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What is Flared2?
Flared2 is anadd-ondevelopedbyBeniamino
Della Torre forBlender 4.11 and later (for earlier
versions ofBlender, FlaredXT is available).

Itwasdesigned to allowanyone to create lens
flares in real-timedirectlywithinBlender’s
viewport, speedingupproductionworkflows
andavoiding theneed towork in compositing.

It offersmanyproperties,maximizing creative
freedomfor theuser.
In the followingpages,wewill explainhowall
the features of the add-onwork.
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Aboutme
Thank you for purchasing this product: the
development of Flared2 requiredmanydays
andnights that I couldhave spentwithmy
family.

Since this projectwas createdby just oneperson
(actually, two, sinceAlfonsoprovidedessential
technical support), it cannot rely on large
financial backing.

I developed this add-on for two reasons:

1. Professional need (I requireda tool like this
for someprojects Iwasworkingon)

2. Economic necessity (I suffer fromachronic
illness, andwith this add-on, I canafford the
daily treatments I need).

Therefore, I thank you fromthebottomofmy
heart for helpingmecontinue this fantastic
journey. And I truly hope that the result of so
muchwork canbring satisfaction tomanyusers.

BeniaminoDella Torre
Italy
info@blenderlensflare.com
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Installing theAdd-on
Versions Before Blender 4.2

1. Fromthe "Edit"menu, select "Preferences."
2. In the left-handcolumn, select the "Add-ons" tab.
3. At the top-right, search for andclick the "Install..." button.
4. In thewindow that opens, select the .zip file that contains
the add-on youdownloaded (donot unzip it).

5. Click the "Install Add-on" buttonat thebottom-right.
6. Make sure the Flared2add-on is selected in theAdd-ons
list.

7. Close thePreferenceswindow.
8. Go to the viewport andpress the "n" key on your keyboard
to reveal the sidepanel.

9. The Flared2 tabwill nowappear in thepanel.

Blender 4.2 and Later

1. Fromthe "Edit"menu, select "Preferences."
2. In the left-handcolumn, select the "Add-ons" tab.
3. At the top-right, click thedownwardarrowand select
"Install fromDisk..."

4. In thewindow that opens, select the .zip file that contains
the add-on youdownloaded (donot unzip it).

5. Click the "Install fromDisk" buttonat thebottom-right.
6. Make sure the Flared2add-on is selected in theAdd-ons
list.

7. Close thePreferenceswindow.
8. Go to the viewport andpress the "n" key on your keyboard
to reveal the sidepanel.

9. The Flared2 tabwill nowappear in thepanel.

Follow the next chapter to learn how to create a lens flare.
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Creating
a Lens Flare
1. Select the object(s) in the viewport or in the
outliner that youwant touse as the source
emitting your flare. Youcanuse a light, a
solid, or anempty as theflare's origin.

2. Choose a preset to use.

3. Then, click the "+" buttonon the right,wait a
few seconds, and theflarewill be created in
the scene, using theactive camera. Flared2
automatically adjusts to the active camera, so
itworkswithmultiple cameraswithout
needing your intervention.

4. To view theflare, youmustenter the camera
view (press "0" on thenumeric keypad) and
select theRendermode in the viewport at
the top-right.

5. If youareusingEevee, theflare should
display correctly. If you're using Cycles, go
to the next page to learnhow to set up
Cycles correctly.

Last update: september, 24 - 2024 info@blenderlensflare.com

1

2

3

4

mailto:info@blenderlensflare.com


6INSTRUCTIONMANUAL
REAL-TIME LENS FLARES FOR BLENDER
FLARED2

UsingCycles
If youareusingCycles, youwill need toprovide
the renderingenginewith the correct light
paths todisplay transparenciesproperly (since
Flared2produces various transparent elements,
fromsun rays toghosts). Themore transparent
elements generated, thehigher youwill need to
raise the "TransparentPaths" value. This
parameter canbe found inBlender's Properties
panel, usually at thebottom-right.

1. Select theRender Properties tab.

2. Scroll down to "LightPaths”, open the tab
and increase the "Transparent" value.Try 100
if you have just oneflare.

3. It is generally advisable touse theminimum
valuenecessary to correctly display theflare.
Thehigher this value, the slower the render.

TIP: There is away to render flares veryquickly.
See theRenderOptions sectionof thismanual.
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User Interface
TheFlared2 interface is quite simple, yet it offers
manyeditableproperties. At the top, you can
choose fromwhich folder to load thepresets to
beused:

Default Folder: Contains factorypresets.
CustomFolder: Contains all thepresets you've
createdor imported.

Clickingonthe iconof thedisplayedpresetwill
allowyoutoseeallavailablepresets.Whenyou
haveat leastoneflare inthescene,additionalparts
of the interfacewillappearasdescribedbelow:

Flare Selector: This allows you toperform
various operations and is particularly useful if
multiple flares arepresent. For informationon
managingmultiple flares, go to the "Working
withmoreflares" sectionof thismanual.

In the selector, eachflare shows:

- Thenameand iconof theusedpreset.

- The circle icon, which linksmultiple flares (as
described in theWorkingwithmore flares
section).

- Theeye icon, whichactivates/deactivates
both the visualization and renderingof each
individual flare.

- Thearrow icon, whichallows you to select
multiple flares for bulkmanagement (as
described in theWorkingwithmore flares
section).
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- Theflarehighlightedwith ablue stripe is the
active flare.

When you click on a flare in the selector, the
object it is attached to is highlighted in the
viewport.

To the right of the selector is the "+" button,
which adds a flare to the active object (or
multiple flares to multiple selected objects).
If the active object already has a flare, it will
be replaced with the currently active preset.
The "-" button removes flares (but not the
objects they are attached to), even in bulk
mode.

The up and down arrows allow you to move
flares within the selector.

The darker button with the downward arrow
opens the extra menu, containing additional
features that are explained in the relevant
chapters of this manual.
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Active Flare
Properties
Theproperties shownbelowalways exclusively
refer to theactive flare in theupper selector
(highlighted by a blue stripe).

There is away to "link" certainparameters
betweenmultiple flares,which is very useful
whenusingmultiple flares in the same scene
(youcanfindall thedetails in theWorkingwith
more flares sectionof thismanual).
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SourceObject
Shows the sourceof the active flare. It canbe
modifiedasneeded.

2Dor 3D?
The2Dmodeensures that the size of theflare
elements remainsunchangedevenwhen the
cameramoves closer to or further away fromthe
flare. This is particularly useful inmotion
graphics, titling, and similar effects.

On theother hand, 3Dmodecauses theflare to
shrinkor enlargedependingon its distance
fromthecamera. This ismoreuseful in 3D
scenes,where youneed landscapes or interiors
to appearperspectively realistic. In 3Dmode, a
Global FadeDistanceproperty appears,which
defines thedistanceatwhich theflare elements
begin to fade. Thehigher the value, themore
visible theelementswill beon screen, evenat
longdistances, and vice versa.

It's important tonote that inboth 2Dand3D
modes, the size and intensity of theflare canbe
easily adjustedusing the twoproperties below:
Global ScaleandGlobal Brightness.
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CloseRange
Scene
Since Flared2produces elementspositioned in
the camera's space, it is possible that, in certain
situations, some sceneelementsmay intersect
with theflare elements, creating incorrect
effects. In suchcases, you canactivate theClose
Range Scenebutton,whichmoves Flared2's
elements evencloser to the center of the
camera, to avoid intersections.

It'sworthnoting that activating close range
modifieshowsomeof Flared2's features
operate, so theflaremayappearquitedifferent
compared tonormalmode.
There is a secondoption to completely avoid
intersections. Go to the "RenderOptions" section
of thismanual formore information.
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Obstacle
Detection
Flared2automatically detects obstacles
between theflares and the camera. Youonly
need toplace theseobstacles inside a collection,
which you then select in theObstacle
Collectionoption.
At this point, youwill have twoproperties that
definehow theflare fadeswhenobstructed.

Thefadingbehaviorchangesdependingonthe
distanceof theobstacle fromthecamera. In
sceneswithobstaclesbothnearandfar, itcanbe
trickytofindtherightcombinationofvaluestouse.

TheStart Distance of FadeWhenOccluded
property is themost important andallows you
todecide atwhatdistance fromtheobject the
flare starts to fade.

TheFade SlowdownwhenOccludedproperty
determines the speedatwhich the fadeoccurs.
While the combinationof these twoproperties
can result in verydifferent outcomes, keep in
mind that if youwant a slow fadebut theflare
starts to fadeexactlywhen it alignswith the
edgeof anobstacle, youwill never achieve a
slow fade, as otherwise, theflare’s lightwould
enter theobstacle (which canhappen if values
are arbitrarily set).

TIP: at themoment, collisionmanagement
requiresdemandingcalculations for theCPU.
For this reason, it is recommended touse
collisions onlywhere strictly necessary to avoid
slowdowns in the viewport.
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Global Values
Global Scale controls theoverall size of theflare,
adjusting the size of all the elements that
compose it, except forHoopandHalo,whichare
independent of the scale.

Global Brightness controls thebrightness of
the entire flare. Remember that all properties
can receive keyframes andbeanimatedover
time.

Brightness Reduction at Center of Screen
regulates thebrightness of certain flare
elementswhen they reach the center of the
screen. Increasing the valuemakes the
brightness stronger,while lowering the value
reduces it (as happensnaturally). It is usually left
at zero.

Dirt Texture ScaleOf Shadersadjusts the size
of the texture that simulates thedirt on the lens,
which is enlargedandprojected in theflare. This
affects various elements.When set to zero, the
dirt effectdisappears.
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Anamorphic
Activating this parameter allows you todistort
theflare either horizontally or vertically to
simulate anamorphic lenses.
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Blinking
Activating this parameter causes theflare to create ablinking
effect,which canbe subtle (like sunlight filtering through leaves
in a forest) or intense (like theflashing lights of apolice car).

Blinking Speed controls the speedof theeffect.

Blinking Intensity regulates the intensity, but in aparticular
way:when set tomaximum, theeffect is no longer noticeable.
When set tominimum, theeffectbecomes very evident,
though theflare losesbrightness (which canbecompensated
for usingGlobal Brightness).
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SunBeams
Here, you canactivate the rays that form the radiant sun shape.

Number of SunBeamsdetermineshowmany rays are created.More rayswill
give a fuller effectbutwill alsobeharder to render inCycles (increasing render
times and requiringhigher Transparent LightPaths). See theUsing Cycles
chapter of thismanual.

SunBeamsWidthallows you towidenor narrow the individual rays.

SunBeamsWidthRandomness adds randomness to thewidthof the rays.

SunBeams Lengthallows you to lengthenor shorten the individual rays.

SunBeams LengthRandomnessadds randomness to the lengthof the rays.

SunBeamsBrightness controls thebrightness of this portionof theflare.

Tomodify the color of the rays, see theCustomcolor section in this guide.
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Starburst
This is anoptical effect that occurswith a strong light source, suchas the sunor a
verybright light. This effect creates light rays that extend fromthe light source,
similar to star-shaped rays.

Starburst Typeallows you to choose fromseveral presets that define the
number of rays and their shape.

RayWidthallows you towidenor narrow the individual rays.

RayWidth Randomnessadds randomness to thewidthof the rays.

Ray Lengthallows you to lengthenor shorten the individual rays.

Ray Length Randomnessadds randomness to the lengthof the rays.

RayBrightness controls thebrightness of this portionof theflare.

Tomodify the color of the rays, see theCustomcolor section in this guide.
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Point Light
Thepoint light can range from fairly broad, like
the sun, to almost non-existent, like a small light
source.

Light Scaledefines the size of the circle.

Light Brightnessdefines thebrightness of the
circle.

Light Sharpen - Bluradjusts the sharpness or
blurriness of the circle.
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LightReflection
Creates a reflectionon the sideopposite the light source. I havedecided to
includea series of elements extracted fromphotographicmaterial tomake
themappearmoreorganic and realistic. Typically, this reflectionechoes the
shapeand typeof lamp/source emitting the light.

Light Reflection Scaleadjusts the size of the reflection. For engagingartistic
effects, I used very high scales in somepresets.

Light Reflection Brightnessdefines thebrightness of this element.

Light Reflection Saturationadjusts the saturationor color intensity of the
reflection.

Light ReflectionHuemodifies thegeneral color of the reflection. In somecases,
specific combinations of Saturation andHuemay lead tobandingorpixelation
in the image.

Light Reflection Shapeallows you to choosebetweendifferent shapes and
colors.
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Glow
Theglow is the luminoushalo that appears around the light source, oftenwith
soft, blurrededges. This effect occurswhen intense light enters the camera lens
andbouncesbetween the internal lenses, creating a sort of diffuseglow. The
glow adds a senseofwarmthandbrilliance.

GlowScaleallows you to control the size.

GlowBrightness controls thebrightness.
Since theglowalsogenerates its opposite in the "light reflection" area,which
dependson themainglow for both size andbrightness, I decided to adda
parameter:

GlowReflection Brightnessallows you to control thebrightness of theopposite
glow that occurswhen themainglow is present.
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Streak
The streakoccurswhen lightpasses through the lens and is refractedor reflected
in suchawayas to create abright, often longand thin line, spreadingacross the
scene. Streaks are typical in shotswith strong, point-like lights, suchas the sunor
headlights, addingadynamic andcinematic element to the lens flare.

StreakHeightdefines theheight of the line.

StreakWidthdefines thehorizontal spreadof the line.

Streak RandomDetailsgenerates variationswithin the streak, as oftenhappens
in reality,where its shapechangeswith cameraor light sourcemovement.
Currently, this effectproducesdifferent results dependingonwhether Eeveeor
Cycles is used. Both are validbut remaindistinct.

Streak Brightnessallows control over thebrightness. Since the streak also
generates its opposite in the "light reflection" area,whichdependson themain
streak for both size andbrightness, I added the followingparameter:

Streak Reflection Brightnessallows you to control thebrightness of the
opposite streak that occurswhen themain streak is present.

Last update: september, 24 - 2024 info@blenderlensflare.com

mailto:info@blenderlensflare.com


22INSTRUCTIONMANUAL
REAL-TIME LENS FLARES FOR BLENDER
FLARED2

Hoop
This is a circular or ring-like effect that appears
around the light sourceor along theoptical axis.
Thehoophas variablebrightnessdependingon
the intensity of the light and theangle of
incidence, and it oftendisplays rainbow-like
coloring.

Hoop Scaledefines the size of thehoop.

HoopBrightnessdefines thehoop’s brightness.

The size of thehoop is independent of the size
of theother flare elements. It doesn’t decrease
withdistancebut fadesuntil it disappears. For
this reason, even in 2D, thehoop is only visible at
certaindistances and is not adjustablewith the
Global Scale value.
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Halo
Thehalo is a circular glow that always stays centeredon the screen, regardless of
the light source’s position. It tends todisappear as the light sourcemoves out of
the scene.
Like thehoop, thehalo’s size is independent of theother flare elements. It doesn’t
shrinkwithdistancebut fadesuntil it disappears. For this reason, even in 2D, the
halo is only visible at certaindistances and is not adjustablewith theGlobal Scale
value.

Halo Scaledefines the size of thehalo.

Halo Brightnessdefines thebrightness of thehalo.

At themoment, thehalo is very bright, so it’s advisable touse relatively low
brightness values. However, it tends to fadewhen theanamorphicmode is
activated (inwhich case, higherbrightness valuesmaybemore appropriate).
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Ghosts
The series of ghosts is a sequenceof light
artifacts that appear as semi-transparent spots
or discs of varying sizes and intensities, arranged
alonganaxis starting fromthe light source.
These "ghosts" often appear as circular or
elliptical shapes that can vary in color and
transparency. The series of ghosts adds
complexity andan interesting aesthetic to the
image, emphasizing thepresenceof intense
light.

Number of Ghostsdefines thenumber of
elements togenerate.Moreghostswill create a
fuller effectbutwill alsobemore challenging to
render inCycles (increasing render times and
making it necessary to increase Transparent
LightPaths. See theUsing Cycles chapter in this
manual).
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Ghost Scaledefines the scale of all ghosts.

Ghost Seedmodifies the randomgeneration
seed to try andachievedifferent effects from
thedefault one.

Ghost Center Transparencydefineshowmuch
all ghosts tend tobecome transparent towards
their centers.

Ghost Brightnessdefines thebrightness of all
ghosts.

Ghost Saturationadjusts the saturationor color
intensity of theghosts.

Ghost Huemodifies theoverall color of all
ghosts.

To adjust the color of theghosts, see also the
Customcolorentry in this guide.

Shape01allows you to choose the shape touse
for aportionof thegeneratedghosts. Themost
typical shapes for this effect are available.

Shape01 Blur - Sharpenadjusts theblurriness
or sharpness of theghost.

Shape01 Scaleadjusts the scale ofGhosts of
type01 independently fromtheothers.

Shape01 Deformationallows you todeformall
Ghosts of type01. This function is currently
experimental. If youare looking for an
anamorphic effect, it's better touse the
anamorphicparametermentionedearlier in
thismanual.
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Shape01 Accent Color Positioningallows you to shift the ideal point the shader
uses to color theghosts in order to achievedifferent iridescent effects fromthe
baseone.

Shape02allows you to choose the shape touse for aportionof thegenerated
ghosts. Themost typical shapes for this effect are available.

Shape02Blur - Sharpenadjusts theblurriness or sharpness of theghost.

Shape02 Scaleadjusts the scale ofGhosts of type02 independently fromthe
others.

Shape02Deformationallows you todeformall Ghosts of type02. This function
is currently experimental. If youare looking for ananamorphic effect, it's better to
use theanamorphicparametermentionedearlier in thismanual.

Shape02Accent Color Positioningallows you to shift the ideal point the shader
uses to color theghosts in order to achievedifferent iridescent effects fromthe
baseone.

Ghost Line Extensionallows you to extendor shorten the virtual line onwhich
theghosts (andother elements of theflare) areplaced.

Ghost Offsetallows you to shift theghosts along the line,moving themcloser to
or further away fromtheflare source.

Imprecision in Ghost Positioningarises fromthe fact that in certain types of
lenses, ghosts arenotpositionedperfectly ona linebut showsome irregularities.
With this parameter, you cancreate imprecision in their placement. Atminimal
values, it can look realistic,while at higher values, it becomesmore suitable for
artistic effects.

Ghost Geometry Convolution is a parameter that allowsghosts to change scale
independently dependingoncameramovements, producinga very interesting
artistic effect.
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HorizontalGhosts
This part of the effect stems frommyartistic
passion for lens flares. It is the least realistic but
still allows for the creationof very interesting
presets. Essentially, it enables thegenerationof a
series of ghosts on thehorizontal axis,which
extendbasedon light andcameramovements.

Number of Horizontal Ghostsdefines the
number of elements togenerate.Moreghosts
will create a fuller effectbutwill alsobemore
challenging to render inCycles (increasing
render times andmaking it necessary to
increase Transparent LightPaths. See the “Using
Cycles” chapter in thismanual).

Horizontal Ghost RandomSeedmodifies the
randomgeneration seed to try andachieve
different effects fromthedefault one.
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Horizontal Ghost Thicknessdefines theheight of thegroupof ghosts.

Horizontal Ghost Heightdefines theheight of the virtual grid onwhich the
elements are arranged.

Horizontal Ghost Lengthdefines thewidthof each individual element.

Horizontal GhostWidthdefines thewidthof the virtual grid onwhich the
elements are arranged.

Horizontal Ghost Center Transparencydefineshowmuchall ghosts tend to
become transparent towards their centers.

Horizontal Ghost Brightnessadjusts thebrightness of theghosts.

Horizontal Ghost Saturationadjusts the saturationor color intensity of the
ghosts.

Horizontal Ghost Huemodifies theoverall color of theghosts.

Horizontal Ghost Blur - Sharpenadjusts theblurriness or sharpness of the
ghosts.

To adjust the color of theghosts, see also theCustomcolorentry in this guide.

At themoment, these elements are affectedby adiscrepancybetween the2D
and3Dversions,whichwehope to resolve soon. If youencounter difficulties, the
only thing to keep inmind is that the 2Dversion requires certain settings,while
the 3Dversion requires others to achieve the same result.
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Other Streaks
Here, various additional horizontal streaks are
created that react to cameramovements.

Multiple StreaksHeightdefines theheight of
the area coveredby themultiple streaks.

Multiple StreaksWidthdefines thewidthof
themultiple streaks.

Multiple Streaks Thicknessdefines the
thickness of each individualmultiple streak.

Multiple Streaks Brightnessadjusts the
brightness of themultiple streaks.
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Vertical Streak
Adds a vertical streak tangent to the center of
theflare's light source.

Vertical StreakHeightdefines theheight of the
vertical streak.

Vertical StreakWidthdefines thewidthof the
vertical streak.

Vertical Streak Brightnessadjusts the
brightness of the vertical streak.
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CustomColor
CustomColor Amount controls howmuch the colors defined in this section are
used insteadof thedefault colors of all flare elements. By setting the value to 1,
thedefault colorswill be ignored, and the colors defined in this sectionwill be
applied.

Point Light Colordefines the color of the central point light aswell as the Lens
Dirt (see the “LensDirt” entry later in thismanual).

SunBeamsColordefines the color of the sunbeamsand the starburst.

Glowand Streaks Colordefines the color of theglowand streaks.

Color 01, 02, 03define theother colors usedby the various flare elements.

Remember that somecolors canalsobemodifiedby the individualHueand
Saturation valuespresent inmost flare elements.
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LensDirt
This effect aims to simulate thepresenceof
particles on the camera sensor and lens.

Dirt Rangedefineshowwide the circular area
around theflare sourcewill be that generates
lensdirt spots.

Dirt Brightnessdefineshowbright the visible
spotswill be. The color of the spots is defined in
the “CustomColor” sectionmentionedabove.

DirtMap Scaledefines the size of the texture
that simulates thedirt spots on the lens.

Dirt Leaks Brightnessdefineshowvisible the
effect is,which is only generatedwhen the
camera is very close to the light source and
becomesdazzled, highlighting spots anddirt.
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RenderOption
This option is directly inherited from Flared1. It can be very useful for various
purposes:

1. Rendering the flares separately for later compositing in external
applications.

2. Always rendering the flares with Eevee (even though the scene is
rendered with Cycles) to greatly speed up render times.

3. Rendering the flares in such a way as to avoid problems with subjects
that are too close to the camera.

This function creates a separate render layer that allows the flares to remain
in the viewport, providing a quick preview. However, at the moment of
rendering, it uses the Eevee layer exclusively for the lens flare. This is
possible thanks to the use of multiple scenes organized through the
compositor.

If you are an expert with the compositor, you canmanually create the
nodes to control the various functions. If you have no idea how to use the
compositor, let the add-on
build the nodes through the
auto setup compositing
nodes function. Keep in mind
that this option will delete any
existing nodes in the
compositor.

Note that it is possible to
export the flares and the
background into separate files
or into a single EXR file with
different layers. To do this, you
need to manually set the File
Output nodes.
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What about
Alpha Channel?
In digital graphics, lens flare is a
light effect anddoesn't have an
alphachannel todefine
transparency as a regular image
with transparencywould. This is
because lens flare is not an
opaqueobjectwith sharpedges,
but a luminousphenomenon
thatbehaves like light,
interactingwith thebackground
basedonbrightness.

Therefore, theway theflare
blendswith thebackground is
primarily determinedbya
blendingmode, suchas Screen
orAdd. Thesemodesworkby
overlaying theflare on the
background, increasing the
brightness values of the
underlying areas, simulating
how lightbehaves in real life. The
alpha channel,which controls
opacity, is not essential in this
casebecause theblending
mode takes care of how the light
addsup to theunderlyingpixels,
creating thedesired visual effect.
Whatmatters is that theflare's
background is black (which is
what Flared2doeswhen the
rendermode is activatedona
separate layer).

Last update: september, 24 - 2024 info@blenderlensflare.com

mailto:info@blenderlensflare.com


35INSTRUCTIONMANUAL
REAL-TIME LENS FLARES FOR BLENDER
FLARED2

Working
withMore Flares
Workingwithmultiple flares in a scenecanbe
difficult, especiallywhen it comes to
distinguishingbetweendifferent types of
existingflares. For this reason,wehave
introduced two types of controls that canbe
helpful in these situations.

Linking Properties
The simplestway to linkdifferent flares for
simultaneousmodification is by clickingon the
circle icon. Any changesmade to theactive flare
will be replicated in the linkedflares after
refreshing themodificationpanel*. This allows all
linkedflares to reflect the adjustmentsmade to
theactive one.

Copying Properties
Youcanalso copyproperties fromtheactive
flare to selectedflares. First, select theflares to
which youwant to apply theproperties, thengo
to theextramenuandchoose theoptionCopy
Properties fromActive to Selected. Thiswill
openapanelwhere youcanchoosewhich
properties to copy. Thismethodallows you to
copymultiplepropertieswith a single click,
offeringmore control than the linking feature.

Deleting Flares
Flares canbedeleted inbulkusing theextra
menuoptions:
Delete All Flares: Removes all flares.
Delete Selected Flares: Deletes only the
selectedflares.
Delete Unselected Flares: Deletes all flares
except for the selectedones.
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Active Flare

Linked Flares

*Click this icon near the
title of each panel to copy
the properties of this panel
to all the linked flares

Selected Flare

Usethis
panel to
select
which
properties
tocopy
fromthe
activeflare
tothe
selected
ones
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Presets
Thecoreof Flared2 is the ability touse its various
properties as apalette for creating custom
presets. Apreset can storeunique information
todefinea specific typeof lens flare. Youcan
create, export, and import anunlimitednumber
of presets,which canbe sharedwithothers. This
turns Flared2 into aworkshop for crafting and
managing limitless types of lens flares.

Default andCustomPresets
Default Presets: These are factorypresets
designedbymeand trustedcollaborators.
Somepresets aremorephotographic in style,
while others are illustrative or purely artistic.
CustomPresets: These areuser-generated
presets that canbe sharedand installed atwill.
You can specify the folderwhere thesepresets
are stored.

Exporting Presets
Fromtheextramenu, youcanuse theExport
Active Flare as a CustomPresetoption to
export the currently active flare as apreset. Each
preset consists of anautomatically generated
iconandauser-definedname.Bymanually
copying the iconandpreset file to thedesired
folder, you can transfer your lens flaresbetween
computers. There is also a simplifiedoption:
Export Active Flare as a ZIP File, which can
thenbe importedautomatically via Import
Flare as a ZIP File.

Importing Presets
Use the Import Flare as a ZIP File option to
select aZIPfile exported fromFlared2. Thiswill
import theflare into your custompreset folder.
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We are working on creating a
space where all the flares built by
you, the users, can be hosted, so
that you can share what you've
created with the community and
also benefit from the presets
made by other users. When
everything is ready, you will
receive a message through the
store where you made the
purchase with the necessary
instructions. Thank you!

mailto:info@blenderlensflare.com


37INSTRUCTIONMANUAL
REAL-TIME LENS FLARES FOR BLENDER
FLARED2

Keyframes
andAnimation
Every numerical property discussedhere canbe
keyframed for animation. Simplyhover over the
desiredproperty,move to thedesired frameon
the timeline, andpress the "i" key. Thiswill save
the current valueof theproperty at the selected
frame.

Bymoving to another frameand repeating the
processwith adifferent value, Blenderwill
automatically animate the transitionbetween
keyframes.
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If you want to share the
animation of certain properties
across multiple flares, the easiest
way is to use Blender's Drivers.
Right-click on the value you want
to copy and select 'Copy as New
Driver'. Then go to the target
value, right-click on it, and select
'Paste Driver'. The field should
turn purple and will behave
exactly like the original.
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Current Limitations
In addition to the limitationsmentioned inprevious sections, Flared2 currently
has the followingkey limitations:

Object Clipping: Objects very close to the cameraoriginmay clip through the
polygons createdby Flared2. There areworkarounds available, suchasusing the
"CloseRangeScene" and "RenderOption" settings.

ExtremeValues: Someextremevalue combinationsmay result in flares
behavingabnormally.

Depth of Field (DOF):WhenDOF is active, theflaremayappear out of focus
because it is positioned in front of the camera's origin. This behaviormirrors how
real lens flareswork.

CollisionDetection: The systemmay struggle todetect collisionswhenobjects
near and far fromthecamera are in the same scene.We recommendusing
"middle" settings tobalanceboth. At themoment, collisionmanagement
requiresdemandingcalculations for theCPU. For this reason, it is recommended
touse collisions onlywhere strictly necessary to avoid slowdowns in the viewport.

2D vs. 3D: Flaresmay change slightlywhen switchingbetween2Dand3D, or
whenenabling theClose RangeorAnamorphicMode. This is due to
fundamental changes in flarebehavior.We suggestmanually adjusting the
elements for thedesired results in the selectedmode.

Flared as anArtistic Tool: Flared is designed to adddrama, realism, and
emphasis to scenes. It is not aphysics-based tool.

Artifacts: In some situations, Cyclesmay render artifacts that arenot noticeable
inEevee (causedbyoverlappingor intersectingplanes). This issue canbe
bypassedby slightly adjusting someflare settings or byusing the functions in the
RenderOptionpanel,whichare explained in thismanual.
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Troubleshooting
Installation Errors
If Flared2 showserrors after installation, itmaybedue to a failed add-on
installation. To fix this:

1. Uninstall the add-on fromthePreferencespanel.
2. Save thepreferences.
3. Quit Blender.
4. Navigate to theBlender add-onsdirectory (onWin:
C:\Users\USER\AppData\Roaming\Blender
Foundation\Blender\YOURVERSION\scripts\addons\ or onMac:Macintosh
HD/Users/USER/Library/ApplicationSupport/Blender/YOURVERSION/scripts/
addons/). Replace "USER"with your usernameand "YOURVERSION"with your
Blender version.

5. Delete anything called “flaredvfx.”
6. Restart Blender, reinstall Flared, andactivate it.
7. Test the add-on in anew, clear scene.

Black Spots in Cycles
If you see black spots instead of lens flares in Cycles, increase the value of
Transparent Light Paths in the Render Properties panel. The correct value
depends on the number of flare elements, so experiment to find the
minimum value that removes the spots. See the Using Cycles chapter of
this manual.
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Contact
For any reports or requests for new features, feel
free to contactmeat:
info@blenderlensflare.com
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