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About this shader collection.

This shader collection gives you the opportunity to create incredible variety of materials for your
virtual world in T3D. In the beginning of building this collection we wanted to create easy-to-edit
shaders that can easily be modified to satisfy everyone’s need. We accomplished this by giving the
end user variety of parameters and clean source code in every shader. If you need stainless steel,
brass or other metallic materials for your virtual presentation or specialized software or you need
fantasy, emerald, diamond, plastic and shiny materials for you game you are ready to go.

Every shader in this collection is a unique material and a great start point to your custom materials.
We have provided some example materials achieved via this shader collection to show you its power.
No matter if you are a beginner or advanced HLSL coder this is a must-have HLSL collection. It will
enrich your HLSL learning and help you build your custom materials in Torque 3D.

In the “Bonus shaders” section you will find useful Post FX shaders. They will give you interesting
screen effects such as in-water effect, grain filter, emboss, etc.
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Shaders.

1.Environment Reflection + Eye Specular

files :

shaders/common/liman/Environment_Reflection_+ Eye_Specular/envsP.hlsl
shaders/common/liman/Environment_Reflection_+ Eye_Specular/envsV.hlsl

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_reflection_+_eye_specular.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader realizes reflection and adds specular that always points to
eye(camera). The light comes from all directions. It requires a cubemap.

usage : it produces polished metallic surfaces.
parameters :_in “envsV.hisl” at line 45 locate:

float power = 8;
This parameter controls the specular power. “power” > 0.

example materials achieved via this shader:

By default the cubemap color is sampled. Therefore the end effect depends on the predominant
color of the cubemap. Different cubemaps (for instance autumn sky, summer daytime sky, night sky,
etc.) lead to different visual effects.

For the hints shown in this section we assume that we use the “SkyCubeMap1” as declared in :
your_game/art/shapes/testshape/environment_reflection_+_eye specular.cs
in envsP.hlsl at line 26 locate and uncomment these expressions:
Out.color.r = Qut.color.r + 0.0;
Out.color.g = Out.color.g + 0.0;
Out.color.b = Out.color.b + 0.0;

Change these lines as described in the table below to achieve different metallic look.
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picture name Code changes
Inox / Out.color.r = Qut.color.r + 0.11;

stainless Out.color.g = Out.color.g + 0.03;
Out.color.b = Out.color.b - 0.14;

steel

copper Out.color.r = Out.color.r + 0.3;
Out.color.g = Out.color.g - 0.09;
Out.color.b = Qut.color.b - 0.3;

brass Out.color.r = Out.color.r + 0.35;
Out.color.g = Out.color.g + 0.1;
Out.color.b = Out.color.b - 0.2;

gold Out.color.r = Qut.color.r + 0.3;
Out.color.g = Out.color.g + 0.0;
Out.color.b = Out.color.b - 0.4;

Many other metallic effects can be achieved via this shader. Anyway for your custom cubemaps you
will have to experiment with these three values to achieve the desired effect.
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2.Environment Reflection + Refraction

files :

shaders/common/liman/Environment_Reflection_+_Refraction/envrr2P.hlsl
shaders/common/liman/Environment_Reflection_+_Refraction/envrr2V.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./environment_reflection_+_refraction.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: Originally this shader was created for TSE(Torque Shader Engine), where the
dynamic cubemap was exposed to the material system. Currently (in T3D 1.1 Alpha) the dynamic
cubemap is supported within a reflector. This reflector is not exposed to the material system. So if we
use the dynamic cubemap now, it will render black color. Therefore currently we have setup this
shader to use static cubemaps for both reflection and refraction. We believe that in future releases of
T3D dynamic cubemaps will be exposed to the material system. If you use dynamic cubemaps instead
of static cubemaps you will achieve realistic glass, diamond, crystal and other raytrace materials.

This shader realizes reflection and refraction. It requires cubemaps. You can use the same cubemap
for both reflection and refraction.

The current setup in “environment_reflection_+_refraction.cs” looks like this:

sampler["cube0"] = "$cubemap”;
cubemap = SkyCubeMapl;

sampler['cubel"] = "$cubemap";
cubemap = SkyCubeMap2;

In future releases of T3D if the dynamic cubemap becomes available you should replace the above
lines of code with these:

sampler["cube0"] = "$dynamicCubemap";
sampler[“"cubel"] = "$dynamicCubemap";
usage : it produces reflection and refraction.
parameters : in “envrr2P.hlis|” at line 54 locate:
float IOR =1.5;

This parameter controls the index of refraction.
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example materials achieved via this shader:
Change the index of refraction (IOR) to achieve different materials (glass, diamond, crystal , etc.)

Example IORs :

Material Index
Vacuum 1.00000
Air at STP 1.00029
Ice 1.31
Water at 20 C 1.33
Diamond 2.417
Heavy flint glass 1.65
Polystyrene 1.55-1.59
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3.Environment Reflection + Refraction + Color

files :

shaders/common/liman/Environment_Reflection_Refraction_+_Color/envrrP.hlsl
shaders/common/liman/Environment_Reflection_Refraction_+_Color/envrrV.hlisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_reflection_refraction_+_color.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: it produces a complex reflection and refraction and uses a color to blend the final
product.

usage : every material that produces reflection and refraction. For instance minerals, colored glass,
etc.

parameters :_in “envrrP.hisl” at lines 61 and 62 locate:

float4 basecolor ={0.5,1, 0.4, 1}
float IOR =0.8; //index of refraction

basecolor is the blend color. Color is defined in RGBA. Range per element - [0,1].
IOR is index of refraction.

example materials achieved via this shader:
not defined.
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4. Environment Reflection + 1D

files :
shaders/common/liman/Environment_Reflection_+_ 1D/fresnelP.hlsl
shaders/common/liman/Environment_Reflection_+_1D/fresnelV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_reflection_+_1D.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: it produces a cube based reflection and blends the final color using 1D gradient
map.

usage : you can use this shader to achieve interesting fantasy effects based on the gradient map(in
this case out gradient map is “gradient.png”). As shown in the examples below you can achieve
infrared effects or heat effects. Like the one in the certain movie “Predator”.
parameters : in “fresnelP.hlis|” at line 24 locate:
float blend_factor = 0.8;
blend_factor is a coefficient on linear interpolation.
In “environment_reflection_+_ 1D.cs" at line 24 locate :
sampler["diff0"] = "gradient”;
This is the 1D gradient map, used to blend the final color.

example materials

Picture Name Code changes

Predator In
“environment_reflection_+ 1D.cs™

sampler["diff0"] = "predator";

fantasyRed | In
“environment_reflection_+ 1D.cs™:

sampler["diff0"] = "fantasyRed";
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5.Environment Glossy + Specular

files :
shaders/common/liman/Environment_Glossy_+_Specular/glossyP.hlsl
shaders/common/liman/Environment_Glossy_+_Specular/glossyV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_glossy +_specular.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: it produces glossy materials, per pixel bump animation(optional) and complex
specular(optional).

usage : this shader can be used to create glossy, fantasy or alien surfaces.
parameters :  in glossyV.hls| at line 48 locate:

bool enable_noise_animation = false;
change enable_noise_animation to true to enable per pixel noise animation.
In glossyP.hlisl from line 69 to line 79 locate:

bool enable_specular = 1;

float frequency =2.5;
float noisescale =0.8;

float sharpness =15;
float4 dark ={0.1,0.2,0.3, 1};
float4 bright ={0.4,0.5, 0.6, 1},
float specular =15;
float scale =0.5;

float4 specularColor = {0.7,0.7,0.7,1};
float specularPower = 64;

Each of these parameters is described in the table below. Change them to match your need.

parameter description
enable_specular Enables specular
frequency Ring frequency
noisescale The noise scale
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sharpness

Noise sharpness

dark and bright

Define down and upper limit of the color
modulation

specular

Specular power of the bump product

scale

It is a texcoord scale of the noise (Attention — use
round values — 0.5, 1, 2, 4, 8, 16, etc.)

specularColor

The specular color of the final product.

specularPower

Power of the specular (higher values lead to
better results, 4 = big specular, 64 = small
specular).

example materials achieved via this shader:

not defined

10
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6.Environment Cube Reflection + Bump

files :
shaders/common/liman/Environment_Cube_Reflection_+_Bump/dynamicP.hlsl
shaders/common/liman/Environment_Cube_Reflection_+_Bump/dynamicV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_cube_reflection_+_bump.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: it produces reflection based on a cubemap and bump mapping.

usage : various materials that use reflection and bump mapping can be achieved.
parameters : in dynamicP.hlsl at line 76 locate :
float power = 0.5;
power adjusts the per pixel depth of the bump mapping.
in dynamicV.hlsl at line 34 locate:

float texScaleFactor = 2;

texScaleFactor controls the texture scale.(Attention — use round values — 0.5, 1, 2, 4, 8, 16, etc.)

example materials achieved via this shader:
not defined

11
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7.Environment Cube Reflection + Specular

files :
shaders/common/liman/Environment_Cube_Reflection_+_Specular/cubeP.hlsl
shaders/common/liman/Environment_Cube_Reflection_+_Specular/cubeV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_cube_reflection_+_specular.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader realizes reflection and adds specular that always points to
eye(camera). The light comes from a specified direction. This direction can be adjusted via the
paramets described below. It requires a cubemap.

usage : various materials like polished metals, car paint or others that use reflection plus specular can
be achieved.

parameters : in “cubeV.hisl” at line 35 locate:
float3 inLightVec = {0.5,0.5,0};

inLightVec defines the light direction.

In cubeP.hlsl from line 28 to line 31 locate:
float specularPower = 8;
float4 specularColor = {1,1,1,1};
float texel_brightness = 1.0;

float powerl = 5,power2 = 1.0;

Each of these parameters is described in the table below:

Parameter Description

specularPower Defines the specular power.
specularColor Defines the specular color.
texel_brightness Defines the pixel brightness

powerl and power2 Additional specular power multipliers.

example materials achieved via this shader:
not defined.

12
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8.Environment DOT3 Reflection

files :
shaders/common/liman/Environment_DOT3_Reflection/envdotP.hlsl
shaders/common/liman/Environment_DOT3_Reflection/envdotV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_DOT3_reflection.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description __: This shader produces quality normal mapping with reflection based on a
cubemap. It requires a cubemap.

usage : In principle this shader will match your needs for any kind of materials that require normal
mapping and reflection. We have found its specific usage to accomplish satin metal surfaces or forged
steel effect. It is demonstrated in the examples below.

parameters :_in “envdotP.hls|” at lines 64 and 65 locate:

float swing = 1;
float lerp_coef = 0.2;

Parameter description
swing Bitangent modulation.
lerp_coef Blending coefficient

example materials achieved via this shader:

By default the cubemap color is sampled. Therefore the end effect depends on the predominant
color of the cubemap. Different cubemaps (for instance autumn sky, summer daytime sky, night sky,
etc.) lead to different visual effects.

For the hints shown in this section we assume that we use the “SkyCubeMap1” as declared in :
your_game/art/shapes/testshape/environment_DOT3_reflection.cs
in envdotP.hlsl at line 70 locate and uncomment these expressions:
Out.color.r = Qut.color.r + 0.0;

Out.color.g = Out.color.g + 0.0;
Out.color.b = Out.color.b + 0.0;

13
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Change these lines as described in the table below to achieve different final color.

For each of the examples you will need a different normal map.
Open “environment_DOT3_reflection.cs” in your “testshape” folder and locate at line 27 this :

sampler["bump0"] = "normalmap”;

Change this line as described in the table below to change the normal map used by the shader.

picture name Code changes
Satin Out.color.r = Out.color.r + 0.10;
Inox Out.color.g = Out.color.g + 0.03;
light Out.color.b = Qut.color.b - 0.12;
sampler['bump0"] = "satin_light";
Satin Out.color.r = Out.color.r + 0.10;
Inox Out.color.g = Out.color.g + 0.03;
Iarge Out.color.b = Out.color.b - 0.12;
sampler["bump0"] = "satin_large";
Satin Out.color.r = Out.color.r + 0.10;
Inox Out.color.g = Out.color.g + 0.03;
drops Out.color.b = Out.color.b - 0.12;
sampler["bump0"] ="satin_drops";
Forged Out.color.r = Out.color.r + 0.10;
Steel Out.color.g = Out.color.g + 0.03;
Out.color.b = Out.color.b - 0.12;
sampler['bump0"]="forged_steel";
Found Out.color.r = Out.color.r + 0.35;
Brass Out.color.g = Out.color.g + 0.10;
Out.color.b = Qut.color.b - 0.20;
sampler["bump0"]="found_brass";
Panther | Out.color.r = Out.color.r + 0.35;
Out.color.g = Out.color.g + 0.10;
Out.color.b = Qut.color.b - 0.20;
sampler["bump0"]="panther";
Steel Out.color.r = Out.color.r + 0.05;
Tiles Out.color.g = Out.color.g + 0.0;

QOut.color.b = Out.color.b - 0.10;

sampler["bump0"]="tiles";

14
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9.Environment DOT3 Extended

files :
shaders/common/liman/Environment_DOT3_Extended/normaleP.hlsl
shaders/common/liman/Environment_DOT3_Extended/normaleV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_DOT3_extended.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description : This shader produces a classical normal mapping, light cubemap reflection and its
specular. It requires a cubemap.

usage : it's a perfect replacement of T3D normal mapping because this shader provides extended
features like reflection and specular.

parameters :_in “normaleV.hlsl” at line 35 locate:

float texel_scale =1,
texel_scale is texture scale (Attention — use round values — 0.5,1, 2,etc.)
in “normaleP.hls|” from line 66 to line 69 locate:

float swing = 2.0;

float falloff = 4;

float specular_exponent = 10;
float mul_factor = 1.0;

Parameter Description

swing Bitangent manipulator
falloff DOT'’s product fallow
specular_exponent Specular power
mul_factor Multiplier

example materials achieved via this shader:
not defined.

15
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10.China

files :

shaders/common/liman/China/chinaP.hlsl
shaders/common/liman/China/chinaV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs
and uncomment this line only:
/lexec("./china.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a linear pixel interpolation between the base color and
reflection. It requires a cubemap.

usage : perfect solution for materials like china, hard solid plastics, etc.
parameters :_in “chinaP.hlsl” at line 55 locate:
float4 basecolor = {0.59, 0.59, 0.45, 1},

basecolor controls the final material color. The cubemap predominant color influences the final color of
the material too. Therefore basecolor is like an adjustment to the final color.

In “chinaP.hlsl: at lines 61 and 62 locate:

bool use_specular = true;
float specular_power = 8;

Parameter Description
use_specular Turns on/off specular
specular_power Specular power

*Hint: you can adjust various color coefficients in the mix() function.

example materials achieved via this shader:
not defined.

16
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11.Emerald

files :
shaders/common/liman/Emerald/emeraldP.hlis|
shaders/common/liman/Emerald/emeraldV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./emerald.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces colored environment mapping. It requires a cubemap.

usage : materials like minerals, gems, etc. can be achieved via this shader. The default settings
produce emerald gem.

parameters : in “emeraldP.hlsl” at line 13 locate:
float3 color = float4(0.0, 0.5, 0.0, 1)/2 + (power)*4.0 * (tex1.xyz/2);
edit only this “(0.0, 0.5, 0.0, 1)” part of the above expression to adjust the base color.
*Hint : By default the shader and the “emerald.cs” file are setup to make the final effect non-
transparent. If you wish you can make it be transparent. To do so first open the “emerald.cs” in your

“testshape” folder and uncomment these lines:

[translucent = "1";
[translucentZWrite = "1";

Second open “emeraldP.hlsl”, go to line 67 and uncomment this:
/[Out.color.a = 0.97;
You would like to make it more or less transparent. Therefore edit the Out.color.a value.

example materials achieved via this shader:
not defined.

17
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12.Shiny

files :

shaders/common/liman/Shiny/shinyP.hlsl
shaders/common/liman/Shiny/shinyV.hlsl

make testshape to use this shader:

open “materials.cs” from:

your_game/art/shapes/testshape/materials.cs

and uncomment this line only:

llexec("./shiny.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: It produces two different ray tracing products. Then it combines both products

using a common color.

usage : shiny effects.

parameters :_in “shinyP.hls|” at lines 12,13, 17 and 18 locate:

float brightness = 0.2f;

float4 color = float4(0.8f, 0.5f, 0.9f, 1.0f);

bool enableFresnel = false;

bool enableRefraction = false;

Parameter Description
brightness Brightness
color Start color

enableFresnel

Turns on/off raytracing product 1

enableRefraction

Turns on/off raytracing product 2

in “shinyP.hlsl” at lines 51,52 and 53 locate:

float power = 3.0f;
float scale = 3.0f;
float bias = 0.05f;

Parameter Description

power Controls specular power
scale Multiplier

bias Start fresnel color

example materials achieved via this shader:

not defined.

18
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13.Diffuse + Glossy + Specular

files :

shaders/common/liman/Diffuse_+_Glossy +_ Specular/glosssP.hlsl
shaders/common/liman/Diffuse_+_Glossy_+_Specular/glosssV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./diffuse_+_glossy_+_specular.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader is complex. It uses four maps to create the final product:
- “Main.png” is the diffuse map.
- “Alpha.png” is the alpha map (optional, not used by default).
- “Shift.png” is used to calculate the texel offset at TBN space.
- “Mask.png” is used for specular masking.

usage : Interesting materials can be achieved via this shader. You can achieve various metallic
flashes. You can use this shader to create hairstyle effects (the art is very important for the final
results). We have provided in the examples below a “sheet iron” effect.

parameters :_in “glosssP.hlisl” from line 47 to line 54 locate:

float4 ambientLightColor = float4(0.8,0.8,0.8,1);
float4 specularLightColor = float4(1,1,1,1);
float4 specularColor0O = float4(1,1,1,1);

float4 specularColorl = float4(0.5,1,0.5,1);
float2 exponent = float2(200,15);

float4 Lcolor = float4(1,1,1,1);

float4 startcolor = float4(0.8,0.7,0.1,1);

float2 Soffset = float2(0.1,0.5);

Parameter Description

ambientLightColor Ambient color

specularLightColor Specular color

specularColor0 Specular color of the first TBN shift
specularColorl Specular color of the second TBN shift
exponent It is a two component value. The first component

is the first shift exponent. The second component
is the second shift exponent.

Lcolor Color multiplier
startcolor Predominant color of the final product.
Soffset It is a two component value that defines the

19
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| specular offset of both specular colors.

*Hint: By default the material is setup to be non-transparent. To enable transparency based on a map
go to “diffuse_+_glossy_+_specular.cs” in your “testshape” folder and at line 20 and 21 uncomment

this:

[ltranslucent = "1";

/ltranslucentBlendOp = "LerpAlpha";

“Alpha.png” is used for alpha map. It is a white/black map. White = 100% opacity, Black = 0% opacity.

example materials achieved via this shader:

Picture Name | Code changes
Sheet | In “glosssP.hisl” :
iron float4 ambientLightColor =

float4(0.3,0.4,0.5,1);

float4 specularLightColor =
float4(1,1,1,1);

float4 specularColor0 =
float4(1,1,1,1);

float4 specularColorl =
float4(0.5,1,0.5,1);

float2 exponent = float2(200,15);
float4 Lcolor = float4(1,1,1,1);
float4 startcolor =
float4(0.7,0.78,0.79,1);

float2 Soffset = float2(0.1,0.7);

In “diffuse_+_glossy_+_specular.cs”:
sampler['diff0"] = "sheet_lron";
sampler['alpha'"] = "Alpha";
sampler['shift"] = "sheet_lIron";
sampler['mask"] = "sheet Iron";
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14.Complex Lens RayTracing

files :
shaders/common/liman/Complex_Lens_RayTracing/lensP.hlsl
shaders/common/liman/Complex_Lens_RayTracing/lensV.hls|

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
/lexec("./complex_lens_raytracing.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader can be used to realize lens materials. It requires four cubemaps.
Currently the “complex_lens_raytracing.cs” file is setup to use a static cubemaps. This shader can be
setup to use dynamic cubemaps.

usage : complex lens materials.
parameters : in “lensV.hisl” at lines 51, 52 and 53 locate:
float power = 0.5;
float multiply = 1.0;
float additive = 0.5;
These three parameters control the raytracing texcoord.
In “lensP.hlsl” at line 60 locate:
float4 IOR ={0.65, 0, 0, 1};

IOR is a three component index of refraction. (The fourth component is reserved)

example materials achieved via this shader:
not defined.
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15.Blazed Normal Mapping

files :
shaders/common/liman/Blazed_Normal_Mapping/blazedP.hlsl
shaders/common/liman/Blazed_Normal_Mapping/blazedV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./blazed_normal_mapping.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a specific normal mapping. The light texcood is calculated
in Eye space.

usage : Glossy relief materials. This shader has a specific application. It can be used to produce coin
material for instance.

parameters :_in “blazedP.hisl” from line 27 to line 29 locate:

float4 blaze_color ={1,0.7,0,1};
float exponent = 4;

float mul = 1;
Parameter Description
blaze color Gloss color
exponent Gloss exponent
mul Color multiplier

example materials achieved via this shader:
not defined.
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16.Gradient Fast

files :

shaders/common/liman/Gradient_Fast/gradfP.hlsl
shaders/common/liman/Gradient_Fast/gradfV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./gradient_fast.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces diffuse effect based on a passed 1D gradient map. This
shader has very fast performance.

usage : Various interesting gradient effects can be achieved.

parameters : none.

example materials achieved via this shader:
not defined.
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17.Rubber

files :
shaders/common/liman/Rubber/rubberP.hlsl
shaders/common/liman/Rubber/rubberV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs
and uncomment this line only:
llexec("./rubber.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description __: This shader produces rubber, soft plastic, plasticine, etc. materials.

usage : rubber, soft plastic, plasticine etc.
parameters : in “rubberP.his|” at line 11 locate:
float rgb_fade = 0.5;
rgb_fade is a color multiplier.
in “rubberP.hlis|” at line 37 locate:
bool use_map = false;

use_map (true/false) defines if you are going to use a diffuse map for diffuse color. If you want to use
a specific color instead of a diffuse map locate at line 41 this:

else color = float4(0.7, 0.4, 0.2, 1.0);
and set color to whatever color you want.

example materials achieved via this shader:
not defined.
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18.Polymer

files :
shaders/common/liman/Polymer/polymerP.hlsl
shaders/common/liman/Polymer/polymerV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./polymer.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces polymer surfaces.

usage : hard plastic, polymer , etc.
parameters : in “polymerP.hisl” from line 48 to line 54 locate:

float4 ambient = float4(0.9,0.9,0.9,1);

float4 ambient_color = float4(0.9,0.9,0.9,1);
float4 diffuse_color = float4(0.8,0.8,0.8,1);
float4 specular_color = float4(0.7,0.7,0.7,1);
float scalelD = 1;

float4 brightness = float4(1,1,1,1);

float3 light_position = float3(0,0,10);

Parameter Description

ambient Ambient multiplier
ambient_color Ambient color
diffuse_color Diffuse color multiplier
specular_color Specular color multiplier
scalelD 1D texture scale
brightness Final color brightness

light _position Position of the light source

example materials achieved via this shader:
not defined.

25




(o]
I]I]WD@@ shader pack vol.1 manual www.liman3d.com

19.Colored Cube Reflection

files :
shaders/common/liman/Colored_Cube_Reflection/creflP.hlsl
shaders/common/liman/Colored_Cube_Reflection/creflV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
/lexec("./colored_cube_reflection.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces colored cube reflection in screen space. It requires a
cubemap.

usage : It can be used to achieve materials such as lens, colored glass, fantasy effects, etc.
parameters :_in “creflP.hisl” from line 29 to line 32 locate:

float lerp_coef = 0.0;
float4 red = {1,0,0,1};
bool use_texture = true;
float brightness = 4;

Parameter Description

lerp_coef Coefficient of linear interpolation

red Predominant color.(uses as predominant color if
use_texture is set to false)

use_texture If “true” samples a texture color. If “false” red is
used as color.

brightness Reflection brightness

example materials achieved via this shader:

picture name Code changes
Fantasy | bool use_texture = false;
Red float4 red = {1,0,0,1};
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20.Light2 Bake To Base

files :
shaders/common/liman/Light2BakeToBase/basecolP.his|
shaders/common/liman/Light2BakeToBase/basecolV.his|

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./light2baketobase.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces illumination from two light sources. You set a start color and

then modulate it via the light emitters’ parameters.

usage : Usually used to appropriately illuminate objects that use a color for their diffuse color. If you

need diffuse map illumination instead of start color refer to “Light3BakeToDiffuse” shader.
parameters :_in “basecolP.hlsl” from line 38 to line 52 locate:

float4 L1position ={100, 100, 100, 1};
float4 L1color ={0.7, 0.7, 1, 1};

float4 Llspecular ={1, 1, 1, 1};

float Llbrightness = 0.5;

float L1lpower = 6;

float4 L2position = {-50, -50, -50, 1};
float4 L2color ={1, 0.75, 0.3, 1};
float4 L2specular = {1, 0.5, 0.1, 1};
float L2brightness = 0.5;

float L2power = 6;

float4 startcolor = {0, 0, 0, 1};
float startmul = 1.0;
float additive = 0.3;

Parameter Description

L1position Light source 1 position (in world space)
L1color Light source 1 color

L1specular Light source 1 specular

L1brightness Light source 1 brightness

L1power Light source 1 specular power
L2position Light source 2 position (in world space)
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L2color Light source 2 color
L2specular Light source 2 specular
L2brightness Light source 2 brightness
L2power Light source 2 specular power
startcolor Start RGBA color

startmul Color multiplier

additive Additive brightness

example materials achieved via this shader:

not defined.
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21.Light3 Bake To Diffuse

files :

shaders/common/liman/Light3BakeToDiffuse/bakeP.hlsl
shaders/common/liman/Light3BakeToDiffuse/bakeV.hlsl

make testshape to use this shader:

open “materials.cs” from:

your_game/art/shapes/testshape/materials.cs

and uncomment this line only:

llexec("./light3baketodiffuse.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description

diffuse map.

: This shader produces illumination from three light sources. It uses the object’s

usage : Usually used to appropriately illuminate objects.

parameters :_in “bakeP.hlsl” from line 38 to line 59 locate:

/I LIGHT 1

float L1Spower = 10;

float4 L1pos = {50, 50, -50, 1}
float4 L1color ={1,0, 0, 1};
float4 L1Scolor ={1, 1, 1, 1};
float Llbrightness =0.5;

/I LIGHT 2

float L2Spower = 10;

float4 L2pos = {-20, 0, 50, 1};
float4 L2color ={0, 0, 1, 1}
float4 L2Scolor ={1, 1, 1, 1};
float L2brightness =0.5;

/I LIGHT 3

float L3Spower = 10;
float4 L3pos = {20, 0, 50, 1};
float4 L3color ={0, 1, 0, 1};
float4 L3Scolor ={1, 1, 1, 1}
float L3brightness =0.5;

float BaseBrightness = 0.2;

Parameter

Description

L1Spower

Light source 1 specular power
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L1pos Light source 1 position (in world space)
L1color Light source 1 color

L1Scolor Light source 1 specular color
L1brightness Light source 1 brightness

L2Spower Light source 2 specular power

L2pos Light source 2 position (in world space)
L2color Light source 2 color

L2Scolor Light source 2 specular color
L2brightness Light source 2 brightness

L3Spower Light source 3 specular power

L3pos Light source 3 position (in world space)
L3color Light source 3 color

L3Scolor Light source 3 specular color
L3brightness Light source 3 brightness

BaseBrightness

Diffuse map brightness

example materials achieved via this shader:

not defined.
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22.Normal Mapping Extended

files :
shaders/common/liman/Normal_Mapping_Extended/normalP.hisl
shaders/common/liman/Normal_Mapping_Extended/normalV.hisl|

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./normal_mapping_extended.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces high quality normal mapping with complex specular, based
on a specified light source. It uses a defined light source.

usage : Normal mapping with reflection.
parameters :_in “normalV.hisl” at line 33 locate:
float3 lightPos = {100,-400,100};
lightPos is the global light source position (Sun).
in “normalP.hlsl” from line 27 to line 35 locate:
bool use_texture = true;
float bump_sharpness = 0.5;
float4 modelColor ={0,0,1,1};
[ light parameters
float4 IA ={0.12,0.12,0.12,1};
float4 IS ={1,1,1,1};

float exponentS = 64;
float4 ID ={1,1,1,1};

Parameter Description

use_texture Use diffuse texture or not. If set to “false”
modelColor is used.

bump_sharpness Bump sharpness.

modelColor Color to use if use texture is set to “false”.

IA Light ambient color.

IS Light specular color.

exponentS Light specular power.

ID Light diffuse color.
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example materials achieved via this shader:
not defined.
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23.Velvet

files :

shaders/common/liman/Velvet/velvetP.hlsl
shaders/common/liman/Velvet/velvetV.hlsl

make testshape to use this shader:

open “materials.cs” from:

your_game/art/shapes/testshape/materials.cs

and uncomment this line only:

llexec("./velvet.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces velvet materials.

usage : various fantasy and realistic materials can be achieved via this shader.

parameters :_in “velvetP.hls|” at lines 26, 27 and 31 locate:

bool use_texture = false;
bool eyeVeclLock = true;

else color = float4(1,0,1,1);

Parameter

Description

use_texture

If “true” a passed in map will be used for diffuse
color. If “false” the specified color in “color” will be
used for diffuse color.

eyeVeclock

Locks (normalizes) the eye vector.

color

Predominant color.

in “velvetP.hlsl” at lines 37, 38 and 39 locate:

float satin = 10;
float radiance = 0.7,
float brightness = 0.3;

These three parameters control the velvet effect.

example materials achieved via this shader:
not defined.
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24.Toon 3 Simple

files :

shaders/common/liman/Toon_3_Simple/toon3sP.hlsl
shaders/common/liman/Toon_3_Simple/toon3sV.hisl

make testshape to use this shader:

open “materials.cs” from:

your_game/art/shapes/testshape/materials.cs

and uncomment this line only:

llexec("./toon_3_simple.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a toon effect. It blends the final product into three base

colors, defined in the pixel shader.

usage : Basic color toon effects.

parameters :_in “toon3sP.hlsl|” from line 15 to line 19 locate:

const float4 c1 = float4(0, 0, 0, 1);
const float4 c2 = float4(0, 0.5, 0, 1);
const float4 c3 = float4(0.0, 0.9, 0, 1);

const float limitl = 70;
const float limit2 = 30;

Parameter Description

cl,c2andc3 These are the three colors used to blend the final
product.

limitl Color border 1

limit2 Color border 2

example materials achieved via this shader:

not defined.
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25.Toon Simple + Diffuse Edge

files :
shaders/common/liman/Toon_Simple_+_Diffuse_Edge/toontdP.hlsl
shaders/common/liman/Toon_Simple_+_Diffuse_Edge/toontdV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./toon_simple_+_diffuse_edge.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a toon effect. It blends the final product based on a passed

in gradient map.

usage : Basic color toon effects.

parameters :_in “toontdP.hls!” at line 18 locate:
float mult = 0.6;

mult is a scalar multiplier.

in “toontdP.hlsl” at line 41 locate:
float4 start_color ={1, 1, 1, 1};

start_color is used for blending the final product.

example materials achieved via this shader:
not defined.
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26.Toon Filter

files :
shaders/common/liman/Toon_Filter/toonP.hls|
shaders/common/liman/Toon_Filter/toonV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./toon_filter.cs");

Save the file. (All the other rows must be commented)

To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a classical toon effect. It uses a diffuse map to blend the

final product.
usage : Classical toon effects.
parameters : in “toonP.hlsl” at line 31 locate:

const float2 c[NUM] =

c is a massive variable. It defines the “Sobel” edge detection.

example materials achieved via this shader:
not defined.
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27.Toon Simple + Environment Reflection

files :
shaders/common/liman/Toon_Simple_+_Environment_Reflection/toonserP.hlsl
shaders/common/liman/Toon_Simple_+_Environment_Reflection/toonserV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./toon_simple_+_environment_reflection.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a toon effect with environment reflection. It blends the final

product into three basic colors, defined in the pixel shader.
usage : Toon effects.
parameters : in “toonserP.hlsl” at lines 18, 19 and 20 locate:
float4 C1 = float4(0.0, 0.2, 0.0, 1);
float4 C2 = float4(0.0, 0.4, 0.0, 1);
float4 C3 = float4(0.0, 0.7, 0.0, 1);

C1, C2 and C3 are the three colors used to blend the final product.

example materials achieved via this shader:
not defined.
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28.Toon Simple + Reflection + Specular

files :
shaders/common/liman/Toon_Simple_+_Reflection_+_Specular/toonsrsP.hlsl
shaders/common/liman/Toon_Simple_+_Reflection_+_Specular/toonsrsV.hlsl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./toon_simple_+_reflection_+_specular.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a toon effect with reflection and specular. It blends the final
product into one color, defined in the pixel shader.

usage : Toon effects.
parameters :_in “toonsrsP.hisl” from line 44 to line 50 locate:

bool specular = true;

float Spower =12;

float4 Dcolor ={1, 1, 0, 1};

float4 Dspecular ={0.8, 0.8, 0.8, 1};
float Dbrightness = 0.75;

float edgelevel = 8;

float brightness = 2;

Parameter Description

specular Turns On/Off specular
Spower Specular exponent (power)
Dcolor Predominant color
Dspecular Specular color

Dbrightness Brightness

edgelevel Edge coefficient
brightness Final color brightness

example materials achieved via this shader:
not defined.
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29.Simple Wavy Surface

files :
shaders/common/liman/Simple_Wavy_Surface/waveP.hls|
shaders/common/liman/Simple_Wavy_Surface/waveV.his|

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./simple_wavy_surface.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a wavy effect. It works best with plane models.

usage : By default we have provided a lava wavy effect. Several other wavy effects can be achieved
via this shader. For instance water, toxic and other lakes and rivers.

parameters : in “waveV.hls|” at line 23 locate:

float texScale = 2;
texScale controls the texture scale. Use round values.
in “waveP.hls|” at lines 20, 21 and 22 locate:

float speed = 0.05;

float offsetl = 10;
float offset2 = 10;

Parameter Description
speed Wave speed
offsetl Controls Y offset
offset2 Controls X offset

example materials achieved via this shader:
not defined.
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30.Subsurface Scattering (Simple)

files :
shaders/common/liman/SSS_simple/sss_simpleP.hlsl
shaders/common/liman/SSS_simple/sss_simpleV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./sss_simple.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces the “Lambert” subsurface effect.

usage : Skin effects.

parameters :_in “sss_simpleV.hls|” at line 30 locate:
float3 Lpos = {100,100,1000};

Lpos is the light position (world space).

in “sss_simpleP.hlsl” from line 25 to line 28 locate:
float4 D = {1.0f, 1.0f, 1.0f,1};
float4 A = {0.4f, 0.4f, 0.4f, 1.0f};

float4 subSkinColor = {1.0f, 0.2f, 0.2f, 1.0f};
float angle = 0.2;

Parameter Description

D Diffuse filter.

A Ambient color.
subSkinColor Subsurface color.
angle Angle.

example materials achieved via this shader:
not defined.
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Bonus Shaders.

31. Black And White (**Post FX version included)

files :
shaders/common/liman/PP_Black_And_White/blP.hls|
shaders/common/liman/PP_Black_And_White/blV.hls|
shaders/common/liman/PP_Black_And_White/PFX/bIP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_black_and_white.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description __: This shader produces a “Black/White” effect. It has a post FX version defined in
the “PFX” folder. For post FX setup refer to the Post FX setup paragrapth in “how_to_install.pdf”.

usage : Black/White effect.

parameters : in “blP.hisI” at line 22 locate:
float L1 =0.3,L2 =0.7;

L1 and L2 are color limits.

example materials achieved via this shader:
not defined.
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32. Embossed (**Post FX version included)

files :
shaders/common/liman/PP_Embossed/embossedP.hlsl
shaders/common/liman/PP_Embossed/embossedV.hlsl
shaders/common/liman/PP_Embossed/PFX/embossedP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_embossed.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces an “Embossed” effect. It has a post FX version defined in
the “PFX” folder. For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Embossed effect.

parameters : none

example materials achieved via this shader:
not defined.
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33. Grain Filter (**Post FX version included)

files :
shaders/common/liman/PP_Grain_Filter/grainP.hlsl
shaders/common/liman/PP_Grain_Filter/grainV.hisl
shaders/common/liman/PP_Grain_Filter/PFX/grainP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_grain_filter.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a “Grain” effect. It has a post FX version defined in the
“PFX” folder. For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Grain effect. Various usage. TV screen effect can be achieved.
parameters :_in “grainP.hls|” from line 26 to line 31 locate:

float lerp_factor = 0.3;

float brightness = 0.2;

float Yres = 1024;

float3 lumvector = {0.3,0.6,0.11};
bool colored = false;

float speed = 100;

Parameter Description

lerp_factor Lerp coefficient.

brightness Brightness.

Yres Y resolution.

lumvector Luminance vector.

colored Colored if “true”, monochrome if “false”.
speed Noise speed.

example materials achieved via this shader:
not defined.
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34. Invert (**Post FX version included)

files :
shaders/common/liman/PP_Invert/invertP.hlsl
shaders/common/liman/PP_Invert/invertV.hlsl
shaders/common/liman/PP_Invert/PFX/invertP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_invert.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces the classical “Invert” effect. It has a post FX version defined
in the “PFX" folder. For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Invert effect.

parameters : none.

example materials achieved via this shader:
not defined.
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35. Sharpen (**Post FX version included)

files :
shaders/common/liman/PP_Sharpen/sharpenP.hlsl
shaders/common/liman/PP_Sharpen/sharpenV.hisl
shaders/common/liman/PP_Sharpen/PFX/sharpenP.hls| (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_sharpen.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces the classical “Sharpen” effect. It has a post FX version
defined in the “PFX” folder. For post FX setup refer to the Post FX setup paragraph in
“how_to_install.pdf”.

usage : Sharpen effect.
parameters :_in “sharpenP.hlsl” at lines 25 and 26 locate:

float power = 20;
float pixel_step = 0.0001;

Parameter Description
power Sharpen power
pixel_step Pixel offset.

example materials achieved via this shader:
not defined.
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36. Noise Filter (**Post FX version included)

files :
shaders/common/liman/PP_Noise_Filter/noiseP.hlsl
shaders/common/liman/PP_Noise_Filter/noiseV.hlsl
shaders/common/liman/PP_Noise_Filter/PFX/noiseP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_noise_filter.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a “Noise” effect. It has a post FX version defined in the
“PFX” folder. For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Noise effect.
parameters : in “noiseP.hlsl” from line 20 to line 24 locate:
float pixels = 256;

float stepX = 0.01;
float stepY = 0.01;

float P1 = 10;

float P2 = 100;
Parameter Description
pixels Pixel count.
stepX Pixel step X.
stepY Pixel step Y.
P1 Texcoord divisor 1.
P2 Texcoord divisor 2.

example materials achieved via this shader:
not defined.
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37. Sobel Diffuse Edge Detection (**Post FX versi on included)

files :
shaders/common/liman/PP_Sobel_Diffuse_Edge_Detection/sobelP.hlsl
shaders/common/liman/PP_Sobel_Diffuse_Edge_Detection/sobelV.hls|
shaders/common/liman/PP_Sobel_Diffuse_Edge_Detection/PFX/sobelP.hisl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./pp_sobel_diffuse_edge_detection.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a “Sobel Diffuse Edge Detection” effect. It has a post FX
version defined in the “PFX” folder. For post FX setup refer to the Post FX setup paragraph in
“how_to_install.pdf”.

usage : Sobel Diffuse Edge Detection effect.
parameters :_in “sobelP.hisl” at line 20 and line 23 locate:
float Brightness = 1;

.c-c.)nst float threshold = 0.05;

Parameter Description
Brightness Brightness
threshold Threshold.

example materials achieved via this shader:
not defined.
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38. Monochrome (**Post FX version included)

files :
shaders/common/liman/Monochrome/monoP.his|
shaders/common/liman/Monochrome/monoV.hlsl|
shaders/common/liman/Monochrome/PFX/monoP.hlsl (Post FX version)

make testshape to use this shader:

open “materials.cs" from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
/lexec("./monochrome.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This shader produces a “Monochrome” effect. It has a post FX version defined in
the “PFX” folder. For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Monochrome effect.

parameters : none.

example materials achieved via this shader:
not defined.
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39. Turbolence (**Post FX only)

files :

shaders/common/liman/Turbolence/PFX/turbolenceP.hlsl (Post FX version)

short description _: This shader produces a “Turbolence” effect. It is a post FX only! For post FX
setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : In-water effects.
parameters :_in “turbolenceP.hlsl” from line 12 to line 14 locate:
float backbuffer_edge_coef = 0.98; // tricky,based on power

float reduction = 128;
float power = 1.0;

Parameter Description

backbuffer edge coef Scale coefficient.
reduction Distortion reduction level.
power Sin power.

example materials achieved via this shader:
not defined.
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40. Radius Blend (**Post FX only)

files :

shaders/common/liman/PP_Radius_Blend/PFX/blendrP.hlsl

short description _: This shader produces a blending between two radius parameters. It is a post FX
only! For post FX setup refer to the Post FX setup paragraph in “how_to_install.pdf”.

usage : Screen blend effect.

parameters :_in “blendrP.hisl” from line 10 to line 12 locate:

float texel_brightness = 1.0;
float radius_width = 0.4;
float innerR = 0.3;

Parameter Description
texel brightness Texel brightness.
radius_width Radius width.
innerR Inner radius.

example materials achieved via this shader:

not defined.
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41.Brick

files :
shaders/common/liman/Brick/brickP.hlsl|
shaders/common/liman/Brick/brickV.hlsl|

make testshape to use this shader:
open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs
and uncomment this line only:
llexec("./brick.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description _: This is a brick generator.

usage : Brick effects.
parameters :_in “brickV.hisl” at lines 33, 34 and 35 locate:
float SpecularMult = 0.3;
float DiffuseMult = 0.7;
float3 LPos = float3(100,100,500);
SpecularMult is a specular multiplier, DiffuseMult is a diffuse multiplier and LPos is the light position
in “brickP.hls|” at lines 23, 24, 25 and 26 locate:
float3 BrickColor = float3(1,0,0);
float3 SideColor = float3(0,1,0);
float3 BrickSize = 0.2;
float3 BrickLerp = float3(1.0,1.0,1.0);

BrickColor is the brick color, SideColor is the side color, BrickSize is the brick size and BrickLerp is
linear interpolation coefficients.

example materials achieved via this shader:
not defined.
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42 .Environment Spherical Reflection

files :
shaders/common/liman/Environment_Spherical_Reflection/envsphP.hlsl
shaders/common/liman/Environment_Spherical_Reflection/envsphV.hisl

make testshape to use this shader:

open “materials.cs” from:
your_game/art/shapes/testshape/materials.cs

and uncomment this line only:
llexec("./Jenvironment_spherical_reflection.cs");

Save the file. (All the other rows must be commented)
To test the shader simply insert “testmodel.dts” as TSStatic in Torque 3D.

short description __: This shader produces a fast spherical reflection mapping.

usage : Fake spherical environment reflection. This is perfect for game objects which should look
reflective.

parameters :_in “envsphP.hls|” at line 25 locate:
float lerp_factor = 0.4;
lerp_factor is a linear coefficient used for blending the diffuse color and reflection.

example materials achieved via this shader:
not defined.
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