Magma-Lava Effect
by Allan McKay

A while ago I had some spare time and made an effect of acid melting over a ball, pretty simple effect, looks very nice. Anyway cut to this day, I've received heaps of requests on how the hell I did it, so I'm writing a little bunch of notes on how to go about making your own laval/acid melting effect. You can use this on pretty much any object, so you can get a guy melting away or whatever you want if the mapping coordinates are set up propperly. But I'm just going to use a sphere for this since it's all the time I have. 

Anyway to start off, you only need two specific plugins for this effect, and that's mercury and electricity freeware plugin you can get from max3d.com I think it's an ishani plugin. It's just as imple procedural map. Anyway lets begin! 

Go to the create panel and create a normal sphere, or a t-rex, or whatever. Give it a LOT of segments since we are going to displace the geometry later, the maximum in max 3 you can set is 200 segments, guess that'll have to do ;) Next up give it mapping coordinates by going to the modify panel and applying uvw mapping to it. And then go to the material editor and click on get new blend material so we start from scratch. 
Okay so now we're going to make a normal material, the normal surface before the acid begins to progress over it. So go get a world bitmap or a checker bitmap or whatever you want for this one, and then go back out to top level again. Feel free to name these materials so you know one's the checker material and ones the acid 'o' death material. 



Now go to the second material, name it lava & rock. Make the lava diffuse colour green, although it's not necesary. Change this second material from a standard to a blend material and go to mask level, when it asks for a map, choose mask, and then for the top map choose electricity, and then for the mask choose gradient. 
For electric, make sure it's on fractal, with 8 levels, exponential with size of 25.0 and a width of 1.18. If you go back out and choose the mask (gradient) make the colour #2 position 0.0 and all three colours 100% black. The amount should be 0.7 and size 2.2, as well as being a radial gradient oposed to linear, once again make the levels 10.0 so it's quite detailed when up close. 
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The reason we've done this is to create a complex mask which we can animate to control how much lava and rock ect. is spread over the sphere. Look below to see what it should look like. 
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Now go to the last frame of your animation and hit the animate button and change the following settings: 
Under electric adjust the phase to 7.0, and under gradient adjust colour #3 to 100% white, and colour position to 1.0 and phase to 2.0. Go out a level and invert the mask after you've turned animate off. 
Now it should look something like this on the last frame. 
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Okay now the mask is created, what we want to do now is make two materials from scratch.One will be an intense lava/magma and the other will be rock. 
To create the magma, go to colour #1 and make the diffuse nearly bright red but slightly orange, make the specular 5 and the glose 9, go down to specular and choose mercury, make the first colour black and the second white. make sure transparency is black, and no transparency is turned on, as well as interpolate is ticked as well as reverse gradient. Also make the curveness 25.0 under mercury configuration, and regularity is 2.2. check that the layers are on double and layer one is blotchy with a 20.0 seed. Layer 2 is curvy, with a 20.0 seed. 

Under mercury space, U and V scale should be 200 and v slide is 0.0 but U slide is 3.2. Go to bump and when it asks for a bitmap or whatever, choose from material editor and choose the mask you just made, and make the bump value 25.

That's pretty straight forward, and what you get should look something like below. 
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As for the rock material, go to the rock level, make specular 25 and gloss 11. Diffuse level can be whatever you want, black and dark black noise is preferable. 
As for specular, choose electric and adjust the settings so that it's fractal and exponential, with 5 levels and the width is 0.205 and the center is 0.5. Go to the black material (colour #1) and make it a black and white sharp noise material. Go up and go to the bump area and copy the settings to the bump, go in and then adjust the width of the electric map to .135. Make the bump value 92. 
Now it should look something like below. Go back and animate the phase value on a few of the maps in this area to phase over time from 0 to 3.0. 
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Now essentially that's the lava side of things doneGo right up to the top and then go to the mask area, make it a gradient, make it radial and animate over time colour 2 position from 0 to 1. Make colour 1 and 2 100% black and colour #3 white. Make the noise type fractal and the size to 1.8 and the amount to .2. 
Now your map layout should look similiar to below, but where in some cases it says fury map, I've told you to use black noise, essentially it does the same thing. 
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Now select your sphere/object and go to the modify panel and make sure it has simple mapping, and then apply displace to it. Now we are going to set up a displacement map for the object so the geometry is eaten away over time. 

Essentially select the object, apply spherical uvw mapping to it, and then apply a displacement map to it, go down to map and click on the empty slot and choose the mask that we made at the very top of the material stack. And then make it sphereical and tick use exsisting mapping. It would be an idea to animate the strength to happen over time otherwise it'll tear the sphere apart instantly, so animate it over the course of time from 0 to 100. 






That's pretyy much it, to see the video of it click here (4.13Mb). 

Allan McKay 
www.3dluvr.com/machette.
