CEL Shader Chapter 2

by Allan McKay

In my previous tutorial I went into the extreme basics on how to make a basic cel shader, I figure in my spare time I'll try to go a bit more in depth on how to make a more effective shader. 



For this tutorial you'll need shadow/light and side fade both from Blur Studios. 

To start off load up max and create a teapot, good ol' teapot... 
Load up the material editor and click on the get button [image: image1.jpg]


and choose a new standard material. 
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Now what we want to do is adjust the following settings, make the ambient colour a dark brown, the diffuse colour a lighter brown and white bright white (these will be the basic colours of our ink outlines). Adjust the shinyness and other specular values to 0 so there's no shinyness, also set the self illumination to be 100. 

So basically we've just set the colour of the material to be light brown without any shinyness values, and 100% self illuminated so lights don't really effect it (if we have self illumination off it doesn't look very 2D'ish). 

Now expand the super sampling rollout and enable it first of all, adjust the sampling method to adaptive uniform and make sure adaptive is ticked with a threshhold value of .1 and quality .5. 
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This allows for more refinement and less aliasing in the ink strokes. 
Next up click on the diffuse slot and select sidefade (make sure you've installed sidefade and shadow/light plugin materials first!). Now you should be shown a menu like the one below. 
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Okay now here's where we get a bit more indepth, for a start we have a black and white material, we want it to be a very light brown, so adjust it's values to be something similiar to the previous brown diffuse colour but more creamy white. If you've read my previous cel shader tut then you'll understand the need for falloff, making the ink shading more sharp and less 3d'ish. Adjust the side and front values so that the side is 0.14 and the front is 0.64. 
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Now click on the side material and choose cellular as the texture. 

Adjust the cell characteristics to "chips", enable fractal and make it have 2.0 iterations, adjust tiling to X: 0 Y: .25 and Z:0 and Z's angle to 90 degrees. Adjust the size to .309 and spread to .2, make sure fratal is clicked and iterations set to 2.0. 
Go to cell colour #1 and make it another cellular material, make it chips with fractal on and 1.5 iterations. Make colour #1 white light brown, #2 creamy/brown colour and the last a bit darker brown, now make the tiling for this texture X: 1.0 Y: .01 and Z: 0 and angle for Z: -45.0, adjust the size to 2.5 and the spread to 0.25. 
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Now go up one level and copy that material into the other two colour slots. Now go back into colour #2 and adjust the angle of Z to 45.0 instead of negative 45.0, go back up again and go to colour #3 and make it's angle 22.5. 

This makes up the overall outer ink texture. 

Go up to the top diffuse level and go into the front texture slot. Give it a shadow light texture, leave the settings as default but adjust the white 'lit' colour to a light white creamy colour, and click on the dark slot and when the material/map browser pops up click on the browse from 'MTL editor' slot and choose the old cellular with 3 sub cellular textures texture, and choose copy. 
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Adjust the value of the new parent cellular texture's iteration value to 1.5. Adjust it's tiling settings so X: is 0.0 Y: is 0.25 and Z: is 0.0. And theY angle is `45.0 and Z angle is -45.0. 
Go into the sub material #1 and change the tiling to X:1.0 Y:0.01 Z:0.0 and angle X:0.0 Y: 0.0 Z:-45.0 

Do the same for the next colour slot but make the Z angle 45.0 and for the last one make it have 22.5 angle. Assign this to a teapot and render and take a look, make sure you make your background colour white first. 

You can download a sample max scene here if you want to check it out in depth. 






That's pretty much it, sorry if this tutorial is messy or doesn't make sense. I've been trying to put it together every couple of days and I kept getting lost as to where I was up to. 
Anyway I will try to find time soon to write more particle and compositing tuts, I just figured I better write a bit more in depth tut than the previous one on cel shaders :) 

Allan McKay 
www.3dluvr.com/machette
