya & File node &7 393191 v T gar §7
a) 3D paint create & & fow

b) External image textures load =t & fow

c) UV unwrap a1 & forw

d) Layer blending & forw

159. Maya & Ramp texture &1 39ier foha &E & forw giar g2

a) Gradient g<T=T
b) Bump detail

)
)
c) Transparency
d) Reflection

160. Noise 3iX Fractal textures procedural 8/ &, 3T AdAS?
a) Fixed resolution
b) Infinite resolution, detail zoom &T THha ¢ 2

)
)
c) %ad black and white
d) sder 3D mapping



161. Maya & Hypershade f&rge fow use g1ar g7

a) Animation

b) Node-based shading 3iR texturing network §=T1et & forw 4

c) Rendering

d) Rigging

162. Hypershade window & @lsT &@T tab materials manage @3 & ToIT gIar g?

a) Create tab
b) Rendering tab
c) UV tab

d) Outliner

163. FlT AT attribute texture I position, scale 31X rotation control AT §?
a) Place2DTexture/Place3DTexture node

b) Specular node

c) Reflection node

d) Alpha gain

164. Maya & @lsT @T tool UVs & manually unfold 3t & forw grar g7
a) Smooth tool

b) Unfold tool £4

c) Mirror tool

d) Merge tool

165. UV editor # Checker pattern & use @ fow giar g2
a) Lighting test

b) UV stretching check &= & v 4

c) Color balance

d) Render test

166. i AT map skin pores 3iX wrinkles #I detail # fe@=r & foT @@ useful §?
a) Normal map
b) Reflection map
c) Transparency map
)

d) File map
167. Maya & @lsT T shader §§H ST energy-conserving realistic rendering T
g7

a) Lambert
b) Blinn

)
)
c) Arnold Standard Surface
d) Phong



168. Arnold renderer &T default shader sl @T 8Xar &7

a) Standard Surface
b) Lambert

)
)
c) Blinn
)

d) Toon

169. Standard Surface shader & Base attribute &8 control &tar g2
a) Roughness

)
b) Diffuse/Color contribution
c) Specular
d) Transmission

170. Standard Surface shader # Subsurface parameter f&& material & forw
important §?
a) Wood

b) Human skin
c) Metal
d) Glass

171. Arnold Standard Surface shader & Transmission attribute frds T use giar
g7
a) Metal effect

)
b) Glass transparency
c) Roughness

d) Specular

172. Roughness attribute sgrt & surface &ar fg@sf?

a) More glossy

b) More diffuse/matte
)
)

d) More reflective

c) More transparent

173. Arnold # I0R (Index of Refraction) fras forw grar g2

a) Glass refraction value
b) UV stretching

c) Color gain

d) Shadow intensity

174. Arnold & Metallic parameter = 1 3@« & object HAT grM?
a) Matte
b) Pure metal



c) Transparent

d) Glow &3

175. Maya # file texture node & ITY Hi AT attribute image repeat AT g2

a) Repeat UV
b) Offset
c) Filter
d) Blend
176. Photoshop & displacement map S=ilsY T last step T &IdT &7
a) Save as 16-bit grayscale
b) Add color
c) Invert RGB
d) Blur

177. g shader &T 393197 shadl shadow matte surfaces T & gidT g7

a) Use Background
b) Toon
c) Lambert
d) Blinn

178.
BIeT &7

a) Shading Engine
b) Layered Shader

c) UV Editor

d) Outliner

Arnold renderer & Surface shader &l connect & & faIT i @T node use

179.

Maya # procedural textures T T8 3T BT F4T &7
a) File size small

b) Photorealistic only

c) Transparency better

d) Only cartoon effect

180. File texture node & T&I dlsh & @ & faIT model W gt
Eurd

a) Rigging

b) UV mapping
c) Keyframe

d) Motion path

True/False (181-190)



181. Toon shader &ad rendering # outline S=ITAT &1

182. Hyper shade window shading networks visually create &= # help #dT gl
183. Place2DTexture node &adl 2D textures control #&RdT gl

184. Bump map silhouette shape change @& Tahdr gl X

185. Arnold &T Standard Surface shader physically based rendering 93 &lH &{dr
gl

186. IOR value R metals & T use gt g1 X (Glass/liquids & fow Smer)
187. Roughness = 0 T@d W surface I &g matte g1 X (Completely glossy
graf)

188. Subsurface scattering skin 3k wax s materials & folT useful g1

189. Transparency maps def RGB images & s &1 X (Grayscale 3 & &ahar
g)

190. Procedural textures infinite resolution provide & Hehd &1

Fillin the Blanks (191-200)

191. Maya & shader @9d simple matte finish ¢ar | — Lambert
192. Maya # shader metallic 3R shiny surfaces & faT famous gl —
Blinn

193. shader sharp highlights 2aT &1 — Phong

194. Cartoon rendering & fow shader use glar g1 — Toon

195. Invisible shadow catching s folt Maya & shader use 81T g1 —

Use Background

196. shader brushed metal 3iiX anisotropic highlights & faT use grdr

&1 — Anisotropic

197. Hyper shade Maya & networks create % & ToIT use gl &l —
Shading/Texturing

198. File node external images load &1 g1 — Texture



199. Arnold renderer &T default shader &l — Standard Surface

200. Roughness s¢lst & surface $1al @1 — Matte/Diffuse



