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Tessellation: 473534, AO: AO, Refraction: #74}, Pixel Depth Offset: 1§ 2 IREHE o



a_BBp

Base | [n]]

Metall

SDeculal

]3-53

3.4.2 Material (F1J5i)

Material Domain (#453380) HOUAER BT g 45 22 10 E 0 M RS BB IR B, B kE =2
M 2 L&, BRINE R /& Surface,  HTIEI3-54175 o



Surface

Surface
Deferred Decal
Light Function
Volume

Post Process

User Interface

K3-54
Material Domain H 328 5 F*) o 3 S FEATH & an T &

Surface (MR : FMERM MM, Deferred Decal (WETE) : 45 T = M5 TE R {5
H, Light Function CXTY&MGED « DAL . Il s, =R ERR, Volume (ARFIH
i)« HAER R E, Post Process (g MM ) = A T NPk B %, User
Interface (ULFHED « HTHI{EMUH% R P A EIULE.

3.4.3 Blend Mode (JREHER)

Material Domain (#Fi38) /753 &Blend Mode GRS , W& 3-5501/~. &
H1hHE 2511 T Adobe Photoshop H )2 KR & 77 3.

Opaque
Masked
Translucent
Additive

Modulate

AlphaComposite (Premultiplied Alpha)
AlphaHoldout

3-55

DU 2 e B rh g 18, DL S M Material Domain (84 fak) 36 1) /& Surface 25 [
)5 I, Blend Mode GERARZ) MG S B A/ B3 .

Opaque (A : Surfacett BRI NAIE I, EFZEIM 2 VLB R EAEH



Masked CEEE) : 7 miZ{lPhotoshop LI SR, WL B E, W UEHM AT ERE D
B, FENAERT. Sk L,

Translucent CEEW]) : LM R EILBIRE.

Additive (&) : SAEFCREE LM REGSIN L%,

Modulate (Yl IEFBK. Feik) « ST L, ATAAME— NGO,
Alpha Composite (AlphafllJi5) : XEMEH TH, FRAEH.

Alpha Holdout (Alphaff¥) : #XEfEH TR, FIARH.

3.4.4 Shading Model (AL

Shading Model CEGEA) MY T EH G KHKEBAGER, wf LRIHEAK UK, A
IF) P32 e 5 R v DA AEL AR TR R B U, BRI 0 S G2 PBR AT B AR, &3-
567

Material

Unlit
Default Lit
Subsurface
Preintegrated Skin
Clear Coat
Subsurface Profile
Two Sided Foliage
Hair
Cloth

Physical Material Mask Eye
SingleLayerWater

R Material Mag
' Thin Translucent

Translucency From Material Expression

PATR A2 B I I Hh 5 SO T

Unlit: JGT R, Default Lit: ERIA 585, Subsurface: FKIH 44 )5ii, Preintegrated
Skin: FZJk# )i, Clear Coat: VR Z-i5#%, Subsurface Profile: XUZ/#%5%, Single LayerWater:



FLJZ/K AR, Thin Translucent: ¥ /2 BXI A, From Material Expression: M A4 K} ik ] 5
5.

3.4.5 HA4Material (B3 FH H B ThfE

Material (F4)51) B 75 2% B AR IR 40 B3-57 F s O P AN L8 150

Material

&]3-57
Two Sided CWH) = PREFELIL— 2 2 IE RS E A ZEIPIRE

Use Material Attributes (EFHPIJE M) « 2% A &M 5N & 5 S AR 40 il —
AN, IEEAERER M R ERER, WE3-58FR.

¢ Matenal Attribates

&3-58

EMRSHERER, EHEERERN B Usagelh WS R, 48 5E M o LI,
WN4REM AR AE R SR B, et e WAIRAE B B 3h ik Used with Seletal Mesh (5 %
Pt &) .

HA 2K NUESHIbug (55R) W&, 48E T M BRI S, HZBEIFAS Bk
XF L IEHE . S5 SRR E KRR LR, MRz S — T IXH Sy, A R R
B, wlEXTE#ATER, WE3-59FR.
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3.5 ARABHIHIAE

AR RIS I BT, AR B BEIA PR . BCRE T ROR . IR TR
ML BB K,

3.5.1 WA SRR

FEA /NI, B2 2 WA IR, G SRR LA BT, A BT RAGR R L) 51 B A R A A
0 RAE AR 21T R ThRE . RS E T, CREHIAE LT LR E RE LD 51 2 IR i 44
Ji, MRS G s AR A SR i s, XA RN T

WOLAEWIYR: R G RIFUR. B RO BB KT ).
FEUEK (Subsurface) : EA. A,

WM M. kKR

FENDR: B K,

PR B e R HE .

3.52 HIME: BRImR
R RS L R

3.53 HWWMFE: "EES
AT FEERNE RN RER T . VRN IR 15 WA 2O

3.54 HUMBL: RREEA

B RIHE— T3S, WU FTEREREECHM B, 8% 68 e R H1E L0 BN B A
BAENUR . EAEUES LSCBLCR T MOR, A 3FShader AT LLILEF .

Subsurface: KK
Preintegrated Skin: Tl A JZ ik

Subsurface Profile: KRBT .



BB AR LA NGB, K25/ 2R AR Shader (] f1X 1 -

1. 38 R A A HIAE .
e RRE AR O EM T, W E3-60FT7R .

3-60

HSERAMSHRCR, W LA NoiseMg M BFOREIVE, BUONERFEFFSEE, T LA S g2 6]
KAEE, B IREERNEASEE. S Noise T 51, E3-615T7R.

O» Position

O Filterwidth

&3-61

BERUE R EME, e RBUEE0~ 12 BT 30, WE3-62F~. Ml E Ao )5,
BB R AN EEifs, f]iE#Base Color 1. Base Color 2P fih, — PN NEM, — P NHFE, W
K13-63F1 E3-64 71



Material Express

Material Expression

[&3-62

Base Color 2

[%3-63

-
Base Color 1

‘Base Color 1"
Param (0.089,1,0.225,0)

hold (Ctrl + Alt) for more
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B, ZHEGUHMN LA EOHEINEM BT L, FrUsEE ZELE, I HLerp i al, KB
T s M Noise 11 RUMIER:, WE3-65T7R . HHEE AP, M ASKAERKEE, TEXEIEAE
SR IRA R, P LLEE ] — TR R/ o 25 RIS M World Position (HEFR 484D BT 5,
LB 2RI EL RN B, 40 3-66 7 o

K3-65

| Absolute World Position )

[%3-66



PR [/] , SIBRET S (EREEH R, A AP RIE ST 7 E, %
UV SRSt ) Al—4E5E 5 s, JPAER:, WE3-67R. B EAM R HIN— Sk
BEH A, W3-68FT7R o

Absohte World Pos ftion

&3-67

O» Roughness
O Anisi

O Emis Promote ltp Parameter

3-68

i SavetZ IR A7, VIHEIssh, SWAm bR, HESE, BieesfE D — i EE
ERBERKIMBE T, W0E3-69077 -

2. 3SEAMBHIHIME
TR AF L ARG B



3.55 HIMPB: B

PR B E L R LA HUE .

3.5.6 HIWMB: HEBIH

THE PR E S G WE B

1. il 1 B S ) 33
U R B A IR I B SE R AR, ARG IS BB I T, 1M R 4
HABI, H'EMDteails (4077) —Material (J#%l) —Shading Model () E XN Thin
Translucent (& &) , @E3-70F7R.

w Material
Material Domain Surface
Blend Mode Translucent

Shading Model Default Lit
Unlit
Default Lit

lee Material A Lt e s o
Use Material Attributes Subsurface

Cast Ray Trace 'S Preintegrated Skin

Clear Coat
Subsurface Profile FRECS EYosie

Two Sided Foliage

Hair

Cloth

Eye

SingleLayerWater

Thin Translucent

Opacity Mask Clip Value From Material Exprexsion

E3-70

FAER 7 g 25 B S 0715 A Thin Translucent Material (EEEEW AR , WE3-71R. 2R
Ja FIPSE A I S i v, e B A, E3-720 R,

'_ Thin Translucent Material Vv

O TransmittanceColor

E3-71



" Thin Translucent Material Vv

o, T[ar‘!r;n'\iifg nra™nlnr

Start Previewing Node
Enable Realtime Preview
Break Node Link(s)

Promote to Parameter

E3-72

Wmsete)E, i SaveZ M BTG ERAF, BIBIZ SRR, ITIFERSRBGRER I
BEZH, WMEB-3FR. b, HSEEIENBCRMEIEE R T, WE3-740R.

Save Sibling Save Chuld

E3-73

K3-74



2. psiE e 2 L A
BRI BRI RhRERE RSN K, SREEEEN, SH
AR LLINRER, E3-T507R o

E3-75

SRR SRR . FERR BN VBB BRI, ORI EA TR AR B,
Wy RS e T Bhsh, aniE3-76 R .

M TSI N A B E R, O TR, BRI R R S i A
L RAE AN B AL B bR dE, RS ARAEERLEVEE A, 00— 4 (A il O B 0 S 3 6%
GHLA, S 51 R TE R — 1k, BTV RATEMIAB | MIRASWEBRZ . ¥
RATEYIABZ Ja X3/ R E A m T2 BRI A, T AR o

K3-76

IR, BORA T BT, R TT T XIMCRIN, o™ E, WRPFARXAFR, K
3-TTH R o PAANWIARSE B T G2 1 ) LR ISR B0A 4 B AR T7 3, (EAR T RO AR AR )8, AT L



TEA A R A2 48 2R FF % FE Sort Triangles (Experimental) & EHER I AL, W1E3-78 7~

&3-77
X 1
General Actol LOD Misc

Rendering Streaming All

w» Lighting

Advanced
Sort Tnangles (Experimental)

Volumetric Translucent Shadow

&3-78

3.5.7 H WM KiH

AFIHE—FOKE M BRRCR, DB KK mACR,  SlYEKER . H % 17§ Shady
Model (BHRZAER) SRifil ff:

PR B E L R E A HA .



4%

UEIA 35 1 1]

fEUnreal Engine SIIZIFRSE & L, RPN — UL O ER, ek st S
THEEE. BWE—EEERREZE, BN REA R AR

JCUR I 2 REVE R IR R I Bk T P e . AR PR AN 7 1810, BISRA0 B AR FOGIR, F
FIRERZNEICT, B MOCIRENA M. BN E i, HKRME T —1F
EEZ P AL,

Je R k37 5 A R SE IR R B o B A BOR A R X A RCR, W]
DU T3 SR SRR, (G AR

B RCRA R A B I W I S B AT 0y, 3 s 1 SRR SRR 2033
BACKIAR, &M AR 3G E T AR SRS FUK.

EFIERER N S RPCR EIE H B4R . il v 537 5 I IR iR i1
SOMARESE, AEMMARAEEIE T 2L N SC M RCR, Pk 53Ry —1K.

Ut4h, HDRUEHI NIRRT BRMABDE . @i ATHDRIEER, AT UL RSk
MBERDEIACR, RS ER.

GRS H S ORI T 7375 RS E . NS GIRBIRGHE, ARG
DS EIRRET SR AR R E I, R EREG .

S 553 56 RCR 3z F dE — 2D MY 98 1 3757 I SR e TR ALl KD . B S5 I 1
RIMBCR, AT 2R A FUR, BT 7] A

fEUnreal Engine 5H)%% &5 F, MBI EARKIRI, ER W EEE. EL
Vil WL SERRRIES, R T D NS, i ks s SEAN T
PRk 17 -

%
%



4.1 RutT RS

FEIF AT e R G MIIE R S 21, BSE#ATHER Tk,

TFJE 8RB 3 . 41 JTF Project Settings (i H % & ) , 44 K Distance Field (i & i7) ik #
Generate Mesh Distance Fields (4= MFSEE 25 7B ERAME, & FI1E A SEIE Lumen 2 51 5
HwE, WE4A-1FTR.

E Platforms +

All Sattings

Project Engine - Navigation Mesh
Description |
v Display

Engine - Rendering

= Software Ray Tracing

* Mobile Shader Perrmutation Aeduction

Support Pre-baked [ratance Field Sha

Plugins - Niagara

w Dhatic Mesh D
Allow Distance Fields (Expesimetital)

v Azyne Gpu Trace D)

K4-1

TR LB ER . ZIETHENV RTX 20X0 R 51 2 UL BB RiE$E, I HETHH Windows R4t =
1903 LA = . 7F Project Settings ' ¥ 2 Raytracing ( Y& £ 1B ¥ ) , 1% ¥ Support Hardware Ray
Tracing (SZFFREAFYCLRERER ) B IEHE. %+ Use Hardware Ray Tracing When Available (4 71] F
W, AEREE R ERES) SIRHE, 420w



X raytrac

Engine - Rendering

w Lumen
Use Hardware Ray Tracing when avail v N
w Hardware Ray Tracing *

Support Hardware Ray Tracing

K4-2
HERHI, EFEDirectX 12, WE4-3fRr. BN EE, EFUBSTIH, SfHE8MYmiEse
o

Bl R, REPPEIGIEN. WEIFPPIELEEH LT ATTELMEHER, JRiGEGE
R2fG, Bt PETEHITAE, MSBREHFPRCR., WNPES EIUH %, KB
Volumes-Post Process Volume (PPREYCIEH]) , Un&4-4F775%~.

w Targeted RHis

Default RHI DirectX 12




m"_-| Platforms

Import Content..

Quixel Bridge

Unreal Marketplace
F= Content Browser

Basic

Lights
Shapes
Cinematic
Visual Effects
Volumes

All Classes

NavMeshBoundsVolume
NavModifierVolume
HierarchicalLODVolume
AudioVolume

& Sphere L |&] BlockingVolume
2 Cube ;

%% Spot Light

+ Place Actors Panel

CameraBlockingVolume

_ CullDistanceVolume

il PostProcessVolume :: | PhysicaVokuime
KilliZVolume

| LevelStreamingVolume ;
LightmassCharacterindirectDetailVolume ::

“# LightmassimportanceVolume

*» Directional Light

oS

MeshMergeCullingVolume
PainCausingVolume

E‘ PostProcess\alume f _"

[4-4

KB A, fESERAR B IR Fnfinite Extent (Unbound) ()R HikAE, K
4-5F~. AT FahiEslH A8, 7832 5142 F 48 B Exposure—Metering Mode, 4 i & 2 N
Manual (FBhEY) , KExposure Compensation (BEYGHMZ) 1E2CN0, HUHIEFE Apply Physical
Camera Exposure (#JFEHA5LIE0) BEHE, BAEREME4-657R.



B Fum s

v Post Process Wobamie Setlingt

v Rrphe stion

v Brh Gt

Exposure
Metering Mode
Exposure Compensation

Apply Physical Camera Exposure

THIBR G HE UG P o B Ol HE UG B B R L, B AR AE X e i e TR DG IR . ZE TV L RA=rh
# % Window-World Setings (5t % B ) , W E4-7F7 78 . 7E 50 H B¢ 5 7 ik ¥ Force No
Precomputed Lighting GG ATSeTHE D HiktE, E4-8AT7R.

Window Tools Build

3 Cinematics

© Content Browser
Details
Viewports
World Partition

& Env. Light Mixer
Hierarchical LOD Outliner
Layers

Levels
QOutliner
¢, PlaceActors

© WorHSettings

El4-7




¥ force

- w Lightmass

Advanced

Force No Precomputed Lighting

E4-8

FAETT 8 T B 48 $IBuild—Build Lighting Only ((XAEEIREE) , HifF &k 5 sk
BB I R A SRR T, XA 2 1E s s A LR R, El4-9FTR .

Build All Levels

Build Lighting Only

&4-9

GI) 4= %% N Global Ilumination (4 /A , G2 BB, AP, 5K GCHK
M. ¥ FRUHRA RBEREG. BEEA B K.

B, AR ERBE AR, BEHSRBORT IR, Fit.
S, WE4-100TR.

=

B AN

=
=

[»

E4-10



3G EYEES, Stk EE SRR, B, WM s, L
5, JF RS 3 VA SIS, JWErCOyREIER, mE4-1157R.

BRI REARAE BT R AR R, Rl —A 8 Ao i thfeR A B
W . HRGGIE Y1444 i Emissive Color (H RGHIE) KA, WRALAT, H HAHE
P HRE TOLERBE, nE4-125T7R.

K 4-11

E4-12

4.1.1 FEARITERMEEHASE

KA HERAT R KRS8, EHEA .



OGRS, FEUESH, FEEAAT KRB IL A SHF: P17 Yt Directional Light (% i Point
Light. ZJtATSpot Light. #iJ% ] Rect Light. K7 Jt:Sky Light.

FRRI . i Place Actors CRUE I 53D FEIEHAT I, FiAHRIAT KR, BB TE
R BT, WE4-13FT7R . 303 38 i Quickly add to the project B3 ¥ il 2 i H )
—Lights (ATJ%) , BT, aE4-14F7R.

Directional Light

Point Light

Spot Light

Rect Light

Sky Light

E4-13



Import Content...

B Quixel Bridge

i1 Unreal Marketplace

Basic
Lo *. Directional Light

SUpe. Point Light

Cinematic Spot Light
- -

. Visual Effects -
sual Effect Rect Light
Volumes > :

Sky Light

>

Place Actors Panel - -

Sphere

E4-14

T HHI AL, FEUESH, cd 24841 R 3AL, anE4-15F17R.

Intensity

E4-15

TER— NI YeE M B Advanced (FI R E) H 48 E|Intensity Units (GREEFRAL) , 1]
DAV e A T, F A Unit less 3R 7~ TG H A7, FHUES A S B 48 A $00{E Sk R R AT D B2 .
Candelas il /& Phed A4T Ve BUE # 5 # AL, LumensU 2 PAlm AT Yo BB #e 5 Bfr . B uT 5
FERS, Y)#Intensity Units (BREEFLALD , 3t A] LLAS 3 — AN B LA [8] FLAL T ) 6 5 5 ) H (B 45
R, wE4-16f7R.

AT eE . TR PRI TN B 4-17 B

Intensity Units Unitless

Unitless
Candelas

Vieibls
Visible Lumens

+ Rendering

El4-16



w Transform
Location w 6487. | -443.

Rotation W 0o0* |o0O°*

Scale v 1.0 | 1.0

Mobility Static  Static
Light

Source Radius

Soft Source Radius

Source Length

Use Temperature

Temperature

Affects World

Cast Shadows

Indirect Lighting Intensity 10
Volumetric Scattering Intens 1.0
Intensity 42.39389

Attenuation Radius 700.0

b Advanced

K4-17
EREERESEEERMT.
ARFRAS e (Transform) : ARG B -

ot (Mobility) : WREIT KRS, Hstatic (F 1) | stationary (FHE) .
movable (R[22} 3FRATOLIRE .

FICERE (Attenuation Radius) : 2T G IR & .
HUE42 (Source Radius) I EYH AN

FIRK S (Source Length) = WEEIEIFKEE .

FEREL A (Soft Source Radius) : Wi HEHRMIZRAFESE .

i (Temperature) : i AJ L& B N E I Stk 2o, WT— AR, EHRAAE
MRS, WA ANFRMHELN. 6500K 2 AL E H: 6500KLA T, R ABEEE;
6500K LA F, B, GiRMERRZ, EEBURHEN, —RAHGREEREFE0, M
IR AR RS, ARk EREEMRIE, AN K.



MR (Affect World) = A8 —NIFSAT BU4Z4AL, W] AR SRIIAAT I AT R AT 1 X 1 -
$ei (Cast Shadows) : A LAIEFEIC AN 5 #45 -

[B)4% 6752 (Indirect Lighting Intensity) : % [a]#66 .

PRFAECT SR (Volumetric Scattering Intensity) : 8 AR BB BREE

KTGTET AN ESPHIT G B . A 5 £ K3t /& Directional Light CPATYG) , E@HEIEAH
JAT KA, Sky Lightt) B EH AR R TRIR, MidfsH—KHDRE A kBB SN E
% TMiPoint Light (576D . Spot Light ()t4T) FiRect Light CGEFEAT) BI/EH AEH L,
o2 T REMN B O B RRTEAEN A — N IR 3T S A R AR

FOEJRE (Point Light) o fUGIRANATLAEBA SIS, W LUEE — @M KBk,
E4-18FT 7~ . HELETHE MR B Source Radius KR SHAE, Bt —A 5k
£, E4-1957~ .

. Point Light

E4-18

E4-19

BRI Z G, R R S R, WE4-20/78 . A% Souce Length O
BKE SR eLK, MaBssmITE, FolidsHREETH, k421078,

ERENAEK, TEXFERMIK WE4-2207R,



E4-20

4 BOBBTH
00

10.087051

K 4-21

K4-22

BT CRXT Spot Light) o S KT A4S 550l A2 e /i B AN W A3 1) 95 [ ) P B8 AN &1 FB i 2L 1
W 4-23F1 7



o= Spot Light

N

F4-23

Inner Cone Angle (&) FlOuter Cone Angle (HMED Bk, FeUsiSas, Py R Bk N gt
ML, WE4-24FR. ST —BATENBITL, WE4-2500R.

w Light
Inner Cone Angle 15.536001

30.072001

El4-24

E4-25

— AR 2 18 1L A #£Soft Source Radius (#KJHF-42) . Source Length (VIFKE) S A&
HEATHT G, XA BUE R BE A B IR O KNG B, (B 6 UR & 32 31 B8l A0 FI B8] Y 19/ #%
VLR MIBR S, k4267,

w Light
Inner Cone Angle 15.536001

Duter Cone Angle 30.072001

38.569942

0.0

290.657562




4-26

ARG (FEEAT Rect Light) o FEFEAT DGR, BUONE 52 BB G T OERITH AR,
BT ERERECR, Bl AERMEE, k427578 .

Rect Light

K4-27

FETEAT K7 T AR P AAUL I et 57 f Vs 3 A AR T 64T B . %2 € ¥ Barn Door
Angle (FHY6HMAE) « Barn Door Length ($56AHRACEE) S8, w] DA B S A8 3% w1 A5 e
FER, WE4-28 7 o X AH 2 T30 45 ) i B A BE AN A BE SR X AR EAT T O, i E14-29

No

w Light
Source Width B2 0527254
e Height 60.57465
Barn Door Angle 4552

Barn Door Length 20.0

&4-28

4-29

412 =EIER
AR CAE Y FE TR B — AN, st T OC R S I B N =, XIS
WERR N I BN, T E4-30 8. AEUEST, B LU R LR T4 B = i & .



4-30

Attenuation Radius (FEJk 42D « FE4T 6 )E M H AR 15 B4 Attenuation Radius (CEIE1E) &
B, SULl—Fsmd| g7 R s IO, (E2UR =3P I Lk jkssm, & 4-31 0T
TN o

w Light
Source Radius 11.596197
Soft Source Radius 0.0
Source Length 110.624359
Use Temperature
Temperature
Affects World
Cast Shadows
Indirect Lighting Intensity
Volumetnic Scattering Intensity
Intensity
Light Color

Attenuation Radius

&4-31

1% # Use Inverse Squared Falloff (fff i Je~F- 77 3£k ) Hikte, ENLEUES BBt 7
HIF 7 I EE3E IR, AR KIS 238 AR, WE4-327R .
w Advanced

Use Inverse Squared Falloff

Light Falloff Exponent

E4-32



Light Falloff Exponent (3% F8%) : <P Use Inverse Squared Falloff (fifi Hi J¢ °F 77 %
8, s U RE R RECE IR AR SO J7 3508, TR EOR kA % 55 N3G K RS
[, WPE4-33077R~. 7EJ@ VLR B 1 Light Fall off Exponent{f #/), FEUR&IS, FEBITEEES,
N El4-34F77R o

[¥4-33

Light Falloff Exponent

K 4-34

413 ATGiEE
KT 6 I8 O AE S S WA BB AT 3T 06 #MGERAE . e I R BESR LT B A AT e TR e bR A
W, ib)E TR @ R SR RENS A B R . AN R IGAIAF A EIE .

CAEBIEE NDAT 6 ], HEL YR e A N BT — R, BIEEAT aEEiT a,
et RSB AAAY), WE4-35FR. XEEREDLMANY), FHERERREEBEHER
Lighting Channels, Bt& R IE A3 ChannelliE . A, BRI KT i E f BT A 4T 6Bk
WTTEI@ 18 /2 Channel 0, 41&l4-36FT7%



B & &

Rendering Streaming

¥ chann
General
All
w Lighting
Advanced
w Lighting Channels
Channel 0
Channel 1

Channel 2

K4-36

WAE, WEFEChannel 1HEE, EALM ANYREREH:Z K A 4 T Channel 0338 14T,
4252 K H Channel LIEIERISTE, WE4-3707R8. FEHE GG, 768 KLighting Channels £

Hi&$FChannel 1119475, WE4-38F7R.

w Lighting Channels

Kl4-37



w Light

Advanced
w Lighting Channels
Chaninel D
Channel 1

Channel 2

F4-38

BRI R AT O R xt AR AN, AL ANYASZ R RIS, wnE4-3907

4-39

— M IEHL T, <248 % Lighting Channels H ff]Channel 038 1E H T &3 5t B4
Channel 1: FT M GBUE Sk N A 14

Channel 2: HFHE AR EDK .

4.1.4 [ARCRTILLE:
RN E— N AR 4R,
Shadow map (FHEZMGE) : /& MEL)5| B E B I Kk HRIIBASENEE . & MR M7 7E G B

WMo DT EMDPERIRME, HFEEEARERIK. KYEESHREEMILE, IAERAR
ERE/ERNME, S4B ## Virtual shadow map CERIFAFZMGED B4R, WE4-400Tw.

Virtual shadow map CERIBAEMED : AT —NEELERGHAEZME. ©rEER
. KA T RMSERERHEAR, ERAEEM L SR, wmE4-415R.



] 4-40

K4-41

BN EEWAER R H, $T7F Project setting (W H % &) , & H 44 % Shadow Map Method,
IR TZ MO Virtual Shadow Map (Beta) BJAJ, 40 4-42F7s.

Distance Field Shadow (FEESIZIHRS) : Al LLBEEEZE B—1~Mesh Distance Field#: %, xR
Refs PR N & — MA R ML R RR B,  tniE4-43FR .

¥ shadowmap

Engine - Rendering




F4-43

Mesh Distance Field #5284 /£ 1H 5 AO R 4 6t FRIAFARZ BN FE, (H 2 175 T 5 =k B B 5
R INAE iR B K HMesh Distance Fieldf5i 8 5 FAL A 4E 84—, X FBERIIELSE
—ERENAY . £ R P EITIFEEAR, WRLERITOLE, 78 1 R &K Distance
Field ShadowsJfii £, U1&l4-44F7K

PR IARKRE R, ERBRTXIDELIB RS, ERF BELDCLBERMRCR, Hik
FEARDY, AT DRI RCR, BRI AR B SRR, ERRMIFARIRE, M
RASTC S EBE—EmEN, e RERHERME, WnE4-4557R.

% distancef
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HAERIE M, MRS, Bk, £, KMax.Bouncesii & fE2~35 NG IE, U
F4-1227 75 o



F4-122

Samples Per Pixel CRAEZ) « 2 RFERRMER G, REM OB AL e flin) @, I A
— MR ENALL EBUE, B R R R 1 S 1 5 PRI R

Shadows B W B : AR AR TIZ AT, 576 Z iR R RMACLIBEREY . fEUES
T, AR ICEIB BALE AR ST N

TECast Ray Traced Shadows (JEZREREZBAR.) H, BRINIEITZ Use Project Setting (f FH I H
WHE) , WE4-123F7~. f# H Use Project Setting [ SR AR TE, 75 7EProject Settings &£ T
Hardware Ray Tracing—Ray Traced Shadows (JGZRIEERFIRE) EktE, WIEGAFTE KT OGHE 2R
HALIBE R . B REPEZEIEMNE, Use Project Setting &b P BF 52 5t 23 5% FH K 481 BH 52 U 1] 55, BH
SENERFRR, WnE4-124F7R

Cast Ray Traced Shadows Use Project Setting v

&l4-123



Project Engine - Rendering

P Desorption

+ Ligmen

L]

= Progecl Settngs

El4-124

iz R R, HARBEAE —ErRmmRt. —BIABIEMEEE, IR RMERE
KA — BT, WE4-1257R. 2HRHGEBEHE AR RMRABLET, ERALLE
BERAR A R AR B FE T, FLFA AR AR AR, LTRSS AN A G AT RS 1 ' R O Tl
RIEFHEZNEH . Shadows (RS HHI3ANEIIANE4- 12617

';f;'n R

’jr? L SR =S o2
e

i~ = s

K 4-125



w Ray Tracing Reflections

Max Roughness
Max. Bounces
Samples Per Pixel

Shadows Hard Shadow w
Disabled
Hard Shadows

Include Translucent Objects
w Rendering Features

p Post Process Materials

’]4-126
EATHIE LR .
No Shadow: S ANTHREFIRE .
Hard Shadow: AR, KEEMEHLATAEM .
Area Shadow: KR5S, SX s &M R
Hard Shadow 2 ERIAFRAE S, AT LR/ THR ) TR 2 .

KPESEER A6, EFXTEORIBE A L, R RSB B, AU S TAE 4, [FH
o SR Sy K. Bk, RAMGASZAIAT S TR, RCERME4-127f7~. Include Translucent
Objects (HLFFFFEIXR) = AT LARE R GEEFLEWN R, tE4-128F17K.

El4-127



E4-128

FRAEXS Lumen 5 4 LB BR (RS, AT LATG HH SR OLARIB BR N A ZEA IR . A5 75 2
U SRS I, TR LOBRR AT AR LR R B AT, R AR e e g
(GD e, HVCEGRMEHBEAFCLIEES, MR A Lumeni AT E .



43 FrRE=AGI

AN B R — PR O IR U7 vk —— B R S B GL (SSGI) o MUy VE A B L) ]
4.0 (UB4.0) AR, HAEUBSHE S ZLumen RS, ZEIHEEBIME. REE
UESH, Z06I 7 XOAE N ERBAE, B AR E P N Lumen G BSR4 78 . @it
FE L IRe, AIELumen® AN HER, FIHHETGITE

SSGIARFAE T HERAE I, WL H] & A AT BV AT B S . Bedh,  Hm i o & ) ik
hiEm KT BT RBERAMDGETTIEAAGIHTE, FtiRE T8 38E. AR, X
il T HAER R 5P R

TS SSGIKIEHIVE B E R TR L. TPFBMEG:L R, FINEE K5
Yyst, CASKBLEAEREMIDUAL o X502 PN SR B ORI T B 4 22 (R (R ok, /e =
HOCHRAE T, EREATRE RBCF LB, Ho S R RRE NG, A E Y
Yy I, AT AT R - S0 TG R RO R

U R B A YRR, SRR S B, WE4-129FR. AR, R ERG
MLIIAL A 1) BB B, $A8R 2 2B il /b, 5 A N 52 21 2% 6 5 1) 18 BE L Fif 2 328 A%
%, INE4-130 7R

4-129



4-130

SSGIJA 8 /5 :.: 7] PA7E Project Settings—Rendering— Lighting ' i%& $ Screen Space Global
Hlumination (5F %25 B AW M) SiEHE, WE4-1317R. BUEE a8 B a4
“r.SSGL.Quality nVE i &, WE4-132fi7~. HAnflRMESHE, 12ENEINSHIE, n
VEEER: 0<n<d (ORPSGHD , —MiE R2BIAT, a1El4-132FR.

4 Lighting
Allow Static Lighting
Use Normal Maps for Statie Lighting
Generate Mesh Distance Fields
Eight But Mesh Distance Fields
Generate Landscape Aeal-time Gl Data

Compress Mesh Distance Fields

N NN NN N

Screen Space Global Mlumination (Beta)

K4-131

BlCmd v | r.SSGI.Quality 1

K4-132

EHRAGSIEE LT R

2

4. “r.SSGLHalfRes 17, & # G EERGI GREEE)

P

74 : “r.SSGl.LeakFreeReprojection 17, i I b — Bt )37 5% Bl €4 Sk 3R AS 56 4 1) ot & 90Uk

) .

i

o
ot
=S
el



4.4 ot
A A R UES S54RI 0 B R S AS AT S I T . SO TE LRI R, %
S B T A IR, (B SR S U B — R 2 ST

Bahtt: ERMEITTES, WE EmEZN—EIE#E EMobility. 1Z/&PEEUESH)
AT OCANA A B o8 P T AR A PP AT AT AR, Wi P4-133 B
w Transform
Location 4564.4015! | 96.367 | 112835407 &

Rotation 0o* joo" 100"

Scale 1.0 (1.0 11.0

Mobility Stationary Movable L o

K4-133

Mobility B H: A3 Static (&F#A) . Stationary ({7 B [H £ ) FMovable (423
jt) o

BN

FEA I T Erh, 2Ed (Static) M43has (Movable) PR BRI A Frik .
KT XA T MR, 72 H Ak 51 Z b R R A E M. TR, XefiTm
)R B UES KT e wh, oA H i L.

AR FACIRER AR TG BT IH R, IR 6 IR B 52 45 RAF AR E 6 R
Kl (Shadow map) FIYGHEBLAT (light map) W, 7ESEPRIEITIERES, T RSIATH#IT
Ho B BT EAMEREIE, BTN REREERSE, BRRER R [UHEER
IR ARG (GD 770 ] « H%: FERE R ENITA SR HIE T F RGN
Kl (Light map UV) , UM SRR T, X—dEAMRSBEEE. Lk, X
TR i, HEhSMIE T2 s,

AR ROV RTINS, EAURITLM UV, TAUkR:, S80TH
E, SKET WA SaohEiTE b S ERE ARG, WTRESBUFENIET S

2,

UES (#1147 YtMobility (B#tE) : fEUESH, 4T 6Mobility 3505 48 % 19 /2 Static (4f
FAOLYRD | Stationary ([ J6IE) FlMovable (REANLIED -



HYRAMREI R
Static (ZEEFESIGHED « AEHSHIATL.

Movable (237D : UEBSHJE T4z & 4T 6 A Lumen. Ray tracing 1 Distance
field,

[ % Y6 IR (Stationary) : FEUEAEXHEIIEF, 2GR A BB 5 K SRR /L
SECON R E A EOCR. AR, SSESRWNMCRMS S, RETEANEGTE
FHA2 G RER AR RE . BESESH, ERRSAOIHRME .



4.5 Light masst] Mt R4t

AT R T UES 1 108 A AT RS RGi—Light mass. ZRGUEH T & i i = W RIFR A
o BARHBRERERES, URERIFLMUV. WELM#FR K2 ISR, BRI &
e EEIBCHLL R 5L PR I R (0 I 952 i o B KR AR T, ORAIE TIPS SRR AR . [F
I, HISATRREGS, SER B AT I IR LT A 1k

FEXTLight massEAT MU BT, B 5B 2 BT DA RSP ER
(1) % Light map UV,
(2) J% & Light mass Importance Volume.
(3) 1% W E YR Light map /- 5.
(4) World Settings % & #t k5S4 .
(5) et (Build) -
Step 01 # ¥ Light map UV

FEH Light map UV BE & () BARE IS H15, 763D B LA — AL R UV A3k
T, anP4-134F7R .




K4-134
(D) AESMEEUVEA—MlEE (AEHZRRD

(2) UVHHRAT ES, ANEBEERRDOR. FrCURIF LA RE, X8 & — /N mERskir
SEREALEE, JREHIEERRIAA AN, WE4-1350R.

EIERE DL A 7 P UV E S, Stk BUVAR 267, A #7202 Sl 45 Light map
UVHEE —ANBE . Flin, Bhe0 4 fE E UV Map Channel 1, 3t Al BLYE 37 7 74 () Unwrap
UVWAE 2% 745 7€ & ) Map Channel’2, FE7E H 1% T8 A~ BLE BEMovel DUEAT # A,
WE4-136 17

K4-135

E4-136

TE & FFLight map UVI I & KB, RGEGIA R 7 A& F 2 = miR %, ani4-137
PiRe ABIEZEETUR, TENUVIHT FEhi %, BT BRSO, CUEHR AT EY
SIHE E T ik UVIE E, WE4-138FT .



’4-137

’4-138

(3) AR 33 B A A A A

(4) 7] DR AR B B AR BO R AT e 2 IUVIIIAR, AT WS AT gD
(5) Bk AR EES:, NEWIT.

(6) RE HHEAUVRIRTN, NEREE, A LUESH .

() B T 2IRMWRTT 7 185 T IRRUVI T4k .

Step 02 Ji# & Light mass Importance Volume

E—BRREMEIFUVLLE, TEPlace ActorsH % 2 313k #|Light mass Importance Volume (J
R EEEAARD , aiEl4-139FTR

WEWRE, BLABREEER S, UEHANEENXE. FREERN, PRk
EEBE RS, WE4-140077R.



=2 Platforms w

Import Content..
Quixel Bridge
Unreal Marketplace
Content Browser

Basic
Lights
Shapes

Cinematic

Visual Effects
Volumes

All Classes

Place Actors Panel

%] NavMeshBoundsVolume
&4 NavModifierVolume

| HierarchicalLODVolume
1 AudioVolume
(& BlockingVolume
¥ CameraBlockingVolume
2] cullDistanceVolume
[s! PhysicsVolume
(=] Killzvolume
[] LevelStreamingVolume

Spot Light
2 Cube

Rect Light
|1 PostProcessVolume
= Sphere 5

* LightmassCharacterindirectDetailVolume :;
[# LightmassimportanceVolume

[4-139

El4-140

Step 03 4% 7 B ELAF M Light map 7 5



fEd sy, R YR TR U5 75 K 50 E HLight map 7y #E4,  BON 45 58 M 44 8t AT B b At
fio JRARFTA YR TR R R, FEOQERMARME (iR, RIEHR . MRS KA L
M. XEEYARALE S S 5 LRECK, 35 R B, R EmAOR . R, HEEEN
R, REREEAE IR LR, L 102405 B & KR PR IRBRT R E . ez, HodiRdft,
REFEUCR AR ML IR

TR BE R VA R . e sk BARAR, IR M AR R A R 5 1T
WL 73 #2% (Overridden Light Map Res) F i+, PG RBE R GEHE. BHEBHT, S12001E
NERAEZ, WNE4-1417R.

¥ lightma

General Actor LOD Physics
Rendering Streaming
w Lighting
w Lightmass Settings
Use Two Sided Lighting
Shadow Indirect Only
Use Emissive for Static Ligh
Use Vertex Normal for Hemi
Emissive Boost
Diffuse
Fully Occluded Samples Fra

Overridden Light Map Res

4-141
Step 04 World Settings 13 B It kxS 4L

FETH B T A% 3k 3 Window— World Settings, 7 LLIT @ YETARAS, nK4-14201758 .



Tools Build Select Actor

2 Cinematics
= Content Browser
Details

Viewports

World Partition
Env. Light Mixer
Hierarchical LOD Outliner
Layers
Levels

= Outliner
Place Actors

Kl4-142

n] DATE & M TH AR A= ) Lightmass Settings (G E W E) PR EMESE, MRS H U A
wmr.

i

Num Indirect Lighting Bounces: 5§ X A] LUK 15 B 950, ROFHRER 82X B 15
B, WM RN AN K, (H 2 LERE AR S 40

Num Sky Lighting Bounces: 7EZE M7=, B KA RBOH 23~ 51 X (875 B W BN &
&, WE4-1430 7.

w Lightmass

w Lightmass Settings
Static Lighting Level Scale
Num Indirect Lighting Bounces

Num Sky Lighting Bounges

Indirect Lighting Quality

Indirect Lighting Smoothness

l4-143

A —MRELL R B OB T e, WU B cell size. 2 it
DABERS S 25 7Y e somidgy DG, RN EAE S AR 1 ABUL I Light Map, Rllcell sizelin



Kl4-144 75

[4-144

W cell sizelfI R/, A LAk g 25 18] AR FAL I Light Map )% 5 K/ o RN ARFAL ] Light
Map 5 3 st MR R 326 BB A G, B DU B E thagm 2D AR E . BT
A IEFYIR)E, FETIE T HA 3R FWindow—World Settings (A% &) , v LLFTHF @ PETH
BRA=,  $255 16 J& 14 T AR A= [ Lightmass Settings GGl % E ) H148 2| Volumetric Light map Detail
Cell Size (AFUGHURTEAHE B HITH RN, REIETRIABSHEI T, SHBN, KR
=, WE4-145F7R .

Volumetric Lightmap Detail Cell Size 50.11

[&]4-145

Step 05 KRG H9E (Build)

RSB EREZ A, T T A Build-Lighting Quality (X6 &) I+ i E 4t
KT ITERI R T o AR TIEr NAN S Product (F*fhZ) . High (F%) . Medium (1
&) MPreview (FRY) o EFFEZOME, HOUEHTH O RN, WE4-14607R. SN T
KRS T & OGRS, AT IR SCE S AR o 57 IO L 5 A2 1 () Build—Build Lighting
Only (IUHJZERRIT) #24, UESKHENHBIMERE . e, M gmiEiss, A
VOSSR BEAT KB, anEl4-147 R



Build All Levels -
Platforms v

Build Lighting Only CTRL+SHIFT+SEMICO

L

Lighting | k‘ Production
Use Error Coloring High

Show Lighting Stats Medium

Preview

Build Reflection Captures

K 4-146

Bulld  Select  Actor  Help

Build All Levels

Build Lighting Only-.‘m N ,Jt_'_;fmusmrnswlcmom

! B
A

K4-147

wJE, REBESEfMGHUEEEH, UESH 3% #rLight maps, #>Light mass (FRAT MR 1
MR T T .



H5E

RIS 7

FEUBSHIBRKBII T, BU—FFBI A o R . KR, MpTALGEESERE
RN, BOVKERZRA ARG . BT TP RE LSRR IE, PR
FHE AR 5%

B, EgiiE SR — N EKAEZE, EUESHIZRE & LREE . SR, B0
K. arHG RS TR, W LA BT A bk BESERTRIR . SR AR bR
—F IO HA T A, IR 2L S E S R A L) BRI A

Hk, #EK (LOD) M5 bR EINEEE . BE i B faia, g2
AFEREHTS, BEORIE TR AIRIELT, N FPIERRRRANEE . B RG0. &K
FenhiMi s, H— IR AL B 2

B, MPAMESRGAEUESKIME TR A2 7B RS RIL. WA, 165, a1
SEICRMAMEL, SHMEAEAE . e TR AR BAT, RIS T
Bl

BeAh, SEHRAIH SRR R AEUES ML TR PR3] 7w B 0. SENBIE. 2R
M RN ERBRCR, LML RAEIER, il . B MVEERIB L
T, A RTTR AR .

e, SZHAERTRTER R MR TR A s B e o R HE TR, JF A8 AT A E AR
Rk HARAMESS, B St s AR, 5| SR IRAR RIS . AR E, KK
S RATT I B K, R KBRS A RO K HAIE

£k Lk, UESHIME THOVIF R ERME T — DK KF &, EIFAE RER A 7e i
HS, HahtE. Rt Rt



5.1 HbEREEa

A VRRR T EZISHIIE RS BAISHIE R G REE R TS T, EREER
Ysnt, RS HERAKF . ZRENTEERON, BE-TNEHHATN RS, A
bUVE A3 R Lo sy /| g = b VT ON G 2 (=R ST DUVE =3RS N I Y 221 P LA S R S
PRI IRAEAFAEUES H MR ARAS . =R 105 A BRI SO T g, i E5-197m

5.1.1 HIE AN BRHI

IR S UBSHIE RGEZ R, HA8% T ZRASRRELIACR, Wl UES B A A
ABIFTIFUESHUE 7= 913 5 AT ILBE . & NEpic V-6 Ja, ML) 51 EE—om Gl 2] N & i,
I N T B, WE5-207R



Epic Games

{Electric Dreams) #F18

K52

SRJEAE N B R QI TR, LREACEN NN ARG T, I Ss-30R.
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AN E A3 TIFS BN EENS R |

HHEE

me

305 IR
40-427,50-52

Kl5-3

THFEZ G, EUBSHEITHARRG], WES-4fR. EUESHITH SRIREREY, ERRE
Hif# &K Landspaces (LA, XUdrmh ol LAITIF C My OB SCfF, ankEs-5ps.

Unreal Editor — H¥iafd

Uprasl Edieor E

Fl5-4



-+ Add }iimport |@Saveal ® im Al > Contemt > Maps >

b Favorites Q o i
v AETH

& All
Es Content

W MyParticleSystems

UES It =91 SO U Pl 5-6 Ffr s

5-6

5.1.2 HE T EREERANH

FIH =B, AR — T N . 7237 S T L RA R 2 IE 5
i Select Mode CEFHEA) —Landscape (FMBEAD , BIArgk NHE GBI, a0l 5-707
7~o jLandscape (ML) #HICHIEI K JE Select Mode GEFRIA) T Foliage (RE# R
B, B R ARG I T 5 (8] s inAE g, BT ESEZ E =T b, wiEs-8
PR o

'; Select Mode v ' + W

€, Select SHIFT+1

SHIFT+2




';Sﬂmanmv

€, Select SHIFT+1
SHIFT#2

SHIFT+3

HiiiSelect Mode—Landscape/&, UES ¥ #2{F UL [ 5 23 12F A\ Landscape I #AE B, ] LA A
X HEAT B A g% . Landscapef)Manage (M2 HE) o (1) Th B8 AR & 2% F Wi Al 4 5 3 2

e

st
H, wEs-9f R~

/4 Landscape x

Manage  Sculpt Paint

abpug

o
New

K5-9

New GBrig) : fEMEHT, NewIRERIMEM B EGIEME . tLIhREAN RENE7E 2 Al &
A A AR Y, T GRS KRB . LTSI ER S, 2B LI
I AEAE, I & 8 AL SR ST G 48 0 (R I, 38 B A5 b TR B P 5 A T DD RE . I8 3 New
Landscape CHA%J=5) A& ANEDT, 7T LABCE MR R RAR A, AT SEBL Hiks SR i E i,

E5-10F7~ .



w New Landscape

Create New Import from File

Enable Edit Layers

Material

Hint: Assign a material to see |landscape |layers

Layers 0 Array elements
Location 0.0 100
Rotation 0.0 | 0.0
Scale 100.0 | 100.0
section Size b3x63 Quads v
Sections Per Component

Number of Components

Overall Resolution

Total Components

Fill World

E5-10

#1140 F : Enable Edit Layers (23] 4%i% ) . Material (# ¥}) . Layers (JF) .
Location (Hix{) . Rotation (Jie¥%) . Scale (4D . Section Size (73 #¥Z) . Sections Per
Component (%40 %) . Number of Components ( #/4%1) . Overall Resolution (& {4 4y #¥
%) | Total Components (ZH{FR%D .

— QN — AN LA B a6 M T BRTE 2 B, R AT Al A 5- 1 B R KAk T, 3
BPEMEIAME . KA 2RESH. [N, 72375 R b I — S e 2 80mn
BRI AR E T, SO BoR E AR SO RS L, A&l 5-125s



=
—
(=]
=
H

El5-11

&]5-12

ZIN o

M I T RS IS 405, 7E Landscape I AR B 4K B Create #2241 - Fo o5, an&IS5-13 7

RN

WAV — R BRI g4 T T, RO 4R O SEREARE Y, X — B T i

A
~

GilN

/]

Ty T L
sy 1

, ES5-14F 7R



/ah Landscape

Manage  Sculpt Paint

Create New Import from File

Enable Edit Layers

None

€k

Hint: Assign a material to see landscape layers

Layers 0 Array elements
Location 0.0 | 0.0
Rotation 0.0 |0.0
Scale 100.0 | 100.0
Sectlon Siz 63x63 Quads
Sections Per Component 1=1 Section
Number of Components B

Overall Resolution 205

Total Components

Fill World

&5-13



Ks5-14

EHREER, BTR®RAEEN TN, ©F —MESWE TR ETE T AR Bk
FFTFFVIEW MODE (M%7 ) —Wire frame (FEZ&AE) B, WES5-15F777.

Wil B [Al2] AEsT0e, HeEasEn, WIUEEWESEMBH T, o
Kl5-16f75 .

© Wireframe

&5-15

5-16



HE VL LT3k, AT AKIME 2 BB IR . S TR RS BLE 2L 1K
MRS, JFH, RLISIEESBEERESCRE UG R M AR, XA RE R BEULH P TK
FIRSE, AR AR MOT I F, BIAE T 8 AT R R AB T

Import (‘FA) : fElmport (‘T A) HIiF:H, 7 LU T % B Height map File (751 B & S
) FIEMERFIERTE, WES-17f7R,

w Import / Export

Import

Heightmap File
Import Type
Import Resolutior

Layers 0 Array elements

E5-17

SANEEESCAE, ATCE SR B AR, s s- 185

e
Es5-18

Select CGEFE) : iEidSelect GEFF) Thaenl UEHFA —Hp X He, 1R RES Bl 5 —
X PGEATHAE, WEIS-19F7R.

Add G - fEHAAD Gasin) Bhagnr UL P e EE R 2, Wi X, o
E5-20Ff 7



F5-20

Delete (M%) : Delete (MiIBR) DiReReWMIBR Tk X He, wE5-2187w.

Resize (U#ERK/N) : HResize CHEER/N) T HA] DLIABE MY R AR E . oD
Section Size (73 ##%) LA E NG, I /£ Resize Mode (BRI RN T ik £ AEH
Resample H #1K A (LB #EA ) , B3 Expandy™ K GEHIE B[R E R f&5, Hili
Apply (RLHD) #5H, wha] DAREEHE RN T, WE5-22F7R.



K 5-21

+ " SR X s tr
'Y = aTh o - | £
New Impont Select Add Delete Move Hesize Splines

w Change Component Size

Original

Section Size Tx7 Quads

Sections Per Component 1x1 Section

Resize Mode Resample

Number of Components 73x109
Overall Resolution 512xT64

Total Components

[ 5-22

M RS EANIEES, — Sk FEResample (FEHERFE) ARG E R, ErEESGEH
B R

M Expand (37K W& LA R AR I /N 7 FOREE RS EE -

Splines (&% T.H) . A LLfE A Splines CiEHE) T RMIIEHSMAFNER, HFHANES
RS =T, WES5-2307R.



[&5-23

5.1.3 HUEREZ
7£Landscape[H #i H i Sculpt, ot NREZIRER, Bbis, Sl DO 3 T 8uE 1.

TEREZIA R, AT DATE 3% 55 20 (0 T Bl b R 21 A58 B/ 22 A [R] ) Jfe 2] 1 2Lk st e i3k 47 i
K 5-24 7

sA Landscape x

Manage  Sculpt Paint

Sculpt

O
A Ak

Visibility Mirror

[5-24
Sculpt (BEZID : {8 Sculpt T B AT AT MU B B, 4 EIS-25 s
Tool Strength ( T_H5RE) « AT LR Il R 38
Brush Size (Fill- 7R~ = AT PLECARZERIK AN
Brush Falloff CHill 73080 « AJ LAY E 2B Ml (K REFEFE

Use Clay Brush CfEATRE BRI+ AT DA3RE S Rl $th 762 A DA R AR =4 11036 Al R SRR



& 5-25
Smooth CF#E) : REMFHIEARIS FIE, WES-26/7s.
Flatten Cj“F) : & &HIERFS, @EESERIL AN MER, wmEsS-270s.

Ramp CRHED = FRBHWERBEI TR, R3OS RRE s B g, &l
COERITR I T RS HEM R E A 107, mI{E#% [END] 42, R TR 83 2T
e

&5-26



5-27

SRJ5, 7ERamp Width CAMESEEE) &0 8% 2 4% 1) 98 &, 3@ i Side Falloff (P9 3 22 0%
FED BRI N AR S, i Add Rampi 4, BI el 7E 37 5 A Rl i, P 5-28
INo

5-28

Erosion ({274 : RERIIILSEIAE PRI RALRCR, PRI LAEFE, B nT BUBIL 56
RILPEIROR, RiEEE WL, nES5-295T7R.

Hydro (K71) « BN ME, KRG 2R EE B8R, i s-3007R.



5-29

&5-30

Noise (M%) HEFFH M 1 R BEPGE AL sl 2, anl&IS-31F78. Noise (BEy) T HA A
3PP A I (Noise Mode) , W&5-32f 7~

Add (3Eh0) « BEEFERN R S m I .



F5-31

v Brush Settings

5-32
Sub (& Z5) : BB R A 2R TE = R .
Both (WA - LB RIAT DALk R 8 SR AR P ROER

AR T Y TR SRR TR SEA N ], 5 A5 Bl SR YA R 10 61 7
%, LRSI BRI TR RN, BT 1 OB EEZ) TR 7%, BAE TR
PSS (0 2 PR AL -



52 ARBIAEMIE R

FERIR 1 T JZ 1 J5 2 5 Photoshop () BZ BE R AHAL, B0 H T A48 B BR T L B 7 1A &
B, AL TREAEEN LS. oh, EAENGHTEEBER, TEEMER, Jvits
TR 1A AR

521 QIR EHIE Z

e Bk e, 285 1E 08 M AR A= B 48 B Enable Edit Layers (J33h9m%E)=) ik
e, TR SR RETE EAE LR YES, BIRBsh4iE)E, WK S-33FR.

ZJG, 1ESelect Mode GEFARLI) 14T Landscape (HIERLAD , W1E5-34/7.

AT DATE M g B A LR DL gm R 2 BRI A T, W S-35FTN . A, EFRH
HIERFESE B b ik ¥ Create (B3 4, ATLARNIGHEE, WES5-36FTR.

&5-33



@, Select Mode v

Select SHIFT+1

Land -cape SHIFT#2

Foli SHIFT+3

Mesh Paint SHIFT+4
Fracture SHIFT+5
i Brush Editing SHIFT+6
Animation SHIFT+7
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w Edit Layers

w Edit Layers

w Edit Layer Blueprint Brushes

E5-36

FHHEE, RS Ak ERename (74D w4, ATLUMBHMEZER LR, WKs-
37. X, AT LAAIEPhotoshop B IR1EEIE — 1, EhEREMEIERE, & THETHE
YERITT, 4anPs-38FT 7w .

w Edit Layers
o ® Fif Alpha

EETE R

w Edit Layer Blueprint

Create

Rename. |
w Target Layers o =5
ear

w Layers

Delete

&5-37
s EY, H2NEEYZSS 7%, 1] UGB R ERE P32 R A B E
izl . MR iztdl)sE, HREERSGOEE R R, MAMsSLINEE £ — B EX 5w
IR, anEl5-39FR.
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w Edit Layers

o ® # Alpha

o ® Base Shape Alpha
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5.2.2 Blueprint (5K

Je R HIE LK. {8 FH Blueprint T 5 v] DAFE B A 2 R2 PP A A2 sl Jik, - o] BAZE — AN B Hh
R — T IXANIIRE. 7EManage—New . H B £ #¥Enable Edit Layers (Ja3 3452 ) HIEHE, A
JE HdiCreate (BIE) #2480, RIWPRE AR —A B SRR E R S R, anEl5-400R.
7EEdit Layers (Zw%H/Z) " OIEMNASHHIIEE, Jfr4 VBP MountainMiBase Shape, U1&(5-415

o

$:35 16 1 BP Mountain, F{ETool Settings ( T Hi% &) —Blueprint Brush (& EJil) )ik I
H1i5$ECustom Brush_Landmasstdifl, 1EI5-4207x. BUIF, B8 0 4 42228 Tl 2 ¥ 75 12 2 T
FEH, InE5-43577R.

Al PAfEDetails (4075) BIRF, FxPe#iTEMmE, WES-440R. WNEHEZ)GE, £
B H BB P AESE S, SR — AN = AT =, )RR Esh e S
HIiL%, mTPMEMELR, WEs5-45FR.



Aa Landscape

ilpt Paint

+

A
New

w New Landscape
Create New Import from File

dit Layers

Material

Hint: Assign a material to see landscape layers
0 Array
0.0
0.0

100.0

C Il Resolution
Total

Fill World

1 5-40

w Edit Layers

k' @® BaseShape Alpha
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A\ Landscape

Manage  Sculpt Paint

’ -
7 R, LS, , -.

- f
rase Smooth Flatten Ramp

Erosion Hydro Noise
o Ak

O B
'-.,.":-f;|[“,|||T':,‘ B.hm‘il" Mirror Selec Copy

—

w Tool Settings
Blueprint Brush
+ Edit Layers
O None
O customBrush_Landmass
b

O cuswmBrush_Landmass_River
w Edit Layer Blueprint Brushes O CustomBrush_MaterialOnly

=h @ BaseShape

4 tems
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w Edit Layers

o > Smooth Alpha 1.0

mh ® BaseShape

Alpha 1.0
w Edit Layer Blueprint Brushes
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,f Details X

@ Landscape_CustomBrust - Add

@ Landscape_CustomBrush_Landmass_O] (Self)

A+, Root Component {RootComponent) Editin C++
X Editin Blueprint
Edit in Blue

< Brush Mesh

“ Spline

5-44
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ke S
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.
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TEE R A, 7E7 R HREESE ik Add Spline Point Here (7E ALY INIAE Sl
) A, BRI CAXE AT s S S ERAE, ES-46fTR . EREIE—EIL, FTRLE
2, BRI T TR A L BN, AT AL E RS, T HE T, anEs-47
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AL ATEREE, WES-48FT~ . 1EE M JE M AR A AR 4K B Falloff, 38 i B 1HI A #/E %
i, W] DUSE Gt gk 47 e, i 5-49FR .

Edit Layers

o ® B8P Moutain
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w Falloff

Cap Shape

Falloff Angle £63.448131

Falloff Mode Angle
Falloff Width 8192.0
Edge Width Dffset 0.0

Z Dffset 0.0

&15-49
Cap Shape (#1878 : WHFZEEHESS 1) 1L AL TP TIORAS .
Falloff Angle (ZEIRAEE) = FTLAFEHI LAY 5 &,
Falloff Mode (FEJARETY) « AT LU I %% TR e s 1Ly 31 i A2 e 43 P T2 D 2 X
Falloff Width (FEJRFEEE) « 42 Ll A RE R T E
Edge Width Offset CGAZTEEMmFS) « RefEibILd S v =L tms R
Z Offset (Z{w#) : HEAT Z fliwEs

PR, SER DL SR I SE A T ONIE A L AT S, S-S0 . BB
4k, IETAT LU FH B 1 T AR A L Curl Noise (Rl ) , A H P 4N S5, anl&ls-
51F7R.
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w Curl Noise
Curl 1 Strength
Curl 2 Strength

Curl 1 Tiling

Curl 2 Tiling

E5-51

R TR BEALAL, XA L s & BB IE Hs8, A s-520R . I H.,

0.712

0.336

12.044963
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FX—, WA G CRRIEE IS F AR RREES 1, (A2, LKL, e
M Eic R A BR, WESs-54FR. SRy, RTCUEBIER S TR BT, LA m
T

Bl
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: TR
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I'l"ﬂ..ﬂ;';,i _—:'.1: - "':‘ﬁ‘ﬁ-ﬁ'ﬁ":
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R rik: B AN EBOR M R IR R e, A TR Bk B Smooth i) T
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Bk b ERENEE, RS & $ Sk AT % i 1) Landscape_Custom
Brush Landmass, 1K 5-5617~.

TE A D HPIRAS B PERE B 38 3] Outer Smooth Threshold (AMFiEBIE) » B ERISEOA A, W
K5-57HT7

N

w Tool Settings

Blueprint Brush one e @ .5 @ X

w Edit Layers

o > Smooth Alpha 10

i ® BaseShape Alpha 10

w Edit Layer Blueprint Brushes

K5-56
w Smooth Blending
Inner Smooth Threshold 0.0

Outer Smooth Threshold 3581 5268529

K5-57

35 H D L JoKORD P T 1] ) A8 Ak il 2 0 3 S B0 AR A i r= A AR AL, TR RGN B SR I i
TEROR, WES5-58FT7R.
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FERBVE LA . EHIE— DD R L AR R B, B 2 — AN HI SRR (L 2 B RBOA 1 b
=, SRJE1EHE, F{ETool Settings ( T.Hi%E ) —Blueprint Brush (¥ BRI 3% T o ik £
Custom Brush_Landmass#diff, 1E5-597r. fEdstrhiaahfsl f, #sh R4 R
J3, WnPEl5-60 7

7E J& M A A B 4K Bl Cap Shape (@) T HIFIESE, mES-61F7R. HE, Fsdrihas
TP, kR shRirR ) Z B TR, — N EREEIL SRR SR T, W 5-620T
INo

4 Landscape x

Sculpt Paint

-:.: - ‘ ll
Flatten Ramp Erosion Hydro Noise
dK

Retop Visibility Blueprint Mirror

e

w Tool Settings

Blueprint Brush \ @ .}:—.‘r @ )(
w Edit Layers Q

O none
o CustomBrush_Landmass
mh @ BaseShape ® I"-us.ttm.ril.' -
w Edit Layer Blueprint Brushes
4 items
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w Falloff

Cap Shape

E5-61
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FE LAY B0 o PR AR B, P A T AR A HLFK Cur] Noise, R HLIHII4N S5, W
5-63f7, RELERRERGIHSLIBICR, WE5-645T7

w Curl Noise
Curl 1 Strength 0.712
Curl 2 Strength 0.336

Curl 1 Tiling 12.044963

Curl 2 Tiling 5.0
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fE 1L A K8 Mk T AR A B 4K 3 Smooth Blending (P VR &), FF i % Inner Smooth
Threshold (N #B-F¥#F B{E) 5 Outer Smooth Threshold (#MEB-F¥g BB W&, tn& 5-65/h
N, AT PLE I A PR RIS B B R, ikt E AR S N B sL, R K S-66F7s .

w Smooth Blending
Inner Smooth Threshold 15636.039846

Outer Smooth Threshold 102.913046
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F5-66

Ao 0 LA S B A TE IR LA R S O R RO . 7 LD A B A TR AR L 4R
#l| Displacement ( & #t ) #x £k, 7F Displacement Texture ( & ¥ ) W B 5, 8%
Displacement Height (B #t5 ) S40, WEs-67Fn, #iafilfEHHER B BSRER, R
40568171«



w Displacement

Displacement Height

Displacement Tiling

Displacement Texture

K5-67

& 5-68

1177.499458
20

TilingNo v




53 HEIEE RS

AR — N AR AEUES B3 4 8 25 BLEN N B € LAIIE % -

5.3.1  UNHNiE B IR

HAARARAE RIS IE B L

5.3.2  fHlMETE E

BB R WA HEE .



54 HUIEIER RS2

AR T REE B R, e RIS D PR AE AT PT R A S R kAT
HRH o

541 EiELE

HAARAE IR IE BeA L.

542 SAHE X KEH

H AR R W E B .



5.5 fHYE RG A

AR L) 51 B A R AR, K2 ST RGNS N, R AT SN AN
fE2ER, I 1 AR BRI LS P37 5 i RS R -

551 MM ARG

B ELSBEATH MY R4, W LLH.diLandscape Mode (HuJEARZL) , #EFFoliage (FE#H)
ARG, RN RFERAETAR, WE5-69F7 7.

A\ Landscape Mode v '+ v

. Select SHIFT+1
Landscape SHIFT+2

, Faliage SHIFT+3
Meshi;ﬁim SHIFT +4
Modeling SHIFT+5
Fracture SHIFT+6

. Brush Editing SHIFT+7
Animation SHIFT+8

P 5-69

ININZER: fEMEREAE AR A, EibmRP e TREARINEH, HhREWEER, &Hi&
BE MR ZER G =, AT = 2 es, £ FMAIKEIAdd (RIN) —Add Feature or
Content Pack (VSINIIREBLN AR , @nl&l5-70f17s.



Erase Der

4 Import to/Game/ThirdPerson/Blueprints. ..
Sing {J Add Feature or Content Pack ..
Add Quixe3ontent

Plac

— Filter
New Folder
Lanc

Foliz

= _ Blueprint Class

-+ Foliz :
A Level

Material
-+~ Add

@ Niagara System

b Favorites

E5-70

TES T AR B i Content (PN%F) , SR JG 1% FPStarter Content (JE 28N %) , HiiAdd
to Project CANINENTE ) #Z41, WKES-71H7R.

E5-71

WhnJE, SFRgmvE i %), HVAT7E 558 B 2% A 38 2138 0 i SC 4 Starter Content (J& 325
), TEEWTF X IProps Bt B sk BIAE M RIA L ZE |, an B 5-72 7 o



+ Add Vimport [BSavedll &

* Favormes

¥ TestProject

El5-72

EHEMER G, HeiEshEEYE RFEEIERAAR K : +Drop Foliage Here (7E ¥R INAE Y
ERD . WES-73FR. BINEEE, Bl DukhEYER, SREES R NHIE EdE T2,
RImT il AEY, anlE5-74F7R .

+ Foliage Q

<+ Add ¥ Import & Save all

F Favorites

¥ TestProject

&= Al
E Content

[&5-73

K5-74
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2 M\ GRS B 25 O HE H At 1) 8 77 33E A\+Drop Foliage Here[X 33k, FfH —kHikH g%
Fill, BRI AR B — R AT R P P R AR, WES-75FR . A Rk — R B e, £
Fill i & R 25 355 Bt — PP gt =45 8, anP&5-76 s

5.5.3  ZERWIAE 5 N
AT DA R AT — 2 5 e R E . TEZERIAE M AR FPainting ™, AEUEE— 20 15 & 28
W, nE5-77HR .

Density/1Kuu C# ) = FIBREE10T RN R EE S KN HSH08100, %R
M5 N FE10°FTKRBAN, B2 PREFAE LS A A T0ORRE A AU 3 L, I HL B R A 7] [X 45K
WA SRR AR .



Component Class Foliageinst w @-— '_"D. @ %

SM z Bush W

€K

Mesh

Advanced
Painting
Density / 1Kuu
Radius

Single Instance Mode O

Scaling Uniform

Scale X Min 1.0

Advanced
K 5-77
Radius (f4%) : $BUIRAERE 22 TE ], B n] LR g ZE R A AN 5 AN AR 2R ] fl B 8 K

No (B, PIAATE OREFAOEE B UM, (HEMR, EATRKEEAUMIL; SZHON50, 2k
DA 5y ] 22 D2 AR R IRSOK RS : S HONORT, Wikt 25 &

Single Instance Mode Override Radius (FLSEFIREAE 317 « AT RLpIt, AT
Hor I 5 HoAth S5 R AR 42

Single Instance Mode Radius CHRSEHIBIA 42D« W BB T, MRPEREMSH
B, E#E, 5 HAbSHE) 2 8 )RR BT .

Scaling (4F/0 : BRI T & Uniform (BREC) , AR X Y o Z X3 M5 L4 IN
Scale X: 4Scaling (ZAJ#0) B IAL T Uniformi, Scale X#8 & U fx KA /IME, ZE Rl st

SAEIXAN X1 Py 3 i BEATL 8B 2 RN A — R & L4 TR A

554 ZBRITEAHERSG R BN

FEPSETE T, Y2 RO ik AL T P AR R SR AR A R E Bk X
B, KRR fEY A K. BHEEUES BEGHX—Iseigst, T Ludid /3 F Height T



RSz, 78 J@ MMk 4 2 Placement (Z2# ) —Height (&%) , AR KNS HR/NITEEZS
B, RIA]REAE A 2B Rl ) A s Y R 48 1 E — 5 VR X TR, anB5-78 T 7

Ul R

MR I E KA DA B ) Oy U A 2 EE R UK, BERARE
Pl KRR, B DAEUN %3¢ Align to Normal (5 IEH —80 EikKE, MR TE BT T4
AERKPIRA, WES5-79FR, R ES-80F7R.

r Placement

5-79

&]5-80

T IR LS Y AE K I RE LR R, 18 7] DL #EPlacement—Random Pitch Angle (fifi
BURIR D 2480, ibiEER EAKMER, W6 —a0mmmE, wEs-81Fs.



w Placement

Z Offset

Align to Normal

Average Normal

Average Normal Single

Random Yaw

Random Pitch Angle 132112

Ground Slope Angle Min 0.0

[%5-81

TEZ: I SR (L AR R A I, A Lo FEAE L St S b R B A KAEYIHI, N T EUESH
FLIX —37 5t S59/0 TAE &, Al LA7EPlacement—Ground Slope Angle (HBTEHEE M) H k4T S
WIE, MERGI @S s R RN, BRI S A A oE R, i ES-82F .

BB . FERBOR SR, K T FTLAGE I RIR A AE FRA R, R ARG —
B 2 51308 7S5 B0 5 OB o 7 KLU P LR Bl Instance Settings (SEBILED) SEELeY,
IS T L2 AR AT B, PS8BT

w Placement
Z Offset
Align to Normal
Average Normal
Average Normal Single
T e

Random Pitch Angle 25.B48

Ground Slope Angle Min 0.0 Max 217.31999
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w Instance Settings

Mobility Static

Cull Distance Min 0 Max
Cast Shadow

Affect Dynamic Indirect Lighting

Affect Distance Field Lighting

Cast Dynamic Shadow

Cast Static Shadow

Cast Contact Shadow

Collision Presets
Custom Navigable Geometry

Trans cy Sort Priority

F5-83
Mobility (FzhPE) « e ZA4b T Static (F#4) BiMovable (F73) Bt
Cull Distance (CullPEE) = 5l FRH B0 1 73 Bl 4512 7 BAR e H K/ Actor
Cast Shadow (#%§%) : WFIZEIRHERS, TFE .

Affect Dynamic Indirect Lighting (GBS B [H#H8EH) - EHZEIERMERS, BINERZmZ)

A E R R

.

Affect Distance Field Lighting (F2WuFEESIZ ) o P2 T IEAER, #hilZE52mm IR 257 8

Cast Dynamic Shadow (Hli&sI&R) « EFZEIEMER, #IAERENEH.
Cast Static Shadow (Hli&FFSHR) « EFZEILMER, #HILNEHERSH.
Cast Contact Shadow (HIEAHHIIER) « EFIZRERMERS, FHNERIEH TR
Light Map Resolution G #FE) « W EIEMER, w3 sEa .
Collision Presets (ARSI « MR A 2R E A7 AR F

Custom Navigable Geometry (H & X P SHUUAMETE) « £EEHE LTS UTEE.



Translucency Sort Priority (CGEZEBHFFACR) - FEIATHEE & HHEF e S5, ok
TIN5 AR SR A AL B, ASRTER R, IR BRI R .

FHER, “E—NMgREXN—ANERETEEEE G, i EE NSO B Ee EH
AR, e DO AT R T B EE. RSB A EESFHER, 7R RS R
1% ¥ Save As Foliage Type (AAEASAERERD w4, WES-84F7R.

-+ Foliage Q)
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R EE e B EREN G- EHIBR PSRN, FdfrEda4, BdSavetisll, R
RN, nES-85FTN.

PEI & HEA R B SO AT PR AE, T AR R B AT AR AT, ARG — AN, FTIF M
R, B ERIAL 5 ) Foliage CRAMY) 441, B w] 76 3% W A 35e T0URS b & B0 IR KIS o K1 22 0
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u Choose Location for Foliage Type Asset

Q

= All
= Content

i Characters

i Foliage

B LevelPrototyping

m Map

& StarterContent
Bl Architecture
B Audio
B Blueprints
B HDRI
B Maps
Bm Materials
B Particles
B Props
B Shapes
Bl Textures

B Teapots

Bl ThirdPerson

Name Bush_FoliageType
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<+ Foliage Q

)\ Actor Foliage
@ Static Mesh Foliage

.1 Copy

Bush_FoliageType
Static Me oliage
SM_Rock_FoliageType
Static Mesh Foliage

[€5-86

5.5.5 TLEHE¥EHIMR

U INER S5 E7 st h 2w AL E, wtal DU R RS T Bk, Skit—5
LRSS P AR T, WES-87F.

Select i) : IEFHMAEBLE], W LALAE [Crl] SERIEFE 2 A HEEMAS o

\ Foliage

» » \lf

Invalid Paint Reapply Single
P o

Remove Move

[ 5-87
All (&58) = EFEFTE AR S,
Deselection (HUJHIERE) : JHEFRARTIEH TN,

Invalid (R0« EHPTH RIS .



Lasso (EZ) : HMEMAIERAFN, kB 5 2w i fe g R R A s il .
Paint CER) - ATEHIREBHIER TR, 4t [Shift] &7 & Prig g R sl .
Reapply (EHBTHITE) : AkHEHiRg R h st B S4.
T PR T

(1) #EHF: HHNHH (Reapply) TLH, #AJG1EMIM ARSI R o idk 588 20 P4l A g 2k
A, i 5-88 7 o

Reapply
— Brush Options

Brush Size 5120
Single Instance Mode
— Filters

Landscape Static Meshes BSP

Foliage Translucent

<+ Foliage Q
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(2) TEAEHEYHTT (Foliage Details) P E 22l AR B (AR B, 4N &]5-89 s



w Painting

W

Max 5.0

&5-89

(3) fEY N ER AT BCE, RIWT 5 SO SR RO SR B, an I 5-90 8T o

5-90

Single (AN + EL A SR,
i (Fil) « [T H AR RS
VERS: (Erase) : 7EMEFIAEMIN i 5 (KA
Remove () : HbsEHIBESEHIAL.

Move (B30 « RiikE M SLHIE 2 HRTKF.
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AT 22 2 U4k Skeleton Mesh & ZE A% S N EX) 51855, BHACUHE— T BRI SRR

FEAT, B DAEmixamo.com B P H CAEZ R AR, S ABGEMIKS )5, Rl
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6.1.1 fERsr9n5y

TR F 3R R ox SO 5 A3ds Max, NS HEATH RS, LR B 45— 8540 45
AT, . FTHF3ds MaxJ5, 76 T8 T ELR: B B File—Import—Import... (A 454, 1
B6-4T 7. R BIRIN T BP0 HEAT BN S NHRAE, ZE5 0 1 HE LB i 5
¥, WE6-5T R~

Edit Tools Group

dit Customize

wding) A Fr
es

Save Selected...
1dy_Geo

Archive... oak_Geo001

Import
Export

Import...

Merge...
Send to

Reference

Link Revit
Set Project Folder...
Link FBX
Summary Info... Link AutoCAD
File Properties...
Preferences...

Exit




" 18 FBX Import (Version: 2018.1) 7 o

* Statistics

¢ Geomelry
* Amimation

* Cameras

* Lights
» Audio

* Advanced Options

K 6-5

FEE s T HEAZ BLER BISkin T R, XAt SR ER 70 BEAT 40 70 b B . 3K — B8 1783
FAUESI IR & A 2 B A00E I HA skinfE ez MR, el /8 AN B 3101 — &5
HRARG B, SRR, DET8AE, WEe-6f. fETE T AAS h ik 241 i g
AT

5 G T B A e B B R4y, IxX AR A2 A B X, IR SR BR A,
w4 NCape, WIE6-7HTR.
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K 6-7

et P A LR T ORI, 25 O MR T4 637 b, ARG8T A
BERHE, TERUA T TRIAR PN IR T A B A4, e B RS 2 44 B BRI 44 Jybody, #6156
gy Nskirte FERLE, BUAIXALA AT S, RTINS T A A B 4K 2| File—>Export—Export... (&
) w4, wikEe-9fr.



K SO 44 N SKM . Assassin.fbx, &R HONFBX, HdiSavetZ AT IR (F. TEFT I
5 S O AR L) SR ME, BT OKILE, BRI S AR AL . RA Bl i DA i B
H, frDLJC AR ORL RS, A R G R A AT MRS 3|, gk e BUAE F I 4 Bake
Animation CHUREZNED FIADIHIESEE F, WE6-107R.

Edit Tools Group Views
|

dit Customize

Y| g

1ding)

es

Hips

al01
al01.Target

Export...

Send to

Reference

Publish to DWF...

Set Project Folder... _
Game Exporter...




8§ FBX Export (Version: 2018.1) 7 x

* Animation
¥ Animation
* Extra Dptions

* Bake Animation

Bake Animation
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6.1.2 B S NUES

FTHFUES, 7E#JRE HE 8 b i — 4> H *——SkeletonAssets, WK 6-11f178. 1ERIFEE
RS R Importi& 101,  IEEENINI M 3ds MaxH 5 H I SCHET SN, WnE6-12F17R .

<+ Add y Import |& Save A im Al » Content

P Favorites Q Q

¥ Character

= All
& Content

I& Characters

b Bm Assassin
:- P SkeletonAssets
mm JacketGirl
i Mannequin_UE4
Em Mannequins

WS
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-+ Add ¥ import |= : ® im Al » Content » Characters
h

* Favorites a3 Q Q

w Character Q

= All
= Content
= Characters
= Assassin
m SkeletonAssets
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B FAUESHS, B AR IX 2 — A E e . B & # Import Animations (‘5
ANZHHE) SEHEE, Bdilmportisl, WEe6-13Fx. SNJE, AJLLH W —HE&R M,
E6-14f 7~ o

u FBX Import Options X
Import Skeletal Mesh (® Reset to Default

/SkM_A

ng Groups
Import Meshes in Bone Hier

Import Morph T

Compute Weigh
Thresholds
Animation

Import Animations
Animation Length
Advanced
Transform

Import Translation
Import Rot

Import Uniform

Miscellaneous

Force T XAxis
Convert Scene Unit
Advanced

Material
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WS E USR], B OB RA3A, WEe-15HR. B iTEmL. ¥
W) PR GE 77 4 4% N PA_Assassin, H4 B #% 14 4 04 Skeleton Assassin, ¥ K B & A
SkM_Assassin, WIE6-16F7~ .

Bm All > Content » Characters » Assassin » SkeletonAssets

SkM_Assass|
Skeleton
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PA_Assassin Skeleton_..
Assassin
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6.1.3 ¥z S ANUES

WA @S H A e E . $7JF7E3ds Max B (1) M S0, 78 T8 L H A2 B 4L 3
File—Export—Exportii %, HHHEITFH . H XA SCNAnim Dance, X NFBXAE A, H
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FESRH BT, #IN— T AnimationiB il & 5 Ok, # Cik$E, HZSFHEW],
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* Include
" Geometry

* Animation
* Animaton
* Extra Options
* Bake Animabion

Bake Arsmation
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Reset to Default

Import Antmations

*

Amm_Dance
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TE J& 1 TH AR A~ BL K 31 Animation (ZJi#| ) — Animation Mode (Z#E) S, HHMH
ANETT, Use Animation Blueprint (ff FH 2 ¥ &) = 25202 2 /7 24521 ; Use Animation
Asset (fFFHZNEIZ =) « AILLHE X3iH

iX Bk £ Use Animation AssetiE T, U1K 6-24F171~ .



w Animation

Disable Post Process

Animation Mode

Amim Class

Use Animation Bluepr wv

Use Animation Blueprint

p———

b Advanced Use Custom Mode
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£ Animation to Play CEFETEAIZNED Bk NINI S AR ShE T =, E6-25Fx.

FAE DU TR T A R TR, P BEAT R i (i3t & R 37 5 AT R
BT, tnEl6-26/7s . EBEIE N, AT LE I i E Initial Position (K467 E ) K€ ol

ME IR —WHEEBEAT 7 6277w .

w Animation
Disable Post Process

Animation Mode
Anim to Play

Leoping

Playing

Skeletal Mesh

Skin Cache Usage D Array elen

Materials

Element (

Element 1

Aim Offset
Aim Offset 1D

= Animation Composite

Animation Montage
Blend Space
Blend Space 1D

+* Pose Asset
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» Animation
Disable Post Process Blueprint

Animation Mode Use Animation Asset

Anim to Play

€k

Looping
Playing

Initial Position
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(6) MHTR—EHENZLZ M meshF AN SHIEIF (Wskk. KKk JI815)
(7)) —EEAHEHA—MEE# (Root Bone) .
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6.2.1 HIMEME RS

HABRIEL ARG #eA .

6.2.2 AEIERIWE
FEAS FA2E RS AT R A THRAE RS, anPE6-28 T/~ o F B4 FH B (e B F
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PEBR: Shift+Fl bR Zc .
AR PREEEEH.
F @R <Brush CZERID FIR BT,
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1% [CTRL+]) 40 &5 K47

Strength (5BJE) « T B EAE S 2 0 I A3 U0 oy BORS 20 SRR G A IS 22 1 9 52 1 0 Lo
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Fall of (ZEJ) . W B H % 850 B G BE 5 BE Bk a9 . FEIE A 1.0R N 2 0 5m E A
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Enable Brush Flow CJaahklF) « SFZEIERNE, S3TW 7 HCE N 2045 vE e, B
FERE AR 2. Bar=A Rl T mRa 45 5.
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Falloff
Enable Brush Flow

Ignore Back-Facing
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¥ Tool Settings

Paint Value
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w View
View Min

View Max

Auto View Range
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PA_Assassin

CH &

ChaosClothConfig/ Game/Characters/Assassin/:

Use Bending Elements

# Area Stiffness
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fECloth Configs (fik}ECE ) —Chaos Cloth Control—Mass Properties (Jili & /&%) ', Mass
Mode (iRt H B HIBINIETT N Density (LD, ARIEATRH BRG] a B
i, HEBOK, BARZ ISR, WEe6-39FR.

fEMaterial Properties (#4EMFM:) H1, Edge Stiffness (GAZNIEE) 1 LA A7 ki Fir ik FBE
(3#4E) , Bending Stiffness (Z5 NI EFX MR ENE LS i S0 .
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¥ Collision Properties
Collision Thickness

Friction Coefficient

Use CCD
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w Environmental Properties

Damping Coefficient

Local Damping Coefficient
Use Point Based Wind Model
Drag

Lift

Gravity Scale
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¥ Simulation

Iteration Count

Max Iteration Count

Subdivision Count
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All Class l_ 3
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Wind Directional Source Component
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T EFE RN AW KB TEAH A, Skeleton Mesh 24 Zii £ 5 A B 5t £ & Morph
Targets, £ Az} K45 A] PA4i%EMorph Target.

BN RV 3 N UES ) BARERAERAE .
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P Editable Poly

+ Channel Color Legend
+ Global Parameters
* Channel List

i —empty- | 0.0
-empty - 0.0
-empty - 0.0

-empty - 0.0

-empty - 0.0

-empty - 0.0
-empty- 0.0

-empty - 0.0

-empty - 0.0

B -ewy- 00

ListRange: 1-10
Load Mulbiple Targets...
Reload All Morph Targets

Zero Active Channel Values

Automatically reload targets
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Time Configuration

Frame Rate

@ NTSC
PAL

Adjust
Keys

Playbadk

¥ Real Time

Speed: 1/4x

Direction: @
Animation
Start Time: 0
End Time: 50

Re-scale Time

Key Steps
¥ Use TrackBar

SMPFTE
FRAME:TICKS

MM:SS:TICKS

¥ Active Viewport Only

/2x @ 1ix

Length:
Frame Count:

Current Time:
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J6 8 I I B Smile FSad PR AGHLAL, DMET 2 H E M F A A, WE6-53fR. X34k
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Group Views Create Modifiers

=R

Ctri+-0
Open Recent W

tomize
View Image File...

= Save

! Save As...
Save Copy As...
Save Selected...

A Frozen

Archive...

—— 22+ 112 iR R

Share View... Export ’{.cted...
Send to Publish to DWF...

Reference Real-Time Exporter...
Project

Summary Info...

File Properties...
{3} Preferences...

Exit
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& FBX Export (Versiom 2020.3.1)

Current Preset:  User defined

* Animation
¥ Arsmation
* Extra Options
* Bake Animation
Bk Arwmation

Arwmabon Ondy (Do Mot Export Geometry)
Smipothing Groups
Spht per-vertex Normals

Tangents and Broomats

Preserve Instances

Sele

Conver t Deforming Dummies to Bones

Triargulate

Preserve edge onentation

Bl FEX Export (Version: 2020.3,1)

N T

¥ Preserve edge oneniation

* Deformations
¥ Deformations

* Cwrve Filters
* Point Cache Fle(s)

* Characters

Cameras
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FTHFUES, THE-EHE, £ A4 &, 783 3 A0 P 5 22 5 b ik # New
Folder CHISCHFIE) w4, AIEH X J&H iy 44 N Sakura, WEI6-57F7~. i3 A Sakura 3L 3
W, HidilmportiZ4H, 4nEl6-58FT7RN.

Anirrianien

Artshou! |mtelhgence
Blendables
Bhuepeints
- Datageep
<+ Add Editor Utifsbes

¥ Favorites

* Charncter

[~
=
=

Sounds
Textures

User Inlerface
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<+ Add 1 TI'I"HI"h -:_! Save all ia im Al » Content
w

b Favorites

¥ Character
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MM A 3ds Max 5 HFFIFBX U4 SkM Sakura.fox, S4TFF, a1El6-59f77~. fEFBX
Import Options (FBXI /3 AW E) B A — T Hilmport Morph Targets (‘5 AAETE Hbx)
BT IRPERS, HHINZRWE, HBidimport (FN) %4, HAL, HEREHRT
Import (A %81, E6-60f7.
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u FBX Import Op X

import Skeletal Mesh @ Reset to Defauit

Thresholds
Animation

Import Anima
Animation Length
Advanced

Overmide Animatio

Frame Import Range

Use Default Sample Rate
C m Sample Rate
Import Custom Attribute
Delete

D
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im Al > Contert » Characters » Sakura »

Q

Mat SkM_Sakura Sk _Sakura_ SkM_Sakura_
Anim PhysicsAsset
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» Content > Characters
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F 4

.JI»cM_.,aI-tr.!ra_
PhvsicsAsset

a7 BN FH AR H bm 10

i

SkM_Sakura_

Skeleton

SkM_Sakura_

Skeleton
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FESKM_Sakura... Anim VA5 B B, 7] LAE 2ISmile X 1G5 I3 E fh 4, n&l6-65T7.
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Wiie, #FAMggmiads, EHA T DgwiESmileiZk, K 6-66FT7N.
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AT B B, AMUATUgmiE RN, v USRS . A2 B na b
#fi H. 17 Skeletal Mesh#% 4l , #E A Skeletal Mesh [ #% , 1 & 6-67 Fi 7~ . Y] 3 2| Morph Target
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# Details ™ x . Preview SceneS.
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"= Morph TargetPr.. x

Morph Target Name  Weight
Smile 0o
Sad o0
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A DATE S HE Sad RAF IS4, 7 HLIH 791 %6 Sad i SR 48 i 4F A3 8 J 0 7= 2R IR, B
Thae R M LME T 2hm HIfES B, WE6-695R.
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WAE, [BIBAEPE H AR SS, 7ESKM Sakura.. Anim 7 4H{E 2 B BCurves (HHZR)
i CurvesiETiA~, K FJAdd Curve... (INHIZE) —Create Curve (GIZEMIZE) £, a1 6-
TOF 7R o

@  SkM_Sakura_Anim X

Notifies
|

Curves (1)
Smile

Additive Layer Tracks Add Curve
Add Metadata

Attributes
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TE# H ) Curve Name (HIZEZF5) FIRE, A& 2 F- ASad, WE6-71HR. XWili
Sadhizk, HANEMMLmELRN, WE6-72fN.

Cur==lame
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il Bbm B 4 e AN S, R EHEE BN E6-T3FTRCR . AT DA o s g, 3t
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CTRL+X

CTRL+V

CTRL+
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AT RS — P AR A 518, 1 A2 KON TEUES B HIE I AR 3l i 25 R A 2 1R
U, BT DAIE & iR B 1E 3ds MaxBMaya B T I AR 6 7E . HIME S A G, e el
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fESave as type (A NEA) i E|Alembic (*.abc) #%3, FH{EFile nameH v % )5,
e R E )G, HiiSavelddlfRA7E, WKE6-77fR.

File Edit Tools Group Views Create Modifiers A

New
Reset
Open...

Open Recent

View Image File...

Save Ctri+S
# Save As... Shift+Ctr4S
Save Copy As...

Archve...

Import
Export
Share View... Exp N
send to Publish to DWF...
Reference Real-Time Exporter...
Project
Summary Info...
File Properties...
- Preferences...

Exit
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£ Alembic Export Options (Alembic'FH %) ', Coordinate System (AAF5%HR) 1] LAk
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&l Alembic Export Options X

Format Ogawa

Coordinate System Y@

Export Hidden Geometry
Add Shape Suffix
Cleanup Mashes

Animation
Single

® Active Time Segments: 0 to 240

Range: - to
Samples per Frame: 1 =

Export Data
¥ Uvs

¥ Normals

¥ Vertex Colors

Extra Channels

¥ Velodty

¥ Material IDs

¥ Visibility
Layer Name
Material Name
Object ID
Custom Attributes
Partide Shape as Mesh
Object Attributes

¥ Splines As NURBS

Preserve Instances
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1E Alembic Cache Import Options (AlembicZZA/7F A& ] Alembic—Import Type (FA
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Static Mesh (FRAEAY) . USRS oM/ E A F SR R AR 4018 T .
Geometry Cache (FERUFH]) « HAGLE, B — WA — NS IR,

Skeletal CE#) : —BAFNMEOKEREHEMA, ZMETASTRHRIN. &R,
BB R B — Wi R B 2 1Y, ARETEUES B X & A T, aniEl6-80f7 7R .

TEARZEN R, RAMZRNPIBAARES, B LUERE R /& Geometry Cache (BERYF41) ik
Wi, EBUFLLS, W LAfEFrame Start (GEE4GM) FFrame End (Z5 W) w5 58 75 2/ B,
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Current File: E\==

Track Name Start Frame End Frame

her001 0

Alembic

Import Tyy Geometry Lache v

Static Mesh -

Geometry Cache k

Skeletal

Geometry Cache

Flatten Tracks

Normal Calculation

Force ( mcothing Gr
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Current File: EM
Track Name
Mesher001

Alembic

Frame
Frame End
Skip Empty Fr

Geometry Cache

Alembic C

> I[mport
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Jourmnmey ==\MAX\Han

Start Frame

End Frame

MNum Frame:

201




u Alembic Cache Import Options
Current File: E\==Cc pg ==Y == Al G ==\== New Journey ==\}
Track Name Start Frame End Frame Num Frame:
Mesher0o1 0 200 201
Normal Caleulation
Force One Smoothing Group Per Object

Angle

Materials

Create Materials

Find Matenials

Conversion

Preset Autodesk Maya o

Autodesk Maya
Autodesk 3ds Max

Flip U
FiipV Custom Settings
1.0 -1.0

0.0

Import Cance|
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Start Time Offset (JFURESA]) = WM TUMIF 46 3%
Playback Speed CHEMGEEE) : B WA o (13 U, WE6-84FT7R .

w Geometry Cache

HandSplash wv
Geometry Cache e

Gl

Running

Looping

Start Time Offset
Playback Speed

Motion Vector Scale
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¥ Bone Chain
Chain Name Left Arm
Start Bone BipD01-L-UpperArn

End Bone Bip001-L-Hand
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Chain Name L Leg
Start Bone Bip001-L-Thigh

End Bone Bip001-L-Foot
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Previewing
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Exclude Selected Bone From Solve

Set Retarget Root
New Hetarget

.
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Chain Name Spine
Start Bone BipD01-Spine

End Bone BipD01-Spine3

A
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+ Add New Solver
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Set Retargetl Root
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New Rel“ from Seletted Bones
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+ Bone Chain
Chain Name Head
Start Bone Bip001-Neck

End Bone BipD01-Head
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New IK Goal CTRL+N

Exclude Selected Bone From Solve

Set Retarget Root
£ Root

New Relarg“n Selected Bones

u Add New Retarget Chain

¥ Bone Chain
Chain Name Root|
Start Bone Bip001

End Bone Bip001
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u Add New Retarget Chain

¥ Bone Chain
Chain Name Root|
Start Bone Bip001

End Bone Bip001
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& IK Retargeting b
Retarget Root.  Mone
+ add New Chain
Chain Name Start Bone End Bone 1K Goal

L Arm
R Arm
RLeg
LLeg

Spine

v
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7]
o
v
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TEENEE. BRER, BN N2 ERIKE. YB35 RE— NIRRT, HAhpIKEE
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-+ Add New Solver

Body Mover
Limb L€

Full BB
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Set Transform
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IK Rig
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ol & 4 e,

king Filepath Length
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Target Preview Mesh

w Retarget Phases
Retarget Root
Retarget FK
Retarget K

w Target Actor Preview
Target Actor Offset
Target Actor Scale

w Pose Edit Settings

% Chain Mapping
Target Root. E

Target Chain
Root

Spine

Head

L Arm

R Arm
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(C Auto-Map Chains
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Root v
Spine v
Head v
LeftArm v
RightArm v
LeftLeg v
RightLeg v
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Lefafiil |
LeftPinlky %
LeftRing

LeftThumb
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Leftindex

LeftLeg
LeftLowerArmTwist0]
LeftLowerArmTwist02
LeftUpperArmTwist0]
LeftUpper ArmTwist02
LeftThighTwist01
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LefiCalfTwist01
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1E Asset Browser (%% 7= 3 Yo 4% ) v 4R 2 AR B UC AC 10 sh ) ST 4 R oo . X Bk
MF_Run Fwd3CfF, 5872 ] PAikSakura (P45 8 55 3 1 2 i, a0 6-248 7~ . EFf5€ s, MK
¥ Sakura (A5 Y 5 [ Ge A5 28wt I 46 [R5 b AT FR M sh VR B, an ] 6-249 7 .

k Asset Browser %

B Export Selected Animations
Q - s

Name a Path Disk Size

5 Manny_thigh_r_anim /All/Game/C 190.889 KiB
Manny_thigh_r_pose /All/Game/C 544.895KiB
™ Manny_upperarm_|_ai /All/Game/C 202623 KiB
Manny_upperarm_|_pt /All/Game/C 626595 KiB
4 Manny_upperarm_r_a /All/Game/C 202625 KiB
Manny_upperarm_r_p /All/Game/C 615.425 KiB
B MF_Idle /All/Game/C 897732 KiB
| MF_RunFwd ____/Al/Game/C 420.938KiB |
B MF_Walk_Fwd /All/Game/C 439.361 KiB
M MM_Fall_Loop /All/Game/C 681.845 KiB
B MM_Ldle /All/Game/C 876.596 KiB
™ MM_Jump /All/Game/C 284.143 KiB
& MM_Land [All/Game/C 293.296 KiB
i MM_Run_Fwd /All/Game/C 2B86.364 KiB
B MM_Walk_Fwd /All/Game/C 373812 KiB
f MM_Walk_InPlace /All/Game/C 594.959 KiB
N Quinn_calf_l_amim JAll/Game/C 185576 KiB
Quinn_calf_|_pose [/All/Game/C 239.441 KiB
B Quinn_calf_r_anim /all/Game/C 222753 KB

66 items (1 selected)
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7% Asset Browser

Q

B Export Selected Animations

Name a

EWICRE MY g Il _ Ao

Path

RIS - TN = W

Manny_upperarm_|_a! /All/Game/C
Manny_upperarm_|_p¢ /All/Game/C
B Manny_upperarm_r_a fAll/Game/C
Manny_upperarm_r_p JAll/Game/C

MF_ldle
MF_Run_Fwd

MF_Walk_Fwd
MM_Fall_Loop

MM_Idle

JAll/Game/C
/All/Game/C
[All/Game/fC
fAll/Game/C
/All/Game/C
JAll/Game/C
[All/Game/C

W T O

Disk Size

e BT [E AN

202.623 KiB
626.595 KiB
202.625 KiB
615425 KIB
897.732 KiB
420938 KiB
439.361 KiB
681.845 KiB
B76.596 KiB
284143 KiB
293.296 KiB

MM_Run_Fwd /All/Game/C 286.364 KiB

Lo

MM_Walk_InPlace
{1 Quinn_calf_l_anim
Quinn_calf_|_pose
[ Quinn_calf_r_anim
Quinn_calf_r_pose

JAll/Game/C
[Aall/Game/C
[All/Game/C
[All/Game/C
[All/Game/C
[All/Game/C

B Quinn_clavicle_l_anim /All/Game/C

66 items (1 selected)
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373812 KiB
594.959 KiB
185.576 KiB
239.441 KiB
222 753 KiIB
239521 KiB
216.858 KiB
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System Spawn  (+)

w System Update

System State
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Emitter Summary
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w Emitter Update

Emitter State System

Spawn Burst Instantaneous
w Particle Spawn

Initialize Particle

Shape tion Sphere

w Particle Update
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w Render
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