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INCLUDED ARE THREE VERSIONS, EACH WITH
DIFFERENT POLY COLUNTS. PREVIEWS OF THESE
TYPES ARE INCLUDED. THERE IS THE 'FLILL

" (THE VERSION PICTURED THROUGHOUT

THIS GUIDE, THE ' " (THIS IS THE
B800TS WITHOUT ANY ADDITIONAL DECORATIOND
AND THE * " VERSION (LOWEST
POLY VERSIOND.

hain an: Default Ver: FullVersion ~ Chainan DefauItVersion F Il Version
Zp! Zpl ss Preview Preview

80TH THE BLENDER FILES AND FBXS ARE INCLUDED

. Individual Shoes THE |N5IDE OF THE FOLDEQS
LOOK LIKE THIS. THE °

A Fully Rigged " VERSION 1S RIGGED TO
THE

B Fully Rigged.fbx (FLAT FOOT) WITH THE

, ARMATURE INCLUDED. THE

S e " VERSION HAS NO

B Unrigged fox VERTEX GROUPS OR ARMATLIRE
INCLUDED.

INSIDE THE INDIVIDUAL " Left Shoe Unrigged
SHOES FOLDER ARE .

THE INDIVIDUAL SHOE M Left Shoe Unrigged.fox
FILES. BOTH BLENDER  Right Shoe Unrigged
FILES AND FB8XS ARE

INCLUDED I Right Shoe Unrigged.fbx



. INCLLIDED WlTHlN THE
BB Customisable Textures " fFOLDOER
COR INDIVIDUALLY
DOWNLOADED) ARE
BB Plain Textures THE FOLLOWING
TEXTURE PACKS.

THE * " CONTAIN THE
TEXTURE FILES FOR REALISTIC LEATHER AND DETAIL
TEXTURES. THE ° " FOLDER
CONTAINS GLOSSINESS MAPS AND PREVIEWS OF
EACH. THE * " FOLDER IS JUST A
FOLDER THAT CAN B8E QUICKLY EXTRACTED TO UNITY
TO QUICKLY SETUP THE BASIC * " LOOK.

el EE Mgy ¥y

De’(a led Metalness Normal Maps Stock Textures Black Black Metal ~ Black Black Metal ~ Black Black Metal
sssssss Black Stitches Black Stitches Red Stitches
Preview Preview

SR T

Black Black Metal Black White Black White Black White Black White Black White Black White
Red Stitches Metal Black Metal Black Metal White Metal White Metal White Metal White
Stitches Preview Stitches Stitches 2 Stitches 2 Stitches Preview Stitches

BB Leather Detailed Textures

FOR THE * "FOLDER IT IS PRETTY
MUCH THE SAME THING. THE 'CUSTOMIZABLE
TEXTURES' FOLDER IS EXPLAINED ON :




EVERY DETAIL ON THE SHOES ARE TOGGLE-ABLE
AND MODIFIABLE. THIS IS DONE USING
SHAPEKEYS. THESE CAN EITHER BE SET BEFORE
THE AVATAR USING THE ASSET IS UPLOADED OR
SET/MODIFIED IN-GAME USING TOGEGLES.

THIS, ALONG WITH THE PRE-SUPPLIED (OR
CUSTOMIZED TEXTURES) ALLOWS THE SHOES TO

8E

WITHOUT EVEN

HAVING TO GO INTO ANY OTHER SOFTWARE!

THIS MAKES IT MUCH EASIER THAN EVER TO GET
THE EXACT LOOK YOU WANT AND B8E COMPLETELY

UNIQUE.

CHAINS

TOE SPIKES
PLATFORM STUDS
SIDE BUCKLE
HEEL SPIKES
SIDE SPIKES
HEART SPIKES
HEART STUDS
HEARTS
PLATFORM TRIM
zZIp

PLATFORM STUDS BIGGER
PLATFORM STUDS SMALLER
TOE SPIKES BIGGER
TOE SPIKES SMALLER
SIDE SPIKES BIGGER
SIDE SPIKES SMALLER
HEEL SPIKES BIGGER
HEEL SPIKES SMALLER
HEARTS BIGGER

HEARTS SMALLER
HEART SPIKES BIGGER
HEART SPIKES SMALLER
HEART SPIKES BIGGER
HEART SPIKES SMALLER
PLATFORM BLICKLE
SMALLER

CHAINS THINNER

CHAINS THICKER
BUCKLES THICKER
PLATFORM TRIM THINNER
PLATFORM TRIM THICKER
PLATFORM TALLER
PLATFORM SHORTER



HAW TQ USE BLENDSHAPES

Store 3+ Animator i @inspector M Occlusion ai
& - 70 i v X i~ Gizmos < @, © shoes Suatcv o
" Tag Untagged ¥ Layer Defauit ¥

:

WScene | omGame @ Asset
Shaded v o "

CLICK THE
‘BLENDSHAPES'
DOROP DOWN.

MODIFY FOR
SIMPLE, EASY
CUSTOMIZATION.

Chains Off

0

SELECT THE
ASSET ON THE
AVATAR

Chains Off —0




AN EXAMPLE Qf cUSTAMIZATION USING
ANLY THE INCLUDED SHAPEKEYS, A
NORMAL MAP SWAP AND A TEXTURE

cRANGE (ALL INCLUDED)

------ TOGGLES ----- @ 0

Chains Off o0

Toe Spikes Off ® 0

Platform Studs Off o0

Side Buckle Off ® 0 Side Buckle Off 0
Heel Spikes Off o0 Heel Spikes Off o0
Side Spikes Off ®e 0 Side Spikes Off - ® 100
Heart Spikes Off o0 Heart Spikes Off —®10
Heart Studs Off ¢ 0 Heart Studs Off o0
Hearts Off o0 Hearts Off e 0
Platform Trim Off ¢ 0 Platform Trim Off 0
Zip Off o0 Zip Off 0
---- MODIFIERS ----- e 0 ---- MODIFIERS ----- o0
Platform Studs Bigger @ 0 Platform Studs Bigger @ 0
Platform Studs Smaller @—————————————————— 0 Platform Studs Smaller @——————————————————— 0
Toe Spikes Bigger e 0 Toe Spikes Bigger &0
Toe Spikes Smaller ~@——————————————————— 0 — Toe Spikes Smaller &0
Side Spikes Bigger o0 Side Spikes Bigger ®e 0
Side Spikes Smaller ~@—————————————————— 0 Side Spikes Smaller ~ @ 0
Heel SpikesBigger ~@—————————————————— 0 Heel Spikes Bigger &0
Heel Spikes Smaller ~ @————————————————— 0 Heel Spikes Smaller ~ @———————————————— 0
Hearts Bigger e o0 Hearts Bigger & 199
Hearts Smaller e 0 Hearts Smaller o0
Heart Spikes Bigger @ 0 Heart Spikes Bigger 0
Heart Spikes Smaller @——————————————— 0 Heart Spikes Smaller ~ @ 0
Platform Buckle Smaller @ 0 Platform Buckle Smaller @ 0
Chains Thinner e 0 Chains Thinner e — Y
Chains Thicker o0 Chains Thicker e 0
Buckles Thicker e 0 Buckles Thicker ® 0
Platform Trim Thinner @ 0 Platform Trim Thinner @ 0
Platform Trim Thicker ~ @ 0 Platform Trim Thicker ~ @———————————————————— 0
Platform Taller e 0 Platform Taller —®—— 806
Platform Shorter ® 0

Platform Shorter 0



THERE ARE 3 DIFFERENT TEXTURE
SETS INCLUPED.

‘LEATHER DETAILED
TEXTURES ARE PRE-
MADE REALISTIC
LEATHER-LOOK
TEXTURES (60O
INCLUDED).

‘PLAIN TEXTURES'
ARE PLAIN TEXTURES
WITH NO B8AKED
DETAILS. (57
INCLUDED)

‘CUSTOMIZABLE
TEXTURES ARE
TEXTURES MEANT
FOR WHOLE SHOE
coLouR
CUSTOMIZATION
WITH ONLY A
SINGLE
MATERIAL/




SIMPLE PQiYQMi 8.0 SHAPER SETUP:

WHEN FIRST
IMPORTED THE
SHOES WILL
LOOK LIKE THIS.

SELECT THE F8X
IN THE ASSETS
SECTION.

ON THE RIGHT SIDE SELECT THE '

WATEDIALS TAR' THEN CHOOSE ‘EXTEONAL  Ewertd
MATERIALS' THIS WILL GENERATE A FOLDER
CONTAINING THE MATERIAL

o g i i
Material Creation Mode Standad
o B —
Naming ByBaseTextureName v
Search Recutsive-Up Y
QT
Revert [Apply.
SELECT THE
MATERIAL.

CHANGE THE SHADER TO
‘POIYOMI TOON 8.0

© Inspector % Occlusion =

. Boots ]
Shader

(al )

Rendering Mc

S Poiyomi Outli
©Albedo voml Outine
Poiyomi Outline Early

Vet iy Toon 1

Smoothi  Poiyomi World
Sourc




CHANGE THE COLOUR TO PURE WHITE SO THAT IT
DOES NOT CHANGE THE COLOUR OF THE TEXTURE
IMAGE (UNLESS YOU WANT IT TOD.

oxu
hoe L0 A
Poiyomi 8.0.426 A@
Lock In Optimized Shader
lick a property if you want to animate it. The shader will
Opaque -
4 i
=] I - O

orma
©Alpha |

Alpha Cutoff ° 0.5
> Color Adjt Py
» Alpha Option '. 4

OROP THE DESIRED COLOUR, METALNESS,
SMOOTHNESS AND NORMAL MAP IN. (THESE ONES
ARE FROM THE STOCK FOLDER, WHICH WILL GIVE YOU
THE DEFAULT LOOK. 8UT YOU CAN USE ANY OF THE

INCLUDED TEXTURES).

ON T

Black Whit... Boots Full Detail Metalness Upper Satin

CLICK ON EACH TEXTURE AND CHANGE THE IMAGE
IMPORT SETTINGS TO THE FOLLOWING (INSIDE OF
THE INSPECTOR). THIS WILL GIVE YOU DECENT DETAIL
WHILST SIENIFICANTLY REDUCING THE FILE SIZE.

Default = = L] 8
Max Size 4096 v
Resize Algorithm Mitchell -
Format Automatic v
Compression Normal Quality v
Use Crunch Compression v
Compressor Quality L 50

Revert  Apply



DRAG THE COLOUR AND NORMAL MAP IN, CLICK *
" IF YOU DIDN'T ALREADY SET THE NORMAL MAP
AS ONE.,

‘T Boots PR I
. Shader .poiyomi/Poiyomi 8.0/Poiyomi Toon

Lock In Optimized Shader

a Animations don't work by default when locked in. Right click a property if you want to animate it. The shader will lock in automatically at upload time.

Rendering Preset Opaque

Color & Normals PaY-H
Color& Apha I O -
'-q oTexture 2.80 MB
B oNormal Map 2.80 MB
This texture is not marked as a normal map

Fix Now

SCROLL DOWN TO * " AND DROP IT DOWN.
SELECT ' " AS THE LIGHTING TYPE (OR
WHATEVER YOU WANT), PLAY WITH THE SETTINGS
NOW CAND LATER) TO GET THE DESIRED LOOK.

Shading (>3
Light Data PaY-JH
v Shading A

Base Pass Shading
Lighting Type TextureRamp -

Shadow Tint N

0 oLighting Ramp B | 858
Ramp Offset L 0.254
Shadow Strength ® 1
Ignore Indirect Shadow Color ® 1

Add Pass Shading

Lighting Type Toon

Gradient Start [ 0

Gradient End L 0.5
Anisotropics [<>3H
Matcap 0 PaY=-JH

TIP: IF THE SHADOWS LOOK TOO DARK
TRY ADJUSTING THE ' g



SCROLL DOWN TO ' (e
DOROP IT DOWN. SET REFLECTION, SPECULAR,
METALLIC AND SMOOTHNESS TO 1. THEN, DROP
DOWN * ‘. PLACE THE METALLIC MAP AND THE
SMOOTHNESS MAP INTO THEIR RESPECTIVE SLOTS.
FINALLY, CLICK CONFIRM MERGE. THIS WILL
GENERATE A SINGLE FILE THAT IS A COMBINATION OF

8OTH MAPS.
Rim Lighting 4
v Reflections & Specular Pl
Reflection Strength ®1
Specular Strength ®1
Metallic ® 1
Smoothness ® 1
Reflection Tint _ Vd off v
Specular Tint _ % Off v
W oMaps [Expand] 178.96 MB
"™ © R Metallic Map Inverted: Max v
' © G Smoothness Map Inverted: Max v
© B Reflection Mask Fallback: 1
© A Specular Mask Fallback: 1
Confirm Merge Revert
Tiling X1 Y1
Offset X0 YO

SELECT THE SMALL ICON FOR METALLIC MAP AND
THEN PRESS THE BACKSPACE KEY. THIS WILL REMOVE
THE IMAGE FROM THE SHADER EDITOR. DO THE SAME

FOR THE SMOOTHNESS MAP. THEN, DROP THE

GENERATED COMBINED MAP INTO THE ° " SLOT.
I Maps [Expand] 2.80 MB
© R Metallic Map Fallback: 1
© G Smoothness Map Fallback: 1
© B Reflection Mask Fallback: 1
© A Specular Mask Fallback: 1

Confirm Merge Revert



MAKE SURE TO ALSO CHANGE THE IMAGE IMPORT
SETTINGS FOR THE COMBINED MAPS IMAGE.

Default (] = L] 8

Max Size 4096 v

Resize Algorithm Mitchell v

Format Automatic v

Compression Normal Quality v

Use Crunch Compression v

Compressor Quality L 50
Revert  Apply

NOW PLAY WITH THE NORMAL MAP INTENSITY TO GET
THE DESIRED LOOK.

© Inspector & Occlusion =
4 Boots exu’
Shader .poiyomi/Poiyomi 8.0/Poiyomi Toon v
+ N O oiyomi 8.0.426 YO
Lock In Optimized Shader
Q Animations don't work by default when locked in. Right click a property if you want to animate it. The shader will lock in automatically at upload time.
Rendering Preset Opaque v
Color & Normals P
Color & Alpha [ .
T ©Texture 1118 MB
- ©Normal Map 22.37 MB
Tiling X1 Y1
Offset X0 YO0
Panning X0 YO
uv uvo v
Intensity L 4 1
©Alpha Map
Alpha Cutoff L 0.5
Atae At VAV

THAT IS PRETTY MUCH HOW TO SET UP A BASIC
POIYOMI TOON 8.0 MATERIAL WITH THE INCLUDED
FILES. IT IS THE SAME STEPS FOR 80TH THE

' "AND '

4

PLAYING WITH THE SETTINGS CAN HELP TO GET THE
EXACT LOOK YOU WANT. ALSO, REMEMBER TO
PRESS " WHEN YOU MODIFY THE IMAGE

IMPORT COMPRESSION SETTINGS.



INCLUDED ARE

e A e PO CUSTOMIZABLE
i :il TEXTURES FOR

Leather Detailed Plain Detail Mask BOTH LEATHEQ
AND PLAIN.

SETUP THE MATERIALS IN THE SAME WAY AS
EXPLAINED BEFORE, EXCEPT USE THE COLOUR
IMAGES FROM THESE FOLDERS.

BASICALLY, YOU NEED TO USE THE COLOUR
THAT IS THE CLOSEST ONE TO THE MAIN
COLOUR THAT YOU WANT.

HERE *

"WAS
USED, THEN A
TURQLIOISE
SHADE WAS
SELECTED WHICH
RESLILTED IN
CHANGING THE



NEXT, ACTIVATE THE * SECTION DQOP
IT ODOWN AND THEN PLACE THE '

IMAGE INTO THE * " SLOT. (MAKE
SURE YOU CHANGE THE IMPORT SETTINGS OF
THE DETAIL MASK IMAGE LIKE THE OTHER
IMAGESD.

© e wpae —~—

¥ v Details PaY-JH

T—i ©Detail Mask (Expand) 2.80 MB

Detil Texture Tint I / of .

©Detail Texture
Detail Tex Intensity L 5.67
Detail Brightness: L 2 1.79
©Detail Normal

> Vertex Options PaY-JH

CHANGE THE ° " TO CHANGE
THE COLOUR OF THE METAL, STITCHES AND
sOLE PLAY WITH THE °
AND ' " SLIDERS TO GET
THE DESIRED LOOK.

THE 816 BENEFIT OF THIS IS THAT YOU CAN GET
A REASONABLE AMOUNT OF TEXTURE
CUSTOMIZATION WITH ONLY HAVING A SINGLE
MATERIAL VS MULTIPLE MATERIALS. EVEN IF
THERE WAS MULTIPLE TEXTURES IT WOLILD NOT
BE POSSIBLE TO CHANGE THE STITCH COLOUR
WITHOUT USING THIS DETAIL MASK METHOD.



YOU MAY NOTICE THAT IF YOU WANT TO HAVE
THE METAL 8E A LIGHTER COLOUR THAN THE
MAIN OR WHITE, THAT YOU CAN'T. THERE IS
HOWEVER A WAY AROUND THIS...

= Mipia upuuns Qv g

¥ v Details 4o
T] oDetail Mask (Expand) 1118 MB
Detail Texure Tin I - O .
©Detail Texture
Detail Tex Intensity L 1
Detail Brightness: L 1
©Detail Normal
> Vertex Options Py

+AND THAT 1S TO PUT THE DETAIL MASK AGAIN

IN THE * " SLOT. THIS HAS THE

EFFECT OF " ” THE DETAIL COLOUR.

THIS WAY, YOU CAN MAKE THE DETAIL 8RIGHT
WHITE, LIGHTER OR VERY VIVID.

» Alpha Options 46 i
¥ v Details P
T oDetail Mask (Expand) 1118 MB
Detail Texture Tint _ P off v
T] oDetail Texture 1118 MB
Detail Tex Intensity L 3.55
Detail Brightness: L ] 1.346

©Detail Normal

> Vertex Options A !




IF YOU WANT TO
REDUCE THE POLYCOLUNT
YOU CAN USE THE
ALTERNATE VERSIONS
THAT HAVE BEEN
SUPPLIED.

IF YOU WANT TO SAVE
EVEN MORE POLYS YOU
COULD MANUALLY
DELETE THE DETAILS
YOU WANT IN 8LENDER.

IF YOU START USING THE
BLENDSHAPES AND GET
THIS UGLINESS, TRY
GOING INTO THE FB8X AND
TURNING ON *

4

Legacy Blend Shape Normals v

OR &0 INTO THE VQCHAT
SDK AND CLICK '
HERE.

Active Build Target: StandaloneWindows64

IF YOU WANT FURTHER
MODIFICATION, YOU CAN
ALWAYS EDIT THE
TEXTURES OR MESH
FURTHER IN EXTERNAL
SOFTWARE.

YOU SENT AN INVITE TO JOIN A SERVER

~  LUXXIVR
g H ==-WELCOME-==



