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Welcome to the Lightning Boy Shader 2.1 User Guide!
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EBINE L, LBS2.1 Tk, 7 FAVNCHAY =T & TREERAELZITVE L,

TOI—Y— HA RTlE. FHZHAT272DICH > TBLRENHZTXRTOT LZHHLET, T

DAHA R TEDZRIAFEINCT 2 720IikEZR LE LN, Yo —X—OMEZFHT 2T
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YOl bhy—r vr—T 47Dk, Lightning Boy Shader Z{# 3 2DRA s IS5 757 ¢ A%
RU, =P HHEONELZ DEMICEATVET,

BLENDER COMPATIBILITY

& D EET, #9 Blender DN— 3 2R L TL 72E W, Lightning Boy Shader DIRED I/ N— 5
Vi 2.1.0 TIAH, Blender02 £ TN T AREINTVERHA, WL OO DORENRET S A[HEMELH
%728, Blender D7)V T 7 F1-3N—Z VY — ATy 21— X —ZHHTZC L3 BEID LET A, B
LW Blender N—3 DOV ) —ARHCY 21— X —DEET 2 XS ICREZRS LTVETH, IXTD
INT RS B ETICD LRI DD B I5E0H 0 £, Y o—F—EHLN\—Ta VICHEHT 5
EOFICOWTIE, TOHA FORBRICHZ FQE oy ayw#RBLTLIIEEW,


https://youtube.com/playlist?list=PLZ7TSA6MfgM_IX3qZslXx_QdvLLDZHZGx
https://youtu.be/YdoBJ2lnkks
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HOW TO INSTALL THE ADD-ON

TV RF VA VA=V BICiE, [RE] Z BRERE Z [ FA VIS EI L, (A A=)k 27w I LE
T, FRENDTITUY 70 Rz LT, Lightning Boy Shader zip 7 7 A )V RO 9, T, R/ N—

ZHEHLTY RAVZRDT, NEBRY VAT 2y 72 ANET,
TENBLSITED X,

INSTALL THE .ZIP FILE

CNT, Blender ZHCH|§ 27N 7T«

SEARCH "LIGHTNING BOY SHADER™

A5 Blender Preferences

Interface Official Community Testing

Themes Enabled Add-ons Only All

Viewport >
Lights
Editing

Animation

Add-ons

USING THE ADD-ON

ITRTCODT RA Y AT avidyrs—R—IT754Z2—cHvEd, Th
7 72X 2 MDOOLER, FEORXALTA V& FIciERL, L
DIT 4R EA T2 2—F ITT A RICEHETEHI LT, VL, |
F—EMLUTHMDOY A RN—ZYOBEZET, 7 RAUHNELIAY
AP =IVENTWBEEIZ., WS DHDRE U EFZTZLBS L5 X T
MERENDIIZTTT, TTTE. FO5BD2D, DD

(R=Z v—=vDty b7 w7 & [ R=ZATUT)V] ZFERTH
EFET, TOMTOVTIE, TOHA RORETHHLES CanAt~
var., p.22)s

Set Up Base Scene

LW —VEBIRT 272008, [N—RA =Dk y 7w &BID Y
JLEd, HfETA AT Y7 MG Lightning Boy Shader &
MHENZaL 7Y g VA VR—EN, A5 —ERHEGENHEINICHRE
ftEn, ¥=YORMAZTGTRNK ST =)V R T U T7IVBZHEI N
X9, Y—YRICHFETHMDOT A e, DYz —& & HEEN RN
DR X9,

G

v | O Lightning Boy Shader X

O X

|

Install... ()

Refresh

o
=Y

CLICK TO ENABLE THE ADD-ON

SWITCH TO THE SHADER EDITOR

0" Playback v Keying v View

General

;3, 3D Viewport

[} Image Editor

I3 uvEditor

ﬂ Compositor

Texture Node Editor
gj Geometry Node Editor

®) Shader Editor A

PRESS N TO ACCESS THE ADD-ON PANEL

¥ LBS

Scene:

LBS | Tool

Set up Base Scene

Base Material Ground Material

Clean Up Duplicates

Shader:
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CHANGE THE VIEW TO RENDERED HEA FOCa—R—h Yz =TT 2L VXV VT
000 - ICEBT B L, ZENFEDT 77— 3 VIcED>T0%
X ENDLNDEY, Yr—H— TT o X—Dk IcEH)

YOU CAN EDIT THE SKY MATERIAL HERE LT, T2 2AT%#A T2 b6 — )V RICEHE
ITHIET, VWOTEINLDOOEEHETEET, ZFC
" ot CIIERD ) — RRRENTTH, MBI
& word X Is amera nay A1z 272 Mix /—RTd, ho— I~
Q [Uixzr=2= 7°§{$Ci{{ﬁ@%@b:§%f% i—é‘o

Edit shader nodes from World.

“)yv | Object ~ View Select Add

Base Material
s BIclt. ETHERARETYT, 7 R4V CLICK TO APPLY A LBS MATERIAL
ISHIVD [N=Z TV T IV REVEEHT
B, AT DT T 4Tl TIT

WAL LBS 7V 7IUICTIERL B E

Tﬁ?\;_ % z }: 75\.( % i ._é. Base Material Ground Material
: S

This action will override the active material.

Set up Base Scene

Making Unique Copies: ¥ 7 V) 77 JVICHNZ 122558
WEIARTOAT V7 MIEHEINE T,
ZTORTIUTINNEHELET, TV T7IVO—E
DAY —ZERT BIIE. + RE V2L TH
L7700 Aoy FZ2ER L. UX M SRE
WKHEHAINTWAITU 7 IVEREIRLET, X

R D= T AR 5 A F B X7 A s CLICK THIS NUMBER TO MAKE A UNIQUE COPY
FIOVw L, AEiEEEHLET, CTOXIICIBS T 7V EMBHICOY—35¢, A7V
N LICEBRBZARA)NERRTESLXIICEDET,

CCTC. Y= R —IT 4 Z—TCLIBSIYTVTINERTHAEL LS, @ &IV ULIMENELD
e

IT WILL APPEAR IN THE MATERIAL PROPERTIES

@ - LBS Material

Node Sockets

WH. o/ — RV 7y M@y = —X— %A 7D BSDF 9
J— ROBEICHAENE T, 7P L, COY 1 —R—0ia. (Rl ,/
LAY =3OV ry MR ENET, BEETCTTH,

J—FROAHaT v 7idEx->7-< B0 %xd, LEA->T. DRAG FROM SOCKETS T0 CONNECT
oy iy S EMHEICH R T 2581, LBS /— ROAEHEHT S EHNEETT, LBS /—
RICIEHRNZ A BV IN=IKEDEEZIMFTONTNB DT, fHHICGGERTEE T,

Gray @. YellowO 5 XU Purple@ I3 7 2, RURATDME, ., X7 MVEBRNIEENT
Wi, BEEBD., HOWBHEMHD Blender /— FTHHEL X9,
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Layers

Lightning Boy Shader (&, L7V —Oflif/NA1=—7%> 9, Substance Painter %> Photoshop
ERIBRIC, TNBIRAWVICEAERONEZT T —FDY—FDXIITHREL, BHOX XIC
BEOoTWAFDOLAY—DRAZELIICEDEXT,

Lightning Boy Shader /— FD EERICH 28727V v 735, WOTELAV—DHZE
HTEEXT, REZRLAV—DOEEANTZM. EAOKHNZHFHLTLAY—721 D9 D
MERZZEHIBRLE I,

v Lightning Boy Shader v Material Output

All

@ Surface

Displacement

CLICK HERE TO ADD MORE LAYERS

7zizL. TN SRBAERS LAV—I3HEEXRXA 2V DL AY—TId7% <. AN BEERET
T, TNTNPHEHENDO Y 1 —FT 4 VT BV a—)V(AXFa T, 7UNIAV, XD
W—TaY) THH., TNFNCRIETE2HADOT o7 MIELTVWEST, 71 —F %
THWIHEAER, MAHERDSIEFZEIRT 2 LT, A2AUbENz~ TV 7)V7ZzIEREIC
filfcEEd,

Features CLICK ON THE " ARROW TO EXPAND

T 74V FTE. LBS<T VU 7IINCIF T TICW L DHhD
T4 —F v ERENTHEI Db ET, LA
Y—10hF7—, LAYV—2DF—F 14, LAV—3

Surfafe @ Lightning Boy Shader

DANRF 15—, » e
kara[ter

HEHADTY 7V« TEIST 4« ISKIVT, NS R Sfcmi,r of

HizsJy 7 UCTNRZRIT2h, Y r—&— T M .

T4 XA TCEETONNT 4 LR THRET SN TT, Iovert [ ¢

Opacity @

Normal

e
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Revealing Properties

V=R ITARZTH LT —F v 2ENT B L. DT 4 —F ¥ BHALLN, H—0DJk
WA=, LTERENE T, IERRDOTONRT 4 ZINTERLIEWGERIE, /— FEEER
LIZIRREECH Zf L X9,

THRNT 4 2FRT B L. iREZITS DIMERITIN, 5217 L7 uns szl L,

T = AR—ANDOEHMEDNERE N, FT 4 —F v DEDLAV—IlEHEIN TV E0DD
MORILEDERT, WOTH, EEOMOMEEZERL, HZHLTINTZ—EICHU
BTENTEERT, TORETE, PBOBRENIAN EWNTEINERENS T LIt
HLTLZ&EW, Lightning Boy Shader & ZD% < DFREICENS & NAZHMNETIC
=R ERTESEIICRDET, TEAF, EHOKGEDY 7y MIFICS A
ZIMEHEN, DYy MEIAT—IHENE T, @, NSIEHhd % el &
LEW2DTY,

v Key Light*

@ YELLOW INPUTS ARE FOR COLOR

=@
i > Key Light*

()
@,

@ GREY INPUTS ARE FOR MASKS

Invert

PRESS H TO REVEAL PROPERTIES Opacity

Normal

Global Settings
TAZYRT (*) DN TERED R R ENZ5EE. T DFEEEIC PRESS TAB FOR GLOBAL SETTINGS
TOa—NVREDZENTVWE T EEEKRLES, LBS /—FK
DIARTIRT 2 1FFD/ — Rica—H)IVTORGELFT

M, Ta—NVRERRET % LERD /) — R —EIE8k
523 ENTEET, /—REERUIKET TAB F—7z

v Key Light*

J &, Tu—NVVEREDRRKIERRMDYIOZEDD X9, Character
TU—INVEGEDN E OWREIC B2 5 2 2 &, FIC EEo A
VARVAKICE S TREDE T, TOT 4 —)VRET TV 2 208
FTIRZEATY, ZHUd. IXRTOELIZATD/— RBE T Opacity | 1.000

Ja— N VREERHEGTRCEEERLET, HDOAL VARV
A NI B e, D/ —RMEHTES Fay FZxy 1)
A MCZFDHRIDNEREINEEIITED T, TYPE ANY INSTANCE NAME




Lightning Boy Shader 2.1 - User Guide

Creating New Features

Yr—H— ITT 42— ShifttA 2 L. THICLBS /¥ a VHERENET, Thic
. TOY I —XERHIHEEINT/ — FDIATISUNFTENTVET, WInhzs Uy
T3 BETT. ILOEREOEMZRIGTE X, XDEI¥a Tk, TNThoxTUT
WEEDXIHHLTYT U T IVDOARA )N ERETEEH, FEDOKSTHEDO T BN
TAMHBONZHIHLE I,

FEATURE 1. LIGHTING

BAIOKEEL v MZRIAZHIELX T, NEDKREIR. EDX TV 7L ED ST 5%
RTWBD, ZTONHEHTEDK S ICRIET B 072l 2 7eDIfEHENE Y, Lightning
Boy Shader T T&E 554747 /—RiZlE, FICNDDEXATHNHOET:F— F1 F
ERIES A R TY,

Key Light

F— A MI, WERETEEH DXL TDI A T, Key v Key Light*
Light /— RZ{/EKT % & iain Lights ® F® Lightning Boy
Shader AL 72 a3 iHbdI7A XTI FOMDICY VD
INEXT, IEfEIC 0 DDAk (Character, Background, KT
Extra) DMEFAIRET Y, KeyLight /— KWV V7§35 1 h &%
B2, EBORay 7YY A= a—Z2HHALET, | gt

12D A beFv I 72— (RTCBEEZHIFEA TV 27 F) IH OREEE

L. &9 1D%Zi55 (MR F M) ICIRIIL, REOT A h2EM0 ¢ R
B (U L T4 P XBRHRIR) T 5 ezBEbLEd, §EEEERREETE
COIT=r7a—=2=2flT 5L, FvI77Z—2Kic Eh5 NI S

I LENG, BRUICIEHAEN S+ v T 72—z 4T

T. XS TOME WV ZIERLTEE T, ZIEL, 32Dty FifrE A X S IcHENCHHL

TLIEEW,

CHARACTERLIGHT (FORWARD FACING)

Character

® Character

Character Lighting.

BACKGROUND LIGHT (TOP FACING)
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TDYVI—RTIA M) VI ERBRTBHEE. A4 MIO0DDRGB AHT—DH 5 1D
BEFYARSE, ZONT7— Fry 2 I)VENETTINVR) T LT 52T, Thn
W, IR—=A—VDOREI 27V v 755574 MHAEIWICENIZSZHEATY, 5L
TWNE, BHT— F v RIVADFENRE—ISBIMEN, F— 54 MERENEL < EEL AL
TH %9,

F—I4 FORIFOMERILLTOED T, INHOTHNRT 2 3IFFIC—RINTH D il
DZ L DBETELRBRICH BN T, FEDREN T DT T/RT « 2T % 5HEICEN D
WERD | fRICT 372DICZENHICDONTIE 1 HIZITFHHLE I,

Color: COT T 4d, T4 —F ¥ WA TV 27 MIFY AL 2EZHIBLET, MMk
2B LS RVEEIE. BT 7 AT v 2Ekid 50, A7 Z{IH LT Blender TXA
YhEIBIEETEET,

(Painting Textures With Masks, p.11).

Softness: COTT/NT 4 E. T4 —F v HEOREI ¥ —TICRZ %M, £/2idV 7 MR Z
BhERELET, HZ 11T 58, FEDIEFRICILBL, EN0IIcTs e, b vz—
TAVTENTETZADEIICYYy—TIKRDET,

Range: COT TR T 1k, T4 —F ¥ WY —T 2 AZEOREBI M ZHIILE T, E11&
PIEERIC nTREZR R O S 2 KR U, fE 0 IXTEANE A % X Tl L X, F—F 17D
HiPHIZ, 4 bDMEDO0° ZWA TSI 5 LIEHOETA, TOBRZBHRZEZ 51
. YOOI T A b2 L TL 7ZE W (Virtual Lights, p.9).

Invert: 2D T/NT 113, NEHAERZKELU TERHICLIZD, ZO8EITVET, Z5
§BLE. RAFVITDEER., AZAINVTREDMELZRET SDIEIBET,
(Feature 6. Styles, p.18).

Opacity: CO /ST 4 22 L. LAV—2T2—F7U LT, ZOFDOLAV—H
FRENBEHICTBIENTEET, PBHEZEIC T TT 4 —F ¥ 2572 RENICT
L. HROEBRT 7 AF v 2 U TREDE 7 a 2 AT LET,

ORIGINAL LIGHTING USING A TEXTURE TO MASKTHE LIGHT

¥ Ballista Face Shadow Painted.png v Key Light*
Color

Alpha @ \

Ja’lv Ballista Fac..w Painted.png () [C @@ X Character v

Linear v
0.500
1.000
0.000

3 <6 Opacity.

Normal
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Normal: CO TN T ¢ TS &, ERIy T2 EHLTA T Y27 MBIz 5
ABTENTEZEY, Blender THHFEITHIDEE U HETHERLE T, ShiftlA ZfH L TA
A=Y TURAF v L=<y 7 J— REER L, EBOhT—ANEMEH L TENS 2k
LET, X, [FA1ZEZV Y I LTCTVAF v AV R—b L, ho— AX—RA%&EFEHT—
ICAH LT, ERI@zF— T4 FDERAICHERI L K9,

IMPORT YOUR NORMAL MAP CREATE NORMAL MAP NODE CONNECT TO NORMAL @INPUT

v Normal Map.png v Normal Map ¥ Key Light*

Normal %%

Tangent Space v

[a’]v Normal Map.png

Linear © Strength 1.000

Flat \ 0500

Repeat \ O 1.000
\ (0}(0]0]0)
Single Image
1.000
Color Space Non-Color
o | Normal
Vector

DON'T FORGET TO CHANGE THE COLOR SPACE TO NON-COLOR

Global Settings: Key Light $¥GEICIZHETOREIC T A Z U A7 (*) BMFV TS, Fa—iN)L
WENZTENTVAREZEKRLET, VWDOEDKIIC, TabF—ZMHLTT V7 LALET,
BAIDA T avid, AOAX—JEDHT—TT, ATAX—DEERKELTRE, F—F
A OO—H)IV A= Ta—IN)V BTG —TA—1N—F 14 FENET, NEHEICEHLT

. —YHDITANTDF— A4 r 2K 0BHICTRDICEHLET, DA AZUA
PR THIE T, EOF— T4 MW TO— I VREDHEZZ BN e XEHTES LI
FELTLEEN,

Specular

B A, YEROB B EREPBEEREICASNSHB 0N 2SPECULARS MAKING A GLOW
T4 bTT, LBSYT VU T7INCIET 7 4 )V b T CI 85t
HWNEZENTVEITH, NEBHOHEmMKIDZ (EXIE Ol
AY—IQ)BIML, [REMNE] & [#HiH] Z2ZH L TXOIEE
28T, KT —RZBEMTEXT, Keylight /—F
L [FIBEIC. Specular 1. Lighting Boy Shader ZL 73 3 VIcHE
N5 Character, Background, 72! Extra Light DUWg b
IV I TEET, e

Offset: C D711/ 7 ¢ &, BN EDONMEZNEICLE T,

o 3DDX, Y. ZEHOWITNHOTRETEET, NI, “EHOBEMNGHEZIERT S
e, RIRIEEBOFED 228 E I RHE O 415 THAMIC B S DNiE 2 4 7 2y
k3 S5 EIER T,
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Virtual Lights
COYr—ATHHTESF— T4 ME 0 DRFTIM, fif
S MR LTEINDS A5 ¢V T RIERTEET, 18— VIRTUAL SUN LIGHT
Fv )V T4 FOEEEE. O DDRGB HTF—D MDET 4
WEYVHTHOTEEL . Y=Y NOF TV 7 McHLT
MO i LT VS 2— s 9 YRR E 50 L TF, © ‘R\\
DFETRENER X NG, LI NES, 7272

L. Fliid, (EEOREERTESC & T,

F— FA MEREEIZERD, IRESA DT/ T s DIFEA
ERTa—INVVRETH B 128, FHARERINTOA T 3 VIRTUAL POINT LIGHT
VEFRRTBICIE. RO TAB F—Z2H L7 %ABTL& S,
FTNTNDON—=F v )l T4 FOFHHZERTHAEL X D,

Sun: 2NHIEF— T4 MIREEVEDTH D, HRICHEN
e —HMICD T L ZERLET, FEEWVIE, O
FHAYE 7% 90° DR 2B A T, A7 27 hOEEE T
T LT,

Point: < (YL ZE N — i SIS S NE T, ki 7 VIRTURL SPOT LIGHT 7%'

LT, YD m iz flETcEEd, I Mz X 08
HRFDED X 2 ICHBTEWGEEIE, KU Range fEZfEH U X
ERS

Spot: [RFEHAR Y b T4 Mid, MDET A FEITXTHT TS
08T A INA T, A—=VDORLNT EI—VOM[ELNS 2
OOBINA T a v Rt LEST, EB58 ARy FIA D
JEREEHZ L. ARy b IA4 FOSMUIIEITRTIYRAT TS &
NTEXT,

Adding More Virtual Lights in the Scene

CHANGE INSTANCE NAME

LW —2Z1ERd % &, Lightning Boy Shader 2L 7 2 3 VIiC
(& Virtual Sun, Point, Spot Light M 1D72F&RENET, T e
U7V BICERR L TeARAE S A« MgREIE. T 74V TYT U T M
WKV 7ENET, SHIKRBERGHIE,. AN AT7V2 7
wWELT(RLaLrrya NI LT)., Fa— N UREDE T

VIs R T4V REMHUTHY Y7 LET, (RS ZIAES | e

v Virtual Sun Light* (2)

N 2

A T4—F¥FTI7AIVRTHICTa— )L a7 ¢ ZHE Opacity 1.000
3—%)7‘2&)\ %‘ﬁbb\'?/f }\ 1‘7“/17 ]\L:ﬁl) yﬁ—éﬂéﬁﬁcz,r R Softness 0.500

RUAHEEETEZHAENDH D FT, Range 0.500

B Virtual Sun Li.. X

CHANGE OBJECT LINK
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FEATURE 2. COLOR

ROBERETIX, TV 7INCEOZBIMLUIZDHRELIZD T ENTEXT, iDL AV —
ZIKGEINT 27200 TCE, o7a S L TRA Y M LUIEEBRT 7 AFvZ A VR—F LT
&, TIVIT 7T IRAF v E#Hi>TT 0 T—)VEBINLTE. H5WIEBlender ClEHEEMER
ZET IO AF ¥ ZRXA P LTEDNTVE A,

Color
Ho—WEEREHT S . XTI TS ET IV AF ¥ ZBINTEET,
HAIE LBS ¥ 7 7 Wid, BOMERETZBICR FEELT1 2% [k
T A EICERLTLEEIY, TIVT 7RV EHAGDESR E, T
OWRERSH LT, ERHRMD T A ViR EDBMDT ¢ T —)VEIBINTE
£9,

Image Texture
BIDT TS S LTRA Y b LT 7 AF v M LIZWBAIE. shift-A > —_—
Texture > Image Texture Z{H] L T > R—k L. Color 1 AJjCHi L%

9, TNT. ZDOT 7 AF ¥ 7% Lightning Boy Shader FOfthd L1 v —&
ARRICHEHTE A K2RV ELT, HBEIWE. TV ATF v 1Z28HT

5L TEET,

NI —WREZ B VT, F— T4 MDA T— ANNCERATITEXT,

Alpha Mask

TIWT 7 TIOAF Y 2R L T, BZFEDOHEBICHIETEXd, chzfroaicid, HEM
G4V R—bL, 7IWVT7 XA ANCEHRLET, AVEDIEINEHOE X T, E0g
DIFTERICBHICE D T, RNBHETHEFETACLETEEIN, LAY —2DBIHEZ
HEITZE 23X 51, CTOEHMICETZ IV 7 A7 ZHHT 20N EETT,

Layers CLICK HERE TO ADD MORE LAYERS
HS—BHEDRAD &, BIEO 75— .
£ ¥R EDET, Blender TN (R [

AV P TELHHRENSEENK T,

NT— /=R LAY—ZEINT %12,
Lightning Boy Shader / — R D4 & [AREIC,
EFHOFRSEIV Y T BIZITT, Thb \

D LAY —Iid. LBS BERE & RIS T T — ® Opacity 1,000
AR 7T BT ERBRNT, FIFFETELD

ICHEREL £ 97,
HT—HREDFEMNCIIEEO L T L—D AN UNENT LICEHLTLEE WL, DED, Th
SiaEmROAZHNE LTVET, AT7—HEEZZTNSZ 1 DDOL AV —IckE L., e
D174 LT Lightning Boy ¥ = — X —IC R TE £ 9,

10
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Painting Textures With Masks

SNVFLANY—=TIAF v 2L F9BId. HROA A=Y 77 AF v 2{EK L. Th%z

LWL AY—CLDRAZELTHEHLET,

Shift- ZfEH L CZENEZEH L, ZD% A2 L THEKTE X9, Image Texture ./ — F

OO, IKEAD ANTEHRENTOWEHEETE, HTZENHEETT,
71T —WERERIRD T IV T 7 F v 1V 2L

AV LU THEXRTH, KEAT—IHIRTI,

FEO<

TEBHDIE, 7IVT7 XAZ TanRT 4RI THAHI LICHERLTLEE, A, BdE
FTEHEDLAV—2RAZLEITH, BICTIVT 7 SAZICE> THIRENE T,

CONNECT YOUR MASKS

ON
» Color 2 Mask !I@ ‘i

» Alpha Mask I

v Color

(W, Object Mode
g1 Edit Mode

\ .
\ & Sculpt Mode

°F¢ Vertex Paint

15} Weight Paint

#* Texture Paint

@ Opacity 1.000

TIARAF ¥ AT ZRA VT BHITE, AV Ea—KR—
E—FZTVRAF v XAV MEHELET, R, NZHLTY—IV
IRIIVNCYIDEZ T, [TI7AFy Ay M Evrvavic, #HLL
RATERAL Y T EEGH
Bz ik, XA McEaZHHL, —Xfat LTEEEHIT 2 &
Z993%ZLT., Crl F—ZHLTHETEA KSR X
WOTE, HIDORATICYIDZFZ T, flotizXA Y TEE

ANR—AAMOa—7 XV REFGAY A ba—7 AVy FiE<
AT DRA Y MRET, 74—=)VA7 Ta87F 4 Z2fHT L. X

ERLIER AT RTERENE T,

Y,
7
7

DAL—RFG Yy =TTy V2FBTEET,

FEHRICHEE U725, Blender ZFLU % & EIE
ENBNEDNHENE SIS, BT AT 2R
FLTLEEY, Ca—B"A A=Y T«

Z— (Shift-b1L) ICZH L, BT 7 AF v & 1
DFOEINL, [F A=) Z (Bl TR
7] ZFTLE T, —EEIMIRELED,
(A A=) Z [TRNTDA A=V 7R 17 Z i
LT, IRTCDOT I AF v %[RRI fE BT LR
FTEXT,

CHANGE THE MODE TO TEXTURE PAINT

€ Texture Paint v

PRESS N AND SWITCH TO THE TOOL PANEL

¥ Active Tool

Q/ Draw

¥ Texture Slots

Mode Material

Solidify Outline
LBS Material

Alpha Mask
Color 2 Mask

SELECT THE TEXTURE YOU WANT TO PAINT

FOKEET STOKE METHOD

¥ Stroke
Stroke Method | Line v

Spacing 10%
Adjust Strength for Spac...

Jitter 0.0000 4
Jitter Unit View Brush

Input Samples 1
¥ Falloff

r— Constant

FALL OFF

Image* | [o7]v Color 2 Mask
New
= Open...

Open Cached Render

Replace...
Reload
Edit Externally

(5 Save
Save As...

Save a Crm

Shift AlES

Save All  Save the image with another name and/or settings.

11
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Layer Adjustment

Layer Adjustment #5E1Z. BIOHEHE & Lightning Boy Shader ORICHiIA LT, ZD@EzIE7
W 7z e 2zHMNELTVEYT, Nz2fTicd, BRIy 77 FRay
TLET, B EOLAY—fR% /— -0y 7y NONHEMNICERENE T, Z0
MCEAZANEESTKFECKIITHAEL TN, THUTDWTIFZRIZEFHAL X
(Feature 6. Styles, p.18),

COMRERX. A A=Y T RAF v EHBEDETHAT S AT, &y 87w T Tk, A
F—HN7zed— o4 FOEBDOAINCEH L, T —BRED L AV —iif¥2HL T, ~TOL
AV—ICHENINN— 3 YZ2ERLE T, TOXIICLT, WOKE L azfiiicilflitE X
9o DLTFOfZSIRL TITIEEL,

COLOR IS FED TO THE KEY LIGHT USING THE @ OUTPUT GE D e

Shader Og

v Painted Texture.jpg

BYe > Color
=

(o
— @
o)
‘v Painted Texture.j.. ) [O x \@g =
,‘_"v L JE . L > Layer Adjustment
. N )
Linear
Flat

Repeat

Single Image A DARKER VERSION IS MADE FOR THE SHADOWS
USING ALAYER ADJUSTMENT CONNECTED T0 A COLOR FEATURE

Color Space

Vector

Color: Color 7087 4 Z Tint BEX T Fill L L BIHHL T, 77 AF vy DOEFIELET,
BEWwE, A—N—L A E—=FRTLETEELIOZITOOIEELE T, FilllZcotazZn
BTETHMZIET,

Brightness and Saturation: 2z 15 < L7zWiEEE, HAEZ MFE T, RBEICSCT, BER
Ltz dsLETEET,

Mask Softness and Range: CN 5D /8T 13, HENIZT 4 —F vy D7 IV T 7 [EHD I
ZRELET, HMAARA—Y TIOAF vy 2EHT 553 HE ORI BEEAMN, DD
ICF— A1 MERER LAV —iiRIcRii L. TORNBHEICTIVT 7 T AF v ZHEid %
E. INSNDDT ST 4 ZEH LTIV 7 EZIMEETE RS,

Global Color

Jua—N)V 1T —RelX, H—D AT — ABEHEDO T8 T ¢ THERENTED., Wised
TJO—)VVREICHFENTVET, TOEEEIX. BEBOS TV 7 INC—EICEEZ 5 2 7o\ W0
EDLT 7 MR TB %9, Chid. Lightning Boy Shader / — RICE#EREF SNz A X
rrary LAav—& UTHTACEE,. AT—WMZMH U TRHIORERED 11 5 — A HE#i
THTEETEXT, 77—V AT5—7Z2EkT % & ElE, 7 Tab F—=HL T X

Vo 9 LaWNE TN T o BERENEE A,
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FEATURE 3. OCCLUSION

TYECLY N A= g rERTT7IVIGENT 51X, BHEOT 7 AF v Z2EHT 5/
L. Eevee DV 7))V R A LDOBEEHZERA 7 )V— 9 VT 25150 2 DD 5ENRH O F
ERS

SIMPLE KEY LIGHT AND SPECULAR WITH AMBIENT OCCLUSION

e . <

Ambient Occlusion (Baked)
VA S ANE g e I GG Rg E0) - o F ML | ¥ AmPient Occlusion (Baked)
BT 7 AF vy CHHTEZEZHNELTVWET, [[AL]ZY
VI LU TRA T LA I N—Va e VR—R3 50,
V= VICHHCHHAET BT VAT ¥ 2R L X9,

KT, XTUTNVOTST 4 TRHEFON S BRHETEE || =
T BUADEHILREAEHAG, H5—] ANEEALT, | Y
7\/2.\3:\/]‘ 2]'7}1/*—93 ybﬁﬁi_{gh%é%ﬁ%u/ﬁ]f%iﬁ‘o Tz Color

@ | Range

Ambient Occlusion (SS) Softness
TYELY R AT I—T 3 (SS) kR T BIcid. T4 &
RV T K=ot V2 =H=DHCTVBY T ML,
Ly FURF A TT VLY b A Y= T3 VET 174 T LEST, BEICIS U TR T
LET, TOXZL—Yavid, v—YNTBITS4 7Yy MNCBIICKISLETH, 12701
T:/fﬂ—yfbi}iﬁﬁf‘%iﬁ/uo 71’?.7?.‘1./\ [igh\‘é] 701:1/%7‘/(6&"\\/1)7 LEF2 2AF v E 8 v —
TIRBHELHEVWT LICERLTLEE Y, —rDL Y RY VT TaRT 2 T TIVORZIIRET
EER

Invert

Opacity

Transparency: 7> YL s A7 )—Ta > (SS) k. 7T 7 TL Y ROBWHE & HIENH D £
Ao 772U, AlphaHashed TG &k EEIEL X9, (Transparency, p.25)
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Baking Ambient Occlusion in Cycles

FNFNCERZEFREEIMND L7280, MfTORATDOL 7 )I— 3 U EEICETIVTHAEDE S
EERITT,

Cycles TV VBV M AIN—Vay TIRAFvERAL T T BIE, ROFIEICHENE T,

1. Place all of your object’s UVs in the same UV Space. 1 DD+ v 5 72— (77—, B, F.
5 &) ICEBDT I AF ¥ 2T 2 DN —RINT, ZNTNDEREDT IV AF ¥ T, 2
L. SNHDBEETLICAIIV—TV 327 1 DT IS 7T 5D FmEEGEND 570, hz
[FEEd % 1 DOHEE. 7YEZY N A 7)— 3 VEHHADOH LW UV Y TEERT 52 & T
o TNZITIIKE, ATV b 7—=% a7 1] > [UVy TNCBEIL, [+|RZVEZ7Y Y
ZLET, R, MEE-—FTAT V27 behzBEINL, UVIZT ¢ ZICKBE LT, UV > Pack
IslandD/3 7 2947 L X 9

2. Export your character to a new scene with just a ground plane. > —>Wicfthto A7 = 7
FFAELGAWT L 2R LT TEE W, fFELIRWE, A7)0 —T 3 0 XA 7 EMHAEFRLE
ED

3. Apply a Principled BSDF Material = 7> = 7 MJBIML, IXTOET 4 774 7 ZHIBRL X
9, RHC. Solidify 7V b A VAL TWAHEEIEHTHIFRL T EW,

4. In the Shader Editor, create an empty Image Texture. KD ELICTZ L TEET, T
RS VI ENTA T IV—T 3 UHBEENE T, Bkl Zf LT, HINOD A0 MG 28R L
F9, WmEONA VI, ERGEDT 7 AF ¥ (D7 LE 4096x4096) Z AL £9, @&
RETNA 79 % L BN ZATREMDN D 57280,
BANZINENT T AT ¥ 2l U TRA 7 U SR
ICHERET 2 K 21T BT ENTEET,

5. Change the Renderer to Cycles. [X\-1 7 {LH] + 7
2avTl, (N RALT BT [T VELY XY
=2 g VIREBELTLREW, 1

6. With your Image Texture selected, click &
Bake. itHEMNE T 5L, BRLIA A=Y T AT
YIRA T ENTA VIV — 3 Tz EN5E9 T,

7. To save the baked occlusion, ¥ A— =5 ¢ Z— =
(Shift-F10) ICYIO X, T AF ¥ 23R, [4 A—
D Z %N TRFE 27 )y 7 LET, #ROT

JAF 7 VELY b F7)—T 392 (N1 7)) KiE
CHEATEZE S0 E LT, IN THE BAKE SECTION, SELECT AMBIENT OCCLUSION

| CB I IN THE RENDER PROPERTIES, CHANGE TO CYCLES

E '6 Scene

Render Engine | Cycles

Bake
Bake from Multires

Bake Type | Ambient Occlusion v

Selected to Active

|

¥ Output

A
« Triceratops Back of Head
[ | Iriceratops Baked Occlusion.png

SAVE THE BAKED TEXTURE Triceratops Painted Color.png
IN THE IMAGE EDITOR Triceratops Shadow Mask.png

' Triceratops Specular

L
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FEATURE 4. 2D EFFECTS

2D =7 x 7 MERE. BHZERTRIAEINS LS THETY . DED, AXTDREIHEFRER, [T
XIICRABZENS T LT,

2D Outline

COT7IRTA VEBERFHL T, XAy a7 b4 VU BRERTEET, 7Y NIA4 2V RERT
%95 1 D0J5ikiE, Solidify €7 4 7 7 AV Z2MiHT % & T9 (Solidify 77 b Z 1 > DiEhl, p.23), 2D
T NIA2DHT—ED Solidify 77 T A2 TV TIVERUTHBGE. WO TEZEYNHA S D
BBTENTEXT, 2D7 T hTA . FA DT T NI A 2 OY A RICHMNEER 52 %75

E. Solidify 77 s T A VEMITEFHATERWVNS DHOOBIKENA T Y g VHIHEINTVWET, /2

L. BIR—ZXTH B0, ATV 7 MAELTHEO, vy —7THUAVWY—T 2 A T BIF AR
B"BoENZNT EICHEELTLIEIW,

Influence
COTUNRT 11E. SAFH2D 7 RS >4c  CONNECT A LIGHT IN THE L INPUT OF THE 2D OUTLINE

EORIEHEEGABNEMBLET, COFT  com— T ITGTITe?
YaVERMCT AT, DT 1 M D SO o
DRIEIAY (REDYV v V) & AN LET, ]
T, EAERT Y b5 >0 [ i

BIMENET, EOMEEIEETSEARELAD, ¢
BOMEEIEEST S NI R0 ET, #Ehidshi
T4 FOFREHNE EHIPHOMEZEHL T, XD AL
—AFRREX0DARME NI YV a Yy ERERLET,
A7V MR E5TIAMERIUTA M2
S %M, [FRHH ] & [HiH] DIEH R %
LER, MEICSA N 7o —F v —FEILT
Mo, TNz ANCERILE T,

Softness

Invert

INLUENCE NOW AFFECTS THE OUTLINE g

2D Rim Light

2D U L T4 MEREIX. FEES NIRRT MIVARICHE DN TA TV 27 by
VeBH5LEY, COMRBAAXTINLHEINSGSH, Ea—ZHEELTEY
LA FEEICHECAmZIRLE T,

A 2D RIMLIGHT

Rotation
X, Y. ZHERFHLT, VA 94 FOHMEEZETEET,
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2D Specular
2D ANF 2 FREZ T 5 &, XTI L THICHE CAmZR < ANRF 2 STACKING MULTIPLE
T TEX T, WHDARF 2 FHAE L [FRRIC, HEDARF 2 5 2 fEH 2D SPECULARS
ICAZ Y 7 TEET, ShiftlD 2L T 2D AXF 2T /— FeiFgil

L. Lightning Boy Shader /— R LiczhoxERCEMLET, 78y kX
BIUOYDEZMEHL T, ARFaTIZIELWIBEICBEITEET,

Matcap -_—

Matcap (& [TV Fv TF x| OIETT, F4 bz, A7V My z—T127
R EHEISBMTES XS ICHREINE L, chud. 7V 7V ETRIERR#ZEAERT %728
DENTZY—IVTT,

K> Metallicl.png 2 OG & x

THE SAME MATCAP APPLIED ON A SPHERE AND A DINOSAUR SKULL

Preset: > =t —Z—ICZT 7 AN FTMODDAZY w7 Iy bFYw THHELTOVETMN, RKHODICHAX L
TOAF ¥ RERL, EIRLEY Y bFYy TR AVR—bTEH LT, WOTETIVAF Y ELETEET,

Use As Alpha: 2O 7/ 87 2 IZT 74V N TAUICESTED, MTIA A=Y TIORAF ¥ ZTL—RTr—)V 7
VT 7 XAZICELU T, B, #ip, ZOMSZHETEEXSICLET, ThEATICT5L, NEFERD
MHRELTEFRICADET, ThiE. v bRy v T T AF v 5 TXRTON T —EMZREE LT GEICfE
FITTM, COHETEIMOBREEL 7L RS 500H L ADXT,

16
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FEATURE 5. GRADIENTS

Jo55—=vaYi3EH@0I—T VT« /—RTY, MOFHES AT 2DIRICHEE T H,

DU FHED R Y FBINT B TOICEHHTEXT,

Linear Gradient

WK TS T7—> a VBRI, 04TV 2 M2l LT 3D ZERICHIES 57—
varveilELET, D47 Y bk Lightning Boy Shader Z Gradients 21 L
72adicdh, ZHMCAr—)V L THIEZHETEEd, MR LTELN
% LAY—id. KHIOIHTIE 100% NEHICAD . T TRIERICED X9,
RIS Y ¥ — T IR AR T B, Z AT —IUE 0 B L E T,

Spherical Gradient

BRIRZ T 57— a UBREX. DA TV 7 WA LT, 3D ZERICERIRT S

T—rarzEiBELEd, ZED4 7Y bk Lightning Boy Shader Z Gradients

aLryavicd ., EEOFMCATr—)V U CHiIHZHIETEXd, WES S

T—2aYOXIICHMICAr—1) V7 F 51 TiEy v — sz KT

BN EICERELTL S, K0 ¥y —TRERIREEZ15 512k, Rbvicy
O—/VVREILH BV T h R ADEE FIFET,

Local Gradient
O—h)V 7557 —=2 a3, A7V 20 NERBEICEIK Y 97— a v RERLET,

4= |INEAR GRADIENT

SPHERICAL GRADIENT

v

DFD, ATV

TR —VANTHBHLTE, BICFNGBRLET, RiD2DDT7I5—y a3 &idiixb, Z000
B HEIZEOA T 7 FTIER L., Offset 7137 ¢ & Rotation 787 i k> CHIEIE N FE

EE

Z Depth
Z RIEHEEE. A TOHBHCEDWT Y ST a Y EIERKLET, Thid., 7
O—/N)VERGEIC H % BAMAE & 48 THIC K > THIBRE N X 9

Adding More Gradients in the Scene

LW —2EVERT % &, Lightning Boy Shader 2L %7 2 3 /I 1 D Linear %
7Y x 2 k1 D0 Spherical Gradient A7 = 7 B EOHD £, ER LY
FT—=aYiETIHIVETENLIC) VI ENET, LI BEREEIE, N—
Frb T4 FOBE LRI, TNHDOATI 27 FoVThEE-L, Ju—
INVEETA VARV A ZEB L, A7V b T4 —I)VRZHEHLTHY V7
LEd,

(Adding More Virtual Lights In the Scene, p.9)

Z DEPTH
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FEATURE 6. STYLES

ARZANIE, BHED T 4 —F Y ICHNT BT 2 b BT 4 77 AT DX I IHEET BRhkIx 2 A T DT 4 —F ¥ T
I, TNHEEAZRT7OY LAVY—L LUTHHTACLIEITEERA. AZXAINVEFERIT S, T40—F v 7%
Lightning Boy Shader / — Rkt 9 288 LICAZ AN E RS T 7R Ray 7 LES, RGOV b
GENTVRRENSHD ET, &

AZAWEZEDT 4 —F v ICBHEHATEETH, BHEIZTA MHPROARBENERZL 25 LFET, ORI,
TJL—DrS50Yvay b—VTHROGEZFICHNE T, TORY, EHENET A —F v ICHIZEEORLNE %
BIMLT, KOOIV a VKT 228D LET, AXAIVHEELEZVWKIICAZ 256
. RSNz T 4 —F vy DRBICHATII AW 20 THERLTLIEI W,

ARZANIE, RSN T A —F ¥ DTNV T 7 OBREEHELET, MOBERIIEDY FH A,

Halftone Style
IN=T b= AZAIE, BRENTT 0 —F v ZIBED XS GN—T b= INZ—CEWBLE T,

v Lightning Boy SHE

HALFTONE STYLE APPLIED TO A KEYLIGHT

Screen-space: CD TR T 1k, T AF ¥ EEZ UV E—FNSAAT E—RIYIOEAFET, 7
TT47WTBL, NZ—VEAATOEEREINTZADOXSICA TV 27 b RIESICREEINE
ER

Repeat: CO /T A E Ry FOBZFIL £, VE—MiEZE<T5L, MENKOMN< KD
ES

Thickness: 2O 7 /87 1%, & R FOlEZEFIEL F 9,
Ratio: 2O 7 /87 1%, Ry FEKEHEICOMNS 0.5ICA—)V L., RICEE SN 0515 11

27—V LET, RN 0.5 DS, F Ry MEIHWICAZ ) — V22l C2IcMEIC R D E£3H5, UV B
R FH T 255 AL R R E80H 0 £T,
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Hatch Style

INGF VT AZAVE, BRT VAT Y ZHEH LT, EENT 4 —F v Z2—EOVHTHRICEH LIS, 7aX
INY TV TNREVERRT B, BEONY F 2T ZAZAND LAYV —T2BAERET, TNZTIICEK S REEE
HIRL, 94 FOHIPHE RSN I AL I E S LT, WERZMERRTE XTI,

v Lightning Boy She&

@
K1 Key Light*

Q @)

STACKING MULTIPLE HATCH STYLES T0 CREATE A CROSSHATCH EFFECT

Screen-space: C DT HIST 1. TV AT ¥ EIEE UV E— RASH AT E—RICYOBZET, 777471
THE, NE—VREAATHLREINIADLSIICHT V27 b LICESICREEhE T,

Repeat: {1 ZHIHILEd, VE—MEZm< T L, MBBRKOMN<ADET, K BROEZHIELE I,
Offset: 7z /Ny 7> 7/ ICEEICHEE L £ T,

Rotation: D EZZHL £ I,

Distort: / ¥ X 7 7 AF v ICHDNTTA v Z2BH LT,

Distort Scale: Distort 71/87 ¢ TEHENZ /A X T AF YDA —)VEHIHILE T, Distort B0 ICREIN
TWBLEIIREDIH D FH A,

Erode: / 17 X 77 AF v ICHDWN TNy F 2V FOREDOEB A IEZRICLUE T,
Erode Contrast: Erade 71/87 ¢ TEHENS /A X TV AF v OFRLIM I ZHIBIL F£ T,

Erode Scale: Erade 710/87 « THHAENE /A X T AF ¥ DR —)VEFIEILE T, Erade B0 ICHREINT
WAGEIFIRDNH D FH A
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Painterly Style
Painterly Styleld, 77 AF ¥ ZfH LT, #HidNic 74 —F v 24 FRODL AV —ICAH L X
ERS

7 HARD 2 RAKE 3 SPECKLE 4- cLoup

Preset: 7 7 AF ¥ IRA AZa—%FHLT, POOTVtLy k75 Abu—Ih 58 IRTEE
T, ROVICHAZL TIAF Y 2ENTZ L, TNSEFNUIMOT 7 AF v ICHICE SR
TEMTEET, Painterly Style WHEEES %1ClE. WAZL TV AF ¥ 2T —LLVAICZAINFERT %
RENDH ST EICFERLTLIEE N,

Screen-space:C DV NT 1 &, T U AT v EEZ UV E— RS AAT E—RICYIOBEAET, 7
U747 BHE, TIY A=V @ ARATHLEEINADEIICA TV 2/ b RICESICHE
ENEI,

Repeat: CO T/ /87 41375 Abu—70HZEHIEILET, VE—MiEELITB L, MEHNED
Mz X9,

Softness: CHOT T 4 1d. XAV AbA—27DOTy VN EDRERINC RS 2RELE T,
HAEARDOR SN T 22T B1id, R DICER I NTEBEOR SN EEA L THATLEE L,

Rotation: 2O /7 41375 Aba—rZREEZLE T,
Anisotropic Style

T, EHEOFERN G T «+ —F ¥ ZHEWER NG ER L, Z2OXSICHES7HDN L D
DX Ty g ERELET,

ANISOTROPIC STYLE APPLIED TO A SPECULAR
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Anisotropic Styleld UV FEfRZfEH L CIEL KBERES 2728, B EEICHIND K 5 ICZ 2 < &6
ERH D FT,

UV WRAPPING PROPERLY VERTICAL
DONE FOR ANISOTROPY l-[-ILJE:]I‘.F'I“r

UVMap: v 57 Z—DN\T7%ZFTTIKTYIV T LTTIAFXY I T LTED, ThEEZELEL K
WEEE. A7 Y27k T Z UV Ry TNICBEILC2&EHO UV Xy IRBINTEE T, ZTD
%, UV TanTF o 2#HHLT, ZOH LY S VI TEET,

Thickness: Anisotropic (32771%) #REDHHAIE. BOEAEOS A Y ZH L Truo ik iz il
R 2ZLTd, TDH, 2L DEH. AnisotropicD /KA —1) > 7 72 BRE) 9 % K & 7 b [ S
PHZ S 2 DRI T S, |ESMODRAT—) ¥ %% %121E. Thickness 7137 ¢ Z{HH L
X9, 0% 1129 % EuDHEHREDENZREN, 2K < I 2 EEEAICHNL T, RLICHEED
ARV THERRENE T,

Softness: D7 11/37 1 &, Anisotropic (J2/51) MEDHE Y v —TTHsM. £LEVTIFTH
BRZPELXT, 211292 LIFHIHBL, EZ20lcd2etl Y2 —FT 4 TDTZADEKS
IC¥ ¥ —IC7R D £9, Anisotropic (3751 DDA ZFEET B1Cid. KO D ITTOHTER SN E 2
ZHLUET,

Range: C D7 1/37 ¢ &, Anisotropic (%751 SR HEOY A X &2 Hlf L £,

Fade: 2OV 07 1iE, A7V 27 FOIRGEDIWCONTEAGMZ T 2 — K7 MLET, T7%
VR TIRAEMCZ>TED, EE 1 TY, Anisotropic (5 ZX v VETEEIHZICE, Tr—
RMEZ 0 ICEHLE T,

Stripes: CO T 11k, |ERA NI A TZHEH LU THEHERGDEY AT LET, lizikids L,
BARODHINRIZI DY A7 ENE T, fHZKE < T % & Anisotropic (M) MMRLICHA THEE

ER

Repeat: COTNRT A BA N TATOHZRELE S, VE—Miz®E<T5 L. MERD X DM <
RO ET,
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Deform: C DO/ 1/87 ¢ 1d, BEEHSKGHCUTHED/ISZ—VZER L ET, DA XA IVIE, Complexity ®
fHIC K> TREDET,

Complexity: Z D7 11/37 ¢k, Deform /8T A—2N0 KD KELHRESNTVALEAICOHEELE
I, 2R T 5L, IEFITHMDOVT « T —IVZIHA TV TVEZDXSICRAE T, H2K<T5
L BREE N ZADEDOXSICEDXT,

Camera Offset: 77 X5 A7t v MlZHE LT, 71 X5 2[H#5d % & Anisotropic (B2/51) A7
V7 MR- TREICKEHTEXIICTZTENTEET, 0 ZMHTS &, Anisotropic (/57
M) BHICATEDNEICHED £,

General Offset: C D711/ 7 1 1d. TXNTDH X TAEEMN S Anisotropic (F5ME) 27— uict 7
Yy bFBTEERNT, HAT ATy b EFRBRICHEREL £,

ADDITIONAL OPTIONS

Iy b7 2w TERETER LI [ R—A =Dy b7y | REVE [(R—A TV T IV RE I
AT, LBS 7 KAV /x)Ncid, ¥ —R =T % & TIFED FIEZ @it T & 2 tho H#A4
Ta v ohbH b ET,

Ground Material

[(R=ZA TV REVEFKEIC, TOREZVIT 7T 47T VT IV EEEHHMZZ LICK-S
Ty BIRLIA T Y27 MCEANZRT SO R =7 7))V EEID L TES, EHNE. LBSIT U TV
DEIBFYIT IR F—FAPLIEIHBNIC, TI5TRTUT7INET Y RUZHRET 5015
F—IAM2MHHTEL T, TOTIUINETSTVR TL— VAT L, fEEnsd vy
R B SMZEET S %, F¥ T 7 X—DIRIAZH#T L2 ENTEET,

Clean Up Duplicates
Oy —rhET U7 INEEBENTSE, A VAZY AR CARTIZERAELTVWAEIICHATE, 7
O—/VVEEIR) 73N B0 ET, TOREZVIE, FHEI 370 VVikERBIELET,

Sort Shader Layers

CORE 2T % &, %K L7z Lightning Boy Shader
J—RDLAV—ODfFZZEZEHTEET, ThiF, K&
BLAY— RAZY TDREZRICH LNT 4 —F v ZiiA
L. AT T Ty a—R—Z2@Har /)81 )b L ix»
AR TS, KIS T EROEHZEMHL
TLAY—%BEL, oKl ZZVUwZLTa3Ivk
LET,
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Match Global Settings
Lightning Boy Shader / — Ricid&, 7 H—/NVLVaREIC RGB 7—7 3 pRESSTAB T0 REVEAL GLOBAL SETTINGS
BONGENTED, TABTA YV EATZYIDVEAZ T ENTEE

o TIAHIVETIE. A VARV AKIFZEATT, THUd A—7
MY —2VAHNDFTXTD Lightning Boy > = —XIHEERE 525 b il
ZRA L, KHIR ) T —ii8 2 L OfSHICITS CEDWTEET,

v Lightning Boy Shader

[LBS H—T DEID YT KRRV EIV 7T B, BRLIAT
Vr 7 FDOTXRTOD Lightning Boy Shader ./ — RIZHI|D 7 a—s3)b
A VAR AL TREOYTCEHT N TEET, Thud. —V 0%
DO EREGZ I, H—DA TV bEREFYy I I X2
D RGB 71— 7 2% L I WS RHCERI T

RGB /1—7 Tm/87 1 cid. PNBEHEASA X—tHDET, il
BT UTICEDRE D E R 52 50 Z2HEILE T, A7
(Z4 bR E) 28 LT, FEDTEEA RGB 11— 7 D 2%
ZFENKIICLET,

Opacity.

dd Solidify Outline

KA RFIVD [V U RMET Y S A voih] Z#HdT2 L. YUy MEET o 77 A V2
TATIV2 7 M b=V T oAV ZABMNGEINTE XS, 2D 7Y b T+ UHEEE MFEIEL
I, (2D Ouline, p.15), TDOJ1EIFKIRE LT, Blender TV b F A VZ2{EKT 2 & i CF
TEB/51ED1DTT, FMUEZHEHLTVWARD, WADOXATDOT Y 5422y —LLAIC
AEDEBZTENTEET,

NO QUTLINE SOLIDIFY OUTLINE APPLIED
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(VU RMET7 T S 54 728N A2 2T 2551 RDO2DODF T aryond iz E#RLE T,

1. 7V 7 L CH—-DmRTFEZAT Y7 P RRITERL X,
2. Shift F—Z M LENS 7V Y 7 LT, XTUTIVTEICEEDT I NI A Y ho—=EHLET,

ETTELRWVWT Y S oAV EMGHLUEWEGES
. REVEIVYIFTBETTY, k2
L. X ORISR N A E R Ek, e X
. —EOERIEROFFICL, Fv¥ Ty R—
DOHLDBEICIHZ WAt Z IS 23551, Shift
F—WLENE Ty I LET,

EBL5DEEE, Solidify €7« 7 7 A VA
7Y MaBmEN, LBS 7 R4V 3%l
TEEOBEEIZHETEAXIICEDET,
EEDEIICHZ 720, RL THRA 355

W, 7V THEEZR L TATLET Y, [T
V7R T xRS e, 1 DEIZERD LBS
RTUTIVDT T T AVIMERENTWS
EMDONDET, RYIDA T 3 v EFIRL
7ZHEE. O 1 D07 7IVEEICR T
U7V A% 7 D—F FICENTL 72X,

SINGLE OUTLINE COLOR (MATERIAL OFFSET -1000)

LBS Material Outline
LBS Material

LBS Material 2

LBS Material 3

LBS Material Outline

LBS Material
LBS Material 2 Outline

LBS Material 2
LBS Material 3 Outline
LBS Material 3

Solidify €74 7 7 AYVIET U 7))V ATy b -1000 ZfEHT %728, Hic—HFLOEDERINE
T, 2H/BEDA T > a Y EFRLIZGEAE, COBRERTITIVATEY 1R EINTVSTZ

b, ZITVT7NVD LTI IAY TV TIVHAREICZDET, 7 NIA4Y T T7IVIEFHT
ERL L. #HTLWLBS T U7 )LD RGBT 20880 H 5780, LT U 7 IVZIERT % & &1

DICHEBELTLIEE WY,

T NIAYTUTIVE Solidify €T 4 7 7 A 7 DHRNCIIHIC Outline] &V 9 HEEZZHTL 2
TV, THUE, T RF VD BS SRINICEKIRT B12DICT FA VIR TF—T— R TH57DHTT, LA
AIO7T 0T 7 M5 TIC Solidify 7V I A ATV 7 MAEHEINTED, ZN 5% LBS 2.1
WCHEIE LT2 WG SR, LBS SR IVICERREND XS ICHRTZEET 2721 T,

COHETIERE NI XRTDT Y b IA4 2 <71 7)ViE. K7 SolidifyOutline ./ — Rz ffif U %
9, CTHUd. Lightning Boy Shader &L lifT L TEIFEST B K IICH AR LAA FENTED ., eREEANE
Y R—FLTWET, (Using Transparency with a Solidify Outline, p.26) ¥ x—%& T7 1 X ® Shift-

A= a—2FHLTVDOTEFRTEET,
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TRANSPARENCY

Lightning Boy Shader 2.0 (&3 CISBEHEZHHLTL
AY—%T7 LY RLTWET, Lightning Boy Shader
J— FEROTERGEREZAEMCTH LT, Th
EELIKLANWE EFRTENTEET, Chuck
D, LAY—7% 3D ZEMIFENMELRE, HEDHHE
FDOBURGE NN ATREIC R D X9,

FERITBHEZAIMMCT BIciE, 7V 7L TR
TA>SRE>T LY R E=—RIIBHL, NEHHLST
WI77 LY RERETIVIT 7 Ny Y2l BHLE
T YI—RDOR—Z NT—hHRTIIEBEHIKE
D, 2DDH L7187 ¢ A Lightning Boy Shader
J—RIZERENET,

Alpha Mask: 2O 7 /87 ¢k, A7z MR
ENTVAHEDHEICEDNT, A7V 7 FOFFE
DO ZBHICLET, TTTHEETE 23 DOITHIE
BHOEA, VIT7—arhoDRAIWN, 7
WI7 TOAF ¥, fBHAZA)VEEEGELIE2D 7Y
FoAVIRE, AENZFRELTIIREW,

CHANGE THE BLEND MODE

¥ Settings

Backface,Culling
Blend Mode | Opague
Shadow Mode  Opaque
Clip Threshold Alpha Clip
Alpha Hashed

Alpha Blend
Refraction Depth

Render polygon transparent, depending on alpha channel of the texture.

Pass Index

v Lightning Boy Shader

2 TRANSPARENCY
PROPERTIES
WILL APPEAR

©) Alpha Mask
[®  Shader Opacity

Shader Opacity: CD X T 1 XiE, ¥z — X RZEZREITHIINBEHICLET,

Shadow Mode

OPAQUE SHADOW MODE ALPHA HASHED

Vr—HOBHERZEERL THZF Y AT B5513, v

Ry E—FRZ7INVT7 NNy YalilEHLET,
FTUUTIHREDT LY R E—RDTSRCHDFET,

Limitations

g, <

AlphaBlend i SS7 VBV N A7 )Vv—a v E HHENH O £
o TIVT TNy aldT LY REUTHAT 28NSO ET
F7V 7 b ETHEZEROT YTk F 7 )— 3 U

HDE—FR,
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Using Transparency with a Solidify Outline

Solidify €74 7 7 AVZMHH LU TEPHA TV 27 bDT T T A U Z2HRT %56 (Add Solidify Outline,
p.23), 7 N IA Y T UTIVDEHEENT T 7T 4 7T 208N H D 9, X Lightning Boy
Shader /— R EFRIUXIICHEEL £, TV T7I T8 T 4TI LY R E—REEHT ST,

W07V 7 VEYAY ELTHIENTOS /— RERTHE LT EEW, fEAE, FI7—

VavEMEHLTA I Y2 hO—HEIEFRICL, ZORUCTIT—2ayEZT7 I8 A4TVT
JVTCHEEL T IV T 7 RAZICHETA2 LET,

ACTIVATE TRANSPARENCY ON OUTLINE MATERIAL

LBS Material Outline
LBS Material

Shadow Mode | Opague

None

Opaque

Alpha Clip

Alpha Hashed

DUPLICATE ANY TRANSPARENCY MASK ON BOTH MATERIALS

v Lightning Boy Shader
v Solidify Outline Shader @

Shader @

g @
i » Spherical Gradient* | & ! @
A O Alpha Mask b » Spherical Gradient* | .

© =0 Alpha Mask
Shader Opa 1.000
A Shader Opacity

TECHNICAL SUPPORT

T4 =R\, YR—=F, FLEY =X —DOHPICNTRILS—DRE LGS
¥, team@lightningboystudio.com % T &L /272 < A, Twitter @LightningBoyStM I A v & —T%
BRLTLES W, BATYHR—-FIETWZEET,

TV P TCDY =R LUATH > TOEREFNUEREVTT, BOL Y bR T 7w 7
ZAFT BT, uouTube Fv U RIVICEEET BT E 2 ENHNTLIEEL,
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FREQUENTLY ASKED QUESTIONS

How do | know if I'm using the latest version of the shader?

TNz 5 iEEDTEE, Lightning Boy
Shader Gumroad page /N\—3 3 > & H e
DervarEFIvITEON—FRN
T, ZD%. Preferences > Add-ons
Ty AVAF=ILENTWVEN=V gk
—HLTVENEIDEMELTLIEE, Add-ons

Editing

Anirmation

Internat: [ 7] Documentation

= blEs., Yo —X—%EHd % 72 TE A— )L B3% D F9H, KRBlenderz i LWWN— g VI
T T TL—RLUIEEER, MOHOBEMENTWS KSICRZS L&, HHZREL THERND
T Sz, T=FICGumroadX—I B F v 7T 5DOMENTL X D,

How do | update the shader to a new version?

%ﬁ' IN— “/ =) ?/% /( Ve X ]‘ —) I/VQF - _ ! Lightning Boy Studio, Kolupsy

BENC. 7 RAVOBmEEREH, ks

SLARIDT B4 2725t 2 HIRR -, Remove

L ) Blenderi&;ﬁg? L T < TC\ é ol Delete the add-on from the file system.
A

Blender ZHiiCE L7z 56, HILWY z—X—ZlHEEBOA VA M)V TEET, 7hU Y hcadA
LT, Gumroad B S&EHiD zip 77 ANV EX > Oa—RLES, 7hUY  eBfbThynigs
., DY =R —DWEAIHEH LIZA =V RLAREHA LT U Y hEERTE 133 T,

_..:.:1-:"’_¥ LIGHTHING BOY SHADER 2.1 Content .
g %“\ Hl“ IH'ENPH S"LE Eiles Download all v
A4 4 W tenaer 8l sessssssanas,
> 2 lightning_boy_shader_2_1_3 e
i ?‘
LTS
Lightning Boy poe| Lidhtning Boy Shader 2.1 User Guids Download ki Send to Kindio m

Shader 2.1 - Make
Any NPR Style
(Blender 3.2/ EEVEE)

@

Open in app

Archive

Your rating:
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Why do things still look odd in my scene after installing the latest
version of the shader?

V=AU AL, (ERT 2H L/ — RDMERICRHTOIREIC &
DEF, /2L, Yo —RAEEH LRI =V E2WEEIE. DL
HID/ — RZ2FECEHIT2LENHD XTI, TNEZEHTBIC

X, LBS /S3)VD FEICHEI L. [LBS HH| 7> a v AEEMLT, [HW ¢ LBS Updater
J—FOEH 27Uy 7 LET,

Update Mode Colors

Update Outdated Nodes

What is the button Update Node Colors for?
Blender 3.0 DZATHIC KD, 2.93 LKL TLBS /— ROBMNFICHZ S X310 ELE, 3.0&D
Hi®D Blender TIERKE NiziVW I —2HH D, /—ROAHT—HEYNC A BZWERIE. TORZ V7%
LU CHEEONEICKET T ENTEEXT,

Can | use the shader in a game engine like Unity or Unreal?

BN S, TODY x—%—I% Blender/EEVEE & DAHHEMENH D £9, FROMEEEEZITIE, IR
LI =L LYV YNTY o —X—Z T 3 08N H D 9,

What if | have other questions?

fthic EMHH %A%, TLightning Boy Shader - Beginner Guide - Shading and Modeling Tips| % &
ETEICES>TOWEWEAIR, $93CEICAZ ez LET, ET4A0diHZEMTZ L, X
TOEZFRTEET, UM LESHEIEOEMMNT TICEZALNTVANE LNERA, £95 Tk
WIEHIE. AV IZERLTLZE N,

TA4—FNw 7, YR=bF, FLEYz—FX—DMEHPINTRZ T —DRELIGEG
&, team@lightningboystudio.com X T g /272 < . Twitter @LightningBoyStM I X v £ — 2 %25
LTLET, BATYR—FIETWVWEEEET,

TaY 7 b TCDY =R =R UATH > TOERTNEFEWVTT, BinDt Y k72
Z w7 ATFI BIiE. YouTube F v V RIVICEERT BT L2 NENTL T,
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