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Common / Resolution
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rings / Ramp / Type / Period Circular/0.22

rings / Extend Left / Right Repeat / Repeat

rings / Phase speed®| phase M'd &=

rings / Output / Combine with Input EOTPOSTIEEE SE
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rings / Output / Operation Multiply
speed / LFO / Type / Frequency Ramp /0.22 =& = ¢
speed / Amplitude / Bias / Play 1/0/0n
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height / Pre / Brightness 1 rms2| chanl &= QLR IAVIZ B7|E =H
height / Gamma 1, Brightness 2 1/1 =7t 2H glo] |fX|
height / Common / Pixel Format 16-bit float (RGBA) =028 S CAZE HE
height_in / Select / TOP height =0| O|0|X|Z ME Z0|M &=
normal_map / Slope / Red, Green El?r:iizr?;]:\iie/ Vertical t2 - M=Z2| gt7| X} ¢{7]
normal_map / Blue, Alpha One/One 2t dgt2 12 4
normal_map / Zero Point, Strength 0.5/28 Xro|7toel 71& / 7lE7| E=

normal_map Extend = Hold - 47| M= Slope?t O|0|X| ZA| 12 o= WA AL|Ct,
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HMHZ 0= Normal Mapd| Z st MM gtek2 =H[gtL|Ct

L-C / H|o|X] / m}2}0O|Ef olaizt
grid_mesh / Grid / Connectivity Quads
grid_mesh / Columns / Rows 201 /201
grid_mesh / Size X, Y / Rotate X 3.4,3.4/-90°

grid_mesh / Normal, Texture Coordinates | Point/ Point

surface_tangents / Attribute Class Point

surface_tangents / Name / Custom Name | Custom /T

Float /4

surface_tangents / Type / Components Value: 1,0, 0, 1

surface Render / Material = water - Render=0n
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RGB H|O|X[0f| A A HiAL =0| HYE S HFEEILIC

L E /H[o]x] / ot=f0|E| 2 O] gto| A
RGB / Diffuse 0.67,0.91,0.86 EHO| DIEM

RGB / Specular / Shininess 0.65, 0.65, 0.65 / 45

RGB / Normal Map (Bump) /Bump Scale | normal_map/1

HeF Al Atof] EH HeF AL

Enable Height Map / Height Map On / height_in =0|2 AtZ< o|0|X| AEH
RGB / Channel Source Red O|O|X| REf2 =0|= HS
RGB / Displace Vertices / Scale On/0.35 HEES HHZ o[SA7|= HiE

RGB / Displace Midpoint / Parallax Scale 0/0

Z0[07|& [ AlXt &

rot
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N'E: O] oflx[e] =0 Motz = (Ref-0) X 0.35

Ct=2CHtW - TouchDesigner 354t - XEE 22
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camera / Xform / Translate 3,4.8,5 =42 HASY| LHHCHS
camera / Xform / Look At surface HHEZ ol== X[H

camera / Projection / Ortho Width

Orthographic /4.9

key_light / Xform / Translate

-2,2.5,3

key_light / Light / Color / Dimmer

1,0.94,0.88 /0.85

fill_light / Translate / Dimmer 3,2,-3/0.45 HICHZ Her Het
fill_light / Light Color 0.79,0.87,1 NV 2

= Light9] Light Type = Point - == ?|X|2} &X| 3D &|X|= &
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render - outl - result A™Z}

X8 S o4 HE =S 20letL|Ct
= /H|0]|X| / m}=tO] 21
render / Render / Geometry surface
render / Camera(s) / Lights camera / key_light fill_light
render / Background Color 0.89, 0.90,0.94,1
render / Anti-Alias 4x
render / Common / Resolution 1080 X 1080
outl / 23 200 render & Z
result / Select / TOP outl

outl2 Out TOP, result= Select TOPRILICE. 2tzbo] Het=2 =kQlghL|Ct,
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Same as Left;: 2EZ L Extend LeftO| A] MEHSE BIAS A2 BHL|CF,

ct2Cistd - TouchDesigner 334} - X2 8 EZ o1



center=0.2

0.3

=0.1

depth

0.2

<
i

0.1

Z|CH 0.3

o] =
£0
mr
Ki

Hr
K
+I
nS

Kf0

HEAH dEENR?

=
=

XA 0.2, 2| 0.42 £7(2™H center®t depth

o=

52

RN



f - Fot amplitude - ZZ offset - Z4 phase - 2|4
speed — LFO Frequency depth — Math Multiply center = Math Post-Add phase — LFO Phase
0.5 Hz 0.1 0.2 07|

¢l A2 g E7IYLICE TD |58 AM0l= - X 7|=& JtZE 80 2X] &L

TDUHME L= HAto} of2to|E &hx

Hu
my
rlo
e
Y
i
-
0x
I
-
11

%419 phase= 2tC|¢t - LFO Phase= F7| £t



rg
Rl
]

>
Ot
I—.J
IJIo
0z
2
e
Jtot
ro
ok
-
In}

center = 0.1 depth

0.3

54



=8 #¢l0.1-0.3
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