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Converting Paint FX Hair into RenderMan Curves (Fur)
Maya Paint FX is a flexible and power for creating many kinds of irregular and organic geometry, but Paint FX were designed to with Maya software renderer.  When it comes to Hair System, RenderMan curves will make them look their best.  Here’s a simple trick for getting RenderMan Fur from a Paint FX Hair System. 
1:
Produce a Dynamic Hair System using Paint FX as output.

2:
Select the Paint FX node in the Outliner and select "Convert Paint FX to Curves" from the Modify Menu.  This is really powerful because all the Paint FX curves get converted and not just the Follicle, which results in many more curves been generated.
3:
Hide the Paint FX Display in two ways through the Attribute Editor:

Hide the Preview Display by clicking Visibility OFF under Object Display - This should speed up Previews.

Hide the Paint FX node from being rendered by unchecking Primary Visibility option, which is at the top of the Attribute Editor.
Now the RenderMan for Maya conversion trick:  You can do the steps manually each curves or use the renderManCurves.mel scrip to do it for all curves.

4:
Add the custom RenderMan Attributes to each curve by choosing: Attributes>RenderMan>Manage Attribute from the Attribute Editor.
5:
Add the following attributes from the Attribute List:  Curve Base Width, Curve Tip Width and Custom Shading Group.  You may want to add Sigma Hiding and Hair Dicing to improve the rendering time.  At the time of this writing, the Shared Geometry Node crashes Maya when it’s attached to large number of curve shape nodes.  
The Custom Shader Group for the curves is set to the Initial Shader by default.   To Render the Curve as fur requires a RenderMan hair or fur Shader.
6:
Create a RenderMan Shader  in the  Hypershader and select its Shader Group.
7:
Use the Connection Editor to connect the curves shapes to the RenderMan Shader Group node.   Open up the Connection Editor and load the RenderMan Shader Group node, (not the shader node) into the output section.  Load the Curve Shape Node (not the Transform node) into the Connection Editor input section.  Check “Show Hidden” for both sides of the Connection Editor.  

8.
Make sure you check (Show Hidden for both sides of the Connection Editor).  Make a connection from ShaderGroup.message to curveShape.rman__torattr__customShadingGroup.
9.
Lastly load a fur or hair shader into the RenderMan Shader node you created in the Hyper Shader.   
The hard work is done.  Play around with the Hair settings to get the desired look.  These attributes include, Curve Base Width, Curve Tip Width, Base Color, and Tip Color.
