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Liman Shader Pack Vol.2 (Glow effects) Manual
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About this shader collection.

Glow effects are essential part of every game. It is hard to imagine a game not having at least one
usage of a glow effect in its game play. More often glow effects are used on objects such as lamps,
burning objects, gems, players, enemies, energy fields and so on. The current Torque 3D game
engine can serve you only one kind of a glow effect. And that’s how the wish for having a big variety of
glow effects made us build this shader package.

This shader collection gives you 10 kinds of glow effects. The shaders are easy-to-edit and can be
modified to satisfy everyone’s need. We accomplished this by giving the end user variety of
parameters and a clean source code in every shader. Even more — this manual will reveal every
parameter’s usage, functionality and admissible values.

Every shader is unique and uses its unique algorithm to produce glowing. The shaders are ready to
use but of course you can use them to achieve even more effects by modifying them. The installation
is very easy (as described in how_to_install.pdf). As you know the default Torque 3D game engine
allows you to have only one kind of a glow effect during the game play. You can replace that default
glow effect with one of the ten glow effects given by this shader package. If you wish to have two,
three or more glow effects supported at the same time during the game play you will have to do some
modifications to the source code and build that functionality. If you are an owner of the Binary version
of Torque 3D or you use the default Torque 3D project you can not have two ot more glow effects
working at the same time during the game play because the default Torque 3D project allows having
only one glow effect.
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Shaders.

1. Depth Glow

near

farther

farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/depthGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/depthGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “depth glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “depth glow” glow.cs file located at:

shaderpackvol2.iso/cs/depth_glow/glow.cs

Now you have replaced the original glow effect with “depth glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: Produces glowing rays based on near and far depth color. The algorithm is based
on a linear interpolation between the two colors.

parameters :  in depthGlowP.hlsl from line 21 to line 27 locate:

int N = 16;
float scaleStart = 1.0;
float rayWidth = 0.2;
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float4 nearColor = {1.0, 1.0, 1.0, 1.0};
float4 farColor = {1.0, 0.0, 0.0, 1.0};
float depthspeed = 1; // speed of depth transition

www.liman3d.com

Parameter Description
N Number of samples. Use values higher than 0.
Higher values would lead to slow framerate.
scaleStart Texel start offset (no value restrictions).
rayWidth Width of spread (no value restrictions).
nearColor Near glow color (RGBA , values 0.0 : 1.0).
farColor Far glow color (RGBA , values 0.0 : 1.0).
depthspeed Speed of depth transition (*Attention — use

values between 0 and 1, because higher than 1
values could lead to incorrect results of pixels
having high depth values).

By default the “Depth Glow” shader is setup with pure white color for nearColor and pure red color for
farColor :

Setup these two color parameters to achieve the rays’ desired color.
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2. Radial Glow

farther farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/radialGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/radialGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “radial glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “radial glow” glow.cs file located at:

shaderpackvol2.iso/cs/radial_glow/glow.cs

Now you have replaced the original glow effect with “radial glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: Produces glowing rays based on a radial perturbation. The color of the glowing
rays is adjustable.

parameters :_ in radialGlowP.hlsl from line 19 to line 30 locate:

float radiance = 2.5f;

float reduction = 5.5f; // use 1/reduction to control the spread
float mult = 1.5f;

float4 kernel = float4( 0.175, 0.275, 0.375, 0.475) * radiance;
float4 color={0,0,0,0};

int samples = 14;
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float scalel = 3.2;
float scale2 = 0;

float BlurStart = 1.0;
float rayWidth = 0.01;

bool secondary_pass = true;//enable the second pass

Parameter Description

radiance Multiplier (no value restrictions).

reduction Reduction coefficient (no value restrictions). You
could use 1/reduction to produce the opposite
effect.

mult Color multiplier (no value restrictions).

kernel Color filter. It is used to adjust the predominant
rays’ color (Values from 0 to 1).

color Constant value used for color initialization. It is
not an adjustable parameter (RGBA , values 0.0 :
1.0).

samples Number of samples. Use values higher than 0.
Higher values would lead to slow framerate.

scalel UV scale factor 1 (no value restrictions).

scale2 UV scale factor 2 (no value restrictions).

BlurStart Start of the UV scale (no value restrictions).

rayWidth Incremental group value (no value restrictions).

These are sample images with modified parameters:
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3. Misty Glow

farther farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/mistyGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/mistyGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “misty glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “misty glow” glow.cs file located at:

shaderpackvol2.iso/cs/misty_glow/glow.cs

Now you have replaced the original glow effect with “misty glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: The glow effect produced by this shader is based on bluring near-by pixels.

parameters : in mistyGlowP.hlsl from line 23 to line 26 locate:

float start = 0.002f;
float end = 0.010f;
float step = 0.002f;
float color_reduction = 5;
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Parameter Description

start Pixel UV start (use small positive values).
end Pixel UV end (use small positive values).
step Pixel UV end (use small positive values).
color_reduction Color divider (positive values).
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4. Hard Glow

farther farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/hardGlowV.hls|
shaders/common/postFx/Liman_vol2_glow_effects/hardGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “hard glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “hard glow” glow.cs file located at:

shaderpackvol2.iso/cs/hard_glow/glow.cs

Now you have replaced the original glow effect with “hard glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: The glow in this effect is based on horizontal and vertical filters through several
taps.

parameters :_in hardGlowP.hlsl from line 22 to line 30 locate:

float blurSize = 0.006;
float4 filter = float4(0,1,0,0.5);
float Cmult = 1.5;

float one = 1.0/ END_TAP;
float two = 2.0 / END_TAP;
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float three = 3.0 / END_TAP;
float four = 4.0 / END_TAP;
float five = 4.0 / END_TAP;

Parameter Description

blurSize Blur size (use small positive values).

filter Color filtering. Adjusts the predominant color.
Cmult Color multiplier (no value restrictions).

one, two, three, four & five TABs.

These are sample images with modified parameters:

10
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5. Flare Glow

farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/flareGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/flareGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “flare glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s

glow.cs file) with the “flare glow” glow.cs file located at:

shaderpackvol2.iso/cs/flare_glow/glow.cs

Now you have replaced the original glow effect with “flare glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: This effect produces a radiance based on exponential steps.

parameters :_in flareGlowP.hlsl from line 32 to line 37 locate:

bool enable_steps = true;

bool enable_vert_resolution = true;

int color_divider = 1.9;

float radiance = 3;

float resolution = 400.0;

float distance_glow_anti_reduction = 0.22f;

11



linn@n

shader pack vol.2 manual www.liman3d.com
Parameter Description
enable_steps Bool variable that allows the step filtering
(steps[N]).

enable vert resolution

Bool variable that turns on the vertical radiance.

color_divider Color divider. Adjust this variable to higher values
to reduce the glowing radiance.

radiance Radiance brightness.

resolution Amount of pixels for the current UV move.

distance_glow_anti_reduction

Current step’s correction.

steps[N] (located at line 38) is used when enable_steps = true; for step filtering.
moves|[N] (located at line 39) controls the UV offsets.

12
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6. Mask Glow

farther farther

files :

shaders/common/postFx/Liman_vol2_glow_effects/maskGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/maskGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “mask glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “mask glow” glow.cs file located at:
shaderpackvol2.iso/cs/mask_glow/glow.cs
You need a texture as a mask for this shader. Copy this file:
shaderpackvol2.iso/cs/mask_glow/mask_glow_tex.png
And paste it here:

Jcore/scripts/client/postFx/

Now you have replaced the original glow effect with “mask glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: This shader uses two filters (texture coordinates and a mask filter).

13
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parameters : in maskGlowP.hlsl from line 58 to line 60 locate:

float2 resolution = {400, 300};

float om = 1.0f;
float dm = 8.0f;
Parameter Description
resolution This variable controls the scale of the radiance.
om Offset multiplier (no value restrictions).
dm

Color divider (no value restrictions).

PixelCoordsDownFilter[N] (located at line 22) — its parameters control the UV offset.

14
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7. Power Glow

files :

shaders/common/postFx/Liman_vol2_glow_effects/powerGlowV.hisl
shaders/common/postFx/Liman_vol2_glow_effects/powerGlowP.hisl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “power glow” from this
shader pack you should replace the glow.cs file (we recommend you to make a backup of the original
T3D'’s glow.cs file) with the “power glow” glow.cs file located at:

shaderpackvol2.iso/cs/power_glow/glow.cs

Now you have replaced the original glow effect with “power glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: This shader produces powerful radiance.

parameters :_in powerGlowP.hlsl from line 64 to line 67 locate:

const float pixel_dist = 2.0 / 256.0;
float step = 1;

float color_divider = 4;

float dot_param = 0.02f;

15
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Parameter Description
pixel_dist Pixel distance (use values between 0 and 1).
step Glow threshold (values between 0 and 1).

*Attention — values below 1 must be chosen
according to dot_param variable.

color_divider Color divider (positive values).

dot_param DOT multiplier (no value restrictions).

offsets[N] (located at line 25) defines the texel offset.

16



shader pack vol.2 manual www.liman3d.com

8. Power Flare Glow

shaders/common/postFx/Liman_vol2_glow_effects/powerflareGlowV.hlsl
shaders/common/postFx/Liman_vol2_glow_effects/powerflareGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “powerflare glow” from this
shader pack you should replace the glow.cs file (we recommend you to make a backup of the original
T3D’s glow.cs file) with the “powerflare glow” glow.cs file located at:

shaderpackvol2.iso/cs/powerflare_glow/glow.cs

Now you have replaced the original glow effect with “powerflare glow” effect. You are ready to test the
new glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: This shader produces a heavy glow effect with a very high quality.

parameters :_in powerflareGlowP.hls| at line 34 and 35 locate:

float tmult = 4.0f;
float cmult = 0.05f;

Parameter Description
tmult Pixel offset multiplier (no value restriction).
cmult Color reductor (no value restriction).

17
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9. Heat Glow

shaders/common/postFx/Liman_vol2_glow_effects/heatGlowV.hisl
shaders/common/postFx/Liman_vol2_glow_effects/heatGlowP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “heat glow” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s

glow.cs file) with the “heat glow” glow.cs file located at:

shaderpackvol2.iso/cs/heat_glow/glow.cs

Now you have replaced the original glow effect with “heat glow” effect. You are ready to test the new
glow effect. Turn on Torque 3D and insert the “testmodel.dts” as TSStatic.

short description _: This shader produces an animated glow effect with a certain speed and spread.
The many parameters described below enrich this shader with multiple variations. It best suits for
burning objects, lamps, lava, etc.

parameters :_in heatGlowP.hlsl from line 21 to line 25 locate:

float2 res = {4000, 3000},
float radius = 50.0f;

bool use_grey = true;
float fdiv = 8;

float3 cdiv = float3(1,2,2);

18
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Parameter Description

res Glow resolution (positive pair of values).

radius Spread radius (positive values).

use_grey Boolean variable that enable/disable the alpha
filtering.

fdiv Final step color divider (positive values).

cdiv Controls the fade amount in each RGB channel
(no value restrictions).

There are four more parameters in this shader. In the same file from line 71 to line 74 locate:

float speed = 0.025;
float offsetl = -0.1;
float offset2 = -0.1;
float tmult = 1.0;

Parameter Description

speed Controls the speed of the UV scattering (use
small positive values).

offsetl U offset multiplier (no value restrictions).

offset2 V offset multiplier (no value restrictions).

tmult This variable is used for adding more animation
speed (no value restrictions).

taps[SIZE] (located at line 27) is used to define the offset taps.

19
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10. Magic Rays

files :

shaders/common/postFx/Liman_vol2_glow_effects/magicRaysV.hisl
shaders/common/postFx/Liman_vol2_glow_effects/magicRaysP.hlsl

setup of the glow effect:

By default T3D uses its original glow shader effect. This shader effect is linked to T3D via the code in
the “glow.cs” located at : “./core/scripts/client/postFx/glow.cs”. To turn on “magic rays” from this shader
pack you should replace the glow.cs file (we recommend you to make a backup of the original T3D’s
glow.cs file) with the “magic rays” glow.cs file located at:
shaderpackvol2.iso/cs/magic_rays/glow.cs
This time you will need a modified version of the testmodel. Copy the “testmodel” folder located inside:
shaderpackvol2.iso/cs/magic_rays/
and paste it under:
Jart/shapes/
Now you have replaced the original glow effect with “magic rays” effect and have replaced the
testmodel with a new one. The new testmodel is the same 3D model but it uses a different diffuse

texture. You are ready to test the new glow effect. Turn on Torque 3D and insert the “testmodel.dts” as
TSStatic.

20
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short description

the shape.

: Produces glowing rays. The color of the rays depends on the diffuse map used by

parameters :  in magicRaysP.hlsl from line 21 to line 26 locate:

int N = 64;

float nulltexel = 1.0;
float rayspread = -0.3;
float gamma = 1.6;
float brightness = 6.0;
bool singleRay = true;

Parameter Description

N Number of samples (higher values lead to better
quality).

nulltexel Start of the spreader (use another value if you
wish to move the glowing rays on a different
position).

rayspread If using a single ray ( singleRay = true ), use
negative values to inverse the rays.

gamma Gamma correction (do not use very big values).

brightness Brightness power (no value restrictions).

singleRay A boolean variable that turns on/off the single/all

rays’ direction.

***Hint : The alpha channels of both step1 and step2 control the rays’ power. These two variables are
located at lines 70 and 71.
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