


WELCOME TO THE SUPERLINES MANUAL

SuperLines is a free shader designed to improve wireframe shading capabilties.

1. How to use the SuperLines shader

Add the shader to the Diffuse texture list of the
object destined to be wireframe rendered.

Activate the “Shade Lines” option in the object’s
Shading Tab.

The shader can also be applied to and object
with lines geometry; such as imported wires
and plug-ins like Trestle that generate lines
facets.

Note: the SuperLines shader is known as an “illuminator” shader. In EI terms
that means the shader overrides the standard shading system responsible
for illumination calculation. Only one illuminator shader can be applied to
a material. Superlines should not be used together with other illuminator
style shaders such as MForge.



2. Checking Vertices Normals

For objects that have no vertex normals, the Camera ignores the “Shade Lines”
option. The SuperLines shader isn’t activated, and such objects are shaded
with the diffuse color while ignoring scene lights.

If you’ve seen this happen within your rendering, please check the object’s
vertex normals. You can do this by opening the Texture Window and activate
“Show Vertex Normals”. If you do not see red lines eminating from the model
(those are the normals), then you need to re-import your model with the
“Recalculate Normals” option.

3. The SuperLines shader Interface

� Shade Lines as Cylinder – this checkbox (ON by
default) informs the shader to shade each line as a
cylinder. Turning it OFF forces Superlines to average
the line’s illumination. This reduces the anti-alias
requirements and is usable for lines with a size of 1.0 or
less.

� Falloff Angle (Diffuse Panel) – imitates a volumetric
effect for shaded lines.

Note: if a shaded object has
a non-standard (not
1.0) Diffuse Falloff, it
will be applied as well.



4. Handling Specular

When using the Superlines shader, the following settings in  the object’s materials
Specular Tab work as normal:

- Diffuse Bias;
- Amount;
- Specular textures;

Important: All other specular options are ignored by the shader.

The shader provides an Anisotropic Specular calculation that is more suitable
for lines. Simply set the same values for “U” and “V” if you need a highlight
similar to that of a standard phong model.
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