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Introduction and advanced
usage of a powerful NPR
shader: Unity-chan Toon Shader 2.0

The Past, The Present, and The Future of UTS2.
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ƨ Who am I?

ƨ The Past of UTS2
ƨ What is UTS2?

ƨ Where could you get UTS2?

ƨ History of UTS2

ƨ The Present of UTS2

ƨ How to learn UTS2 for Beginners?

ƨ Advanced usage of UTS2

ƨ The Future of UTS2

Ƨ The roadmap of UTS2

Ƨ Q & A ( Jg!uifsf!xfsf!tpnf!njovuft!mfguƵ!)



Who am I?
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ƨ Nobuyuki Kobayashi
ƨ Community Evangelist

Unity Technologies Japan G.K.

ƨ Ex-game director for Console 

titles, especially IP ones.

ƨ One of the original planners of 

ƮUnity-chan ProjectƯ/

Ƨ Developer of UTS2.

It has taken almost 3 years to 

develop UTS2.



The Past of UTS2

ƨ What is UTS2?

ƨ Where could you get UTS2?

ƨ History of UTS2
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What is UTS2?

UTS2 is a toon shader for images and 

video that is designed to meet the needs 

of creators working on cel-shaded 3DCG 

animations.

UTS2 has great power and makes a wide 

variety of character designs possible, 

from cel-shaded to light novel illustration 

styles.
Cel shaded Illustrated look
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What is UTS2?
UTS2 has the 3 basic layers 

of Base Color, 1st Shade Color, 

and 2nd Shade Color, colors and 

textures can also accept a wide 

variety of customization options, 

such as High Color, Rim 

Light, MatCap (sphere mapping), 

and Emissive (light emission). 

The level of gradation between 

colors can also be adjusted in 

Unity in real-time.

https://unity.gyazo.com/483b9d9d7a6d9df1fda0ba126aaed3f2
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