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INTRODUCTION

[www.dota2.com]
link

black base texture
color white default specular color


http://www.dota2.com/workshop/requirements
http://www.dota2.com/workshop/requirements
http://media.steampowered.com/apps/dota2/workshop/Dota2ShaderMaskGuide.pdf

QUICK SAVE MAPS - SETUP

For this tutorial we are going to use Quick
Save maps

It is a Photoshop script created by Felix
Schlitter has some amazing features!!
And it is for free. you can download or
watch a video tutorial explaining here
[felixschlitter.com]

Remember, if you use it on an item for the Dota 2 workshop, to suggest the Valve developer to

add him on the contributors list to be eligible to receive that 5% extra share

After installing it, you can run using the script on the Action window or by pressing F3
(the installation will create this hotkey for you)

This is his interface with some maps already defined
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http://felixschlitter.com/tool/qsm#features
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COLOR MAP

Layer name

Convention

Scale

Now the other options

Format

full transparent



* Channel Replacement - One of
the best features of this script. Notice that
| have Color Alpha replacing the alpha.
Color Alpha is a name of another layer
groups | will create, that means it will
replace the alpha channel with the Color
Alpha group

e Actions - There is a folder icon
with a green plus sign. That is a hotkey
to create the group for me. | am going to
click this one once and the other one in
front of the Color Alpha on the Channel
Replacement area

If you compare the names of the new folders, they are the same we had on the "Layer
name" and on "Channel replacement”. That is how the script will recognize it later

to export. You can do whatever you want inside the folder but don’t change the

name. If you need to change don’t forget to launch the script again and update the

names.
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NORMAL MAP

Convention



Mask 1

Now starts the beauty of the Dota 2 shader. It uses each color channel of the next 2
maps (mask1 and mask_) to represent 8 different parameters.

Since the textures represents most of the size of the file on your asset, using one color
texture to define 4 different parameters is great! It will save a lot of space on the game
client and will reduce the amount of draw calls.

This is how a mask1 looks in the end
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a good practice everytime you work with the mask_1. The reason is that if you go full
black on this one, when compressing to vtf (valve texture format) the compression will
see the black alpha and ignore it. Inside the game, when the engine loads your alpha
and doesn’t find it, it will be considered full white, and that will make your character
full self illuminated.

By adding this small dota you prevent this by showing the compiler that you do have
some pixel information on this alpha and it should not be ignored.
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MASK 2



m2 specular
Red channel
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m2 rim light

Green channel

m2 tint by basecolor
Blue channel

Full tint
No tint



m2 spec exponent
Alpha channel
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FOLDER STRUCTURE AND HOW TO MAKE
IT QUICKLY

Quick way to create the layers
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EXPORTING

everytime!



Conclusion

Working with Dota 2 shader may look a little confusing on the beginning but with time it get really

easy to understand. It is just a matter of time.

This way of organizing the shader by using the RGBA channels for each parameter is great to reduce

the processing and the size of the asset.

Be sure to study other models in game to see how those maps are made. You can decompile the vtf

files using a program called VTFEQIt it is for free and works great!
Here is the Valve wiki article about the program.

Thanks for spending some time reading. If you find this article useful for you or someone else, please

share the knowledge.
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https://developer.valvesoftware.com/wiki/VTFEdit
https://developer.valvesoftware.com/wiki/VTFEdit
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Contact

The Original guide can be found at the Steam Guide Page

Other projects can be found at my website or at the Facebook fanpage

www.tvidotto.com

Facebook Page

About the autor

My name is Thiago Vidotto, | am a freelancer Character Artist and Animator.

| graduted as Architect and Urban
Planner at the University of Sao Paulo
and Animator at the Animation Mentor’s
course.

| usually stream my work with Dota 2
characters at Twitch, feel free to pass and
say hi at

www.twitch.tv/tvidotto

Current location: Paris — France
Nationality: Brazilian

Spoken languages: English, French and
Portuguese

Education: Degree in Architecture and
Animation
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http://steamcommunity.com/sharedfiles/filedetails/?id=316375622
http://www.tvidotto.com
https://www.facebook.com/tvidottoanimator
www.twitch.tv/tvidotto

