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Introduction

Introduction
This document explains how to use the mentalmill � c standaloneapplication. Its intended audienceis
shadercreators,suchasartistsandshaderwriters, who know about the conceptof shadersandPhenomena
and arefamiliar with their role in the rendering process.Someknowledge about particular shadertypes,
for examplelight shaders,texture lookup, and re¯ection models,would alsobe helpful in understanding
the content. However, it is not necessaryto haveany experiencewriting actualshadercodein order to use
this guide when creatingshaderswith the mental mill application.

mental mill allows usersto createshadersin an easy, intuitive way. Individual building blocks, called
nodes,canbeattachedtogether to form shadergraphsthat canbepackagedinto Phenomena.Phenomena
canthemselvesbeusedasindividual nodesin shadergraphs.The result is that complex,interestingshaders
canbecreatedwith just a few clicks of the mouse.The basicstepsinclude:

� Createand manipulatenodes
� Edit input parameters
� Build ashadergraph
� Createand manipulatePhenomena
� Attach sub-shaders
� Export the shader

The Graphical User Interface (GUI) of the mental mill application, shown below, provides the tools to
accomplishthesesteps. It consistsof a men u bar along the top of the application, a 2D grid called the
graph view that ®lls the application window, a graph library bro wser in the form of a toolbox on the
left-hand sideof the application, andaparameter editor on the right-hand sideof the application.
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