Creating Artistic Renderings in Autodesk 3ds Max Design

Technique 4: Using Ink 'n Paint shaders to create NPR’s.

In the last technique, we looked at the outlining effect of the Contour shader in mental ray. The
addition of the Ambient Occlusion effects, gave us rich 3d effects while including a nice outline. But,
some of the limitations of those techniques, outlines not reflecting or not showing through transparent
objects, may have left our NPR looking a little incomplete. So to solve those small issues, we'll turn to
the Ink 'n Paint Shader.

The Ink 'n Paint shader was originally developed as a Raytrace based material for use with the Scaneline
rendering system. While developed for the entertainment world for the creation of cartoons, this shader
has some benefits for us in the Design Visualization arena, especially when it comes to NPR's (Non-
Photorealist Renderings). We'll discuss those benefits as we go along.

Because of its origins, Ink 'n Paint on its own will require some adjustments to components like Exposure
controls and other rendering settings. And because it's not a mental ray shader, it doesn't have settings
for Ambient Occlusion.

Ink 'n Paint with Photographic Exposure Control



Ink 'n Paint with Logarithmic Exposure Control

| strongly encourage you to read through the Ink 'n Paint Material section of the 3ds Max Design User
Guide to understand the individual settings for your desired results.

One way to bring together the controls of the Arch & Design mental ray material (Ambient Occlusion
and proper response to Exposure Controls)with the look of the Ink 'n Paint material is to use the Ink 'n
Paint as a map inside the Arch & Design material. We do that with mental rays "Material to Shader"
map.

Material to Shader
Material to Shader is a mental ray map allowing the user to use a completely defined material as a map
in another material.

1. Open the Material editor (M).
2. Define a new Arch & Design material. In a Material slot and in an adjacent slot, start a new
Ink 'n Paint material.
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3. Inthe Arch & Design material. I've set the color to pure white. I've turned on and adjusted
the Ambient Occlusion to 32 Samples and a Distance of 5'-0".
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Remember, these are not the magic numbers, just the ones that, for this model, give us
acceptable quality with acceptable speed. Your values will differ.

4. After assigning the Arch & Design material to all non-glass objects, we get the following
results.

5. Select the Map button next to the Diffuse color swatch.
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6. From the Material/Map Browser, select the Material to Shader option
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7. From the Material Editor, drag the Ink 'n Paint material we created earlier on to the Material
bar. Choose Instance as the Copy Method.
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Don't be surprised if the model does not turn blue in your scene. Don't forget, we set the
Diffuse Color to white in the Arch & Design Swatch. That's what's driving the viewport
"look". Assuming the Ink 'n Paint defaults, let's render!



Notice the Ink 'n Paint lines of the Pots are reflected in the Patio door glass. Because the
lines are put in at render time, we don't lose them in the image. The rafters going into the

space show through the glass as well.

Ink 'n Paint for Design Visualization
To control the "look" of your rendered material, let's look at how to assign or create regular
components to make a realistic type of material with ink 'n paint boarders.

1. Inthe Ink 'n Paint material, open the Basic
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2. Inthe Bump slot, I've assigned a bitmap and set the Bump level. Mine is very high to "Show"

in the tutorial.
3. Inthe Paint Controls, I've assigned another bitmap as the Paint Lighted map. This will
respond the same as our Diffuse slot.
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Well discuss Paint levels and Shades levels in the next section

4. Because my bricks are darker than the pure white from earlier. | adjust My photographic
exposure control to make the scene a little lighter.
5. Render!

| told you, | applied the single Arch and Design to everything non glass.

Paint and Shaded Levels
When using Ink 'n Paint as a Material to Shader, the Paint levels aren't going to affect your final output,
but the Shaded levels are.

30% Shaded Level = = 70% Shaded Level




Multi/Sub Map
Earlier in the tutorial, we looked at applying in a bitmap in the Paint Lighted map slot. Another way to
create a quick artistic rendering is to use the new Multi/Sub-map.

1.

In the Paint Controls, assign a Multi/Sub-map as the Paint Lighted map. Don’t' forget, this will

respond the same as our Diffuse slot.
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I'm going to accomplish the look | want with 8 colors Red ¢ Orange ¢ Yellow ¢ Green ¢ Cyan e

Blue ¢ Violet ® Grey

Open the Multi/Sub-Map controls. For the
Switch Color option, | select Object ID.
Number of Maps, 8. and change colors 1 thru
8 to reflect the list above taking note of color
to number relationship.

In the Scene, designate object ID's by
selecting objects to render the same color.
For this example, all of the walls will be
Orange. So, in the Select in Scene dialog
box(H), | select all of the wall objects. Space
bar to lock the select set. Right click in the
viewport to bring up the Quad-Menu.
Navigate to the Object Properties... option.
In the Properties dialog box, | will assign the
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If you feel comfortable giving up control. you can always use the Random feature of the
Multi/Sub Map to determine color assignments. Notice each color has a Map button next to the
color swatch. This allows you the opportunity to use the map list including textures for these

assignments.

4, Render!

Ink 'n Paint and Render Elements
Another great benefit to Ink 'n Paint is the opportunity to separate out the Ink and the Paint as separate

render passes.
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Imagine the fun you could have with these.



