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(R FlEEE (Tempest Rising)) IMIREARTS

=p

(M ZRUEE (Tempest Rising)) FIREARISE
FMEREEMNMEUT (RRIEE) tERERTE
Hf(Landscape)
o hiAcilEL s pd
B8R N RRItAZ 44 REEHI (Landscape Material Instance)

IZTAYEIISEE (Runtime Virtual Texture) 5izfTAEISEEFFR (Runtime Virtual
Texture Volume)

Az E LS HI (Landscape Texture Painting)
HAZAEZI (Landscape Sculpting)
ifiE (Ramps)
HAZ#81% (Landscape Mirror)
Az HESRZ (Landscape Spline)
INE(Environment)
PIMEEFEEMR
PIMEH RGN SR
BB (Props)
FEREF (Prop Assets) B4R
B R REGIR SR
g4t (Decal)
AN4iE(Decal) BF=gliEt4%E
18 MEE Rz A EI k142 REH)
{EFEMk{EA[R3EHI(Decal Material Instance)
154 (Foliage)
73tk (Foliage) &R =B B
AEAR (Bush)HIE (Grass) 4 ESLHlI R FASUE



FARH RS (Tree Material Instance) B FISIE
BiE Wi (Foliage) RYEHSRIE{F (Static Mesh)igE
AN{aFhEtER (Foliage)

1R E (Setdressing)
{4 (Folder)
filf#% (Collision)
TR (Vertex Color)



RIHERRIRE LR Unreal Engine, S & RAEFNEA AT SERE /S Unreal Engine X4, B
Unreal Engine X#HE&RZERIAS, A EABESIRA.

AR BALEIER (XFEUEE(Tempest Rising)) ithE4RiE=RINE BHAIRIFANTR, 1R
453 Unreal Engine RYEFETS % BIRNEASAY,

HANWBEREHIRTE (KNBUEE(Tempest Rising)) SERERISHIFRIYERTTE IHREEREMAMIRT

FTHMERE., KNEEILET (KNEIEE) BEIMAREA (SetdressenfEiisihE— X RHEIET
ERRIRID, —BEFRGERXERE REFLEEIER 3D B MEERELS (KNRIERE) PX-RXR
BT,

FEEBEMRTELT (RMRIER) tEREEHE

1. A{IRUEANEFAIERS AR (Landscape Materials), LA SERZBEZIRIERHATIR

2. WA SRR (Environment Assets) B2 1R R

3. sAER KR (Prop Assets) 2 ERHR

4. W{a79FEactor(Decal Actors)BlIZEFI{ERIR

5. SfaToHEHREE R (Foliage Assets)BliEFNERME LAK TR HIERSMIER(Static Mesh)ig &
6. WA EF0{F &R (Collision)

iz (Landscape)

pohiihiailtE 2 Ibd

HWEREESSRE, T— 20 (Landscape) iR BELIRLH] . BEEAENSNKES(Content Browser)H
FEBFEFE— M ERSEFI(Material Instance):

1. BU{E /Al1/Game/Tempest/MaterialLibrary/Environment/ Fi%EH M_Master_Landscape_RVT,
2. ARREZRIRIEE "Create Material Instance” (B4 ESLA).



M_MASTER_ M_MASTE™
Environment Landscap ()

Material

Create glTF Proxy Material
Create Material Instance

Edit...

Rename F2

Duplicate CTRL+D

Save CTRL+S

Delete DELETE
* Asset Actions >

Asset Localization >

: Show in Folder View
& Show in Explorer

i Copy Reference

i Copy File Path

.= Reference Viewer...
Size Map...
Audit Assets...
Shader Cook Statistics...
Revision Control
Open Material.h

T View Documentation

3. TR RSEBIRBENENR B SISk,

Fizt N AR SRR RAVER LB (Viewport)al, “AX#(Outliner)” frikdr “Landscape”
actor, EHIEHE, "5 (Detail)” EIREER “Landscape” HEHESHIEERIESS, EMAA4EE
{RAFRHZ R

1.5 “Landscape” actorfAfGE “4H75(Detail)” mEiR+#El “Landscape” 3%,
2. BRZAICIZAIM A BRSLAIRI R 'Landscape’ 9336 A 'Landscape Material' 24§ L,



Landscape

Enable Edit Layers

1BLUE M FEI A4 REEHI (Landscape Material Instance)
FIFRZMERSEHIfE ATIAB RIS Layer 5538 LAK Rain(/§). Snow(Z)#0 Virtual Texturing (REFASEE) 7>
£, B Layer DREFOILURERBRIMZSIRE BB Layer DEHEABLUTSEL
IZMREEGIHEHERETRY Layer £8028, M Layer A 2| Layer J Bl JERERNSHE. TRFHR S
{E Layer X' EIttRFHIMANER Layer X' IJERTM Layer ‘A’ Fl Layer ) BIFTEH 4.




Layer ‘X’

Albedo Layer ‘X'

Albedo Desaturation Layer
IXI

Albedo Brightness Layer
IXI

Albedo Tint Layer 'X'
Use Global Snow Color as
Tint Layer 'X'

Albedo AO Blend Layer ‘X'

RHO Mask Layer ‘X’

Roughness Min Layer 'X’

Roughness Max Layer ‘X'

AO Power Layer 'X'

AO Multiplier Layer X'

Normal Map Layer ‘X'

EHtgnta(Base Color)83E,

I ER N (Base Color) SIBRYEEFIE.
79 0 BIAZE, A 1 BT ARE SEHKIEBNESS.

EHIERLEIE (Base ColonS3BRIRE.
0 NEERE 1 IR HEHEHS.

B— 1 eREge RS N ENNEIEMENE (Base ColonsdE L,

HRRKRS79 'Snow'(F), BX~HY BP_DayAndNight 173 'Snow
Dynamic Tint' iR & T BT, IZEMSIEFE Snow SRR EE R
791%Z 'Snow Dynamic Tint' Zit&,

15 Mask N4E B @EPHIRIEYLER(Ambient Occlusion) LAfETRS
EINRERYEAE(Base Color) L8 L,

RHO ShiSrEREEILEFTEE R BE 5EMEFIBE G BE RS
B (Ambient Occlusion)I5EFTEE B @&, 'RHO' IXMEFRIER
ZINFH T ZEEX R A E.

IRE Mask MEE#EAERE (Roughness)BiERI&R/VE.
FEEIHR 1 REmEERE(RGED), ZEMET T8
Roughness Max Layer 'X',

28 Mask NEEHEREE (Roughness)iBIEISRAE.

HEtERh ORI EE (ROGHE), %ENST E—17/Y
Roughness Min Layer 'X',

EHIEEE (Mask map)IREyEiE#(Ambient Occlusion)BERIXILL
E.
1 RIAZET 1 FEUEHK HIEIES (baked-in shadows) ZI15igk

B,

EHIEEE (Mask map)EyEiEik(Ambient Occlusion)BiERIE
E. 0 B4R 1 BRAEET 1 WEEHX ISP SIS AR,

=8 (Normal)RLE],



Normal Map Intensity =4 (Normal) IS ERIIERE,

Layer ‘X' 0 FFE, 1 TRAZ HEHEEmM RS,
UV Size Layer 'X’ REGENRY,

H(EHE, WEEHAZ (Landscape) F BEtEA,

Use Dynamic Snow Layer 24 BP_DayAndNight Sittfiz#tf&(landscape material) hERER T 17

X' FRE (Dynamic Snow)f5, FLEL4HI Tz ER X iR # <L TRE.,
Mask Snow with RE BN I ERIEEE (Mask map)RIEE (Height)@iEkit
Heightmap Layer 'X' BeE MR ERENDMUESRIEENXIE,

BHIFEFEE Rain 7 Snow #E. WNRFBEFE BP_DayAndNight RRSIRA Snow BISERIFRE K7
Snow %3255 /5F Dynamic Snow,

iIZTATERISEE (Runtime Virtual Texture) Siz{THIEIISER(# TR (Runtime Virtual
Texture Volume)

KFIETRT B3R (Runtime Virtual Texture) REFARFR(Volume) IERHATR, #2 IR Epic 75 Unreal
Engine 314,

IETRTEIASEEARFR(Runtime Virtual Texture Volume) /IR B =22 MR (landscape). ANERIBAZE
EREINZIAFZ S0 SREZ (sculpt)BH T ATSEEL BBERD RIS A SER B EE.

WNSRIBRIHZ L HIN BB SN E R IEfA T #/\ B, 15155+ Runtime Virtual Texture Volume Actor,#A
[/ "Bounds Align Actor” A Set Bounds ZHHREFHE.



RuntimeVirtualTextureVolume

@ Runtime Virtual Texture Volume

© Runtime Virtual Texture Volume (Instance)

VirtualTextureComponent (VirtualTextureComponent)

lendering Streaming
N ~ N1

Set Bounds

Runtime Virtual Texture

HhAZNEEILS ] (Landscape Texture Painting)

Bttt R (Landscape material) IMEEIL IR £ 2Bl FE2E AT E R (layer) THEREER
(Layer Info),

1. W FER ERIEEEL (Selection Mode)i&hithz(Landscape), BEM KIS mAd1% SHIFT +
2 BimiEestitE A= (Landscape mode),



NavGrid Editor
Modeling

Fracture
| Brush Editing
Animation

2. MR (Landscape mode)fF, =i F/AHY Paint IR I#aE 244 ##EZ{ (Landscape Paint
mode),



Paint
Landscape Editor
Brush Type
Brush Falloff
Tool Settings

trength

Bruzh Settings
2048.0

Brush Falloff

Target Layers

Painting

Layers




3. REFNMEESRANN "+ ZHiEE "NEEGER(EE)(Weight-Blended Layer (normal))” ,
FRFEIXRATERISER S, FRAFERARE BUGREEIS 1SN A R R R T 2 MIME. )

Weight-Blended Layer (normal)
e kB Mon Weight-Blended Layer

4 MREEM "BEEE (Layer Info)" ERIZEBTRALE TiEEH. —BIEMHEIME EREENE
BEIAERR) ZRZEEAT LR T,




5. AEMNERERET “ERESLayer Info)’ 5 EMEEHEMNER ARAHCHEE ERE
E(Fill Layen)” . EA—EERER A, Fl0NERHES T X-EUABS REFIFER E L5
EHEE E FiEE EREEF Layer)”



Painting Restriction

Layers

Layer_&
Layer_A_Laye

Import From/Export To Fil

Fill Layer
Clear Layer
Rebuild Materials

€k

6. B EBRZIINFRET R M LSRRI ERIS S M ERAHIZ I (Landscape) LT,



HbAZRfEZI (Landscape Sculpting)

KT BEZIER (Landscape Sculpt mode)FYEREFIR F2INFIE Epic BYE 75 Unreal Engine 3X#4:
o BEZIET((Sculpt Mode)
o HBFZEERI(Landscape Brush)

FHERLF (Slope Flatten)AILUBEEFRIRAVBEHITHIF. JRERNESEZEME 7IRE BEZIRREAT,
XANIIREAERFA.



ERRNEICEXA "HIFBEiR(Flatten Target)” . B, "FFER" REESEE "SERF(Slope
Flatten)” 32{TIEHBERISE.

s 4miERS (Landscape
Editor)

ERIZB! (Brush Type) &I Epic B3

ZRIZ R (Brush Falloff)

T ERigE (Tool Settings)

fiE iR (Flatten Target) FiE "hiFBtr(Flatten Target)” [5, ATLMSRATREZI IR S E &b
WARNEEE, FRERETER(Eye Dropper), itz HBERYU

B BT sREZ M ERS EE.

THi3E (Tool Strength) Bz T EARRE,



fiFtEt (Flatten Mode)

{EAmEHIF (Use Slope
Flatten)

PN Ve =]
TRIgE - 8%
BRI RS
afiaie

ak¥d

EERE

EEX)

EESR

I8 (Ramps)

RERHRIERME. 185, WaEha 2R EMIK.

X\ (Both) o] BREEHIEE. fa=(Raise) hiFRSIEE RtER
FARERSFREATS, K (Lowen) [ REME, R m T AEES
RFAE., Xidl(Interval) i FZEREmELNEMIEE. 8
(Terrace)3RIZERI SIS EEEH TR,
ZRERAER TR AR KFE. ERNEEZENE
WiEE e EERmIEESE. FREXEA "HFEBiR(Flatten
Target)” BN "FIFEIR RESES "REHSE(Slope
Flatten)” s&{THEHETHIF.

REERETEFBIRSERITERE,
BHEEHEN TEREMAISE BAL8 Unreal B,

BHEEHRRI T EREE.

BRZIEERIHZ,

A EEDZRIRBEERE AEEA/NIELAIRR. 0= TR = 55
ER.

(X EEEE(Tempest Rising)) FRABEER JEBREREZAESEMEH (Landscape), {RATLUERIE
MEENRIEEHEK ELAELTERE EAEFRRTHESTENESENSE. UTNERETENE

7%,

1. OB ENT /A11/Game/Tempest/Props/Camera_Blockers, % SM_TEMP_Ramp FHIGEIENX

=
No

2. {EFE#E (Landscape) EIE/EHE L REZI B AR E (EINEE A 800).,
3. BIREMIEAR(Ramp mesh)BHE—iRHENRE—MRIHER.



<2 <2 <2

SM_TEMP_Cone SM_TEMP_Cone_4 SM_TEMP_Corner

Sides

S S ' S

SM_TEMP_Disc SM_TEMP_HalfCone  SM_TEMP_Ramp SM_TEMP_Trapez

Static Mesh




4. AT EF SRR EETNIE A (Landscape), SRR 3RS EE BTz SHIFT + 2 {37
(Landscape)t&#zt,

File  Edit Window  Tools Select  Actor Tempest
ki MAP_Template_Smallffffs

o

. Selection Mode v~ v e : _'.;‘ Platforms

= Viewport 1 Selection
Landscape
Foliage

7 Mesh Paint
NavGrid Editor
Modeling

% Fracture

| Brush Editing

% Animation

5. FETRERHI=NEREAPIERE "BEXI(Sculpt)” PAIGTE F/7IEINPIERE "KIE(Ramp)” .



Manage  Sculpt Paint

£ L 21l s Ll 9

Sculpt  Smooth  Flatten Ra mp | Erosion  Hydro MNoise Retop

O A O [P

Visibility ~ Mirror  Select Copy
Tool Settings
Click to add ramp points, then press "Add Ramp".
Reset
Ramp Width 2000.0
Side Falloff 0.4
Target Layers

Layers

A5 Heightmap

6. FEIIE(Ramp)tEl B AR R ERNERTIUNERSMMER. NERITUEHRREENE.



7. EES EAIRENERAR T=Ee—3L % Ramp Width 1§ 1600,Side Falloff i&4 0,
8. IREThE EXE b mT Add Ramp, kR SAIKIE HIo B EE R IEHRAEK.



itiAz$5(% (Landscape Mirror)

NFYREEFUE—IIFRR-ROCER S AHE), ILEMEI 2 TR LIRS I RERE. AT
RTREINEERERTTIE.

1. Y0 N ERf (BRI AR it (Lands cape), BUERI SRS S mBdR SHIFT + 2 {JIRZIHEF
(Landscape)t#=t.



File Edit

ki MAP_Template_Smallffffs

Selection Mode v

Selection
Landscape
Foliage

7 Mesh Paint
NavGrid Editor
Modeling

% Fracture

| Brush Editing
Animation

2. TEITEBAI="3RER TR "BEZ(Sculpt)” ZAFRTE RO “H&(Mirror)” .



Manage  Sculpt Paint

" - —

Sculpt Smooth  Flatten Ramp Erosion Hydro Moise Retop

Visibility | Mirror Select Copy

Tool Settings
Mirror Point
Operation
Recenter
Smeoothing Width
Target Layers

Layers

“Z77 0 Heightmap

3. #=& R (Mirror Point)@XFRH. (RALIFNREE (BEBESEMEMENRIEAZA O, ATLAUREEE
PREEIEIR

4. Operation(#{F)IRERBIETHAME. (RAILALE E &S (Top-to-Bottom), ZEHAHEE (Left-to-
Right), Bi{#EFANEEEXIFR (Rotational Symmetry),

TAMKED BT T AGHRE(Left-to-Right) BIRHIRER LAR IeAe BB AVEER.






izt SR (Landscape Spline)

HefiRESR L (Landscape Spline) el RUABER LRI/ R L ENE. BIREMT. TEIRBIESH
Epic 75 Unreal Engine 344,

A5 (Environment)

PIMRETCIEMR
INZ(Environment)MRIERTRE. a0FMNRE™. ©EEESIPLAMERAIAREE R X EADUR
FERXFRARSFER N,

1. Bi{E /Al1/Game/Tempest/MateriallLibrary/Environment,i%i%¥ M_MASTER_Environment,

2. O ATZAT 1% “"Create Material Instance” (EIZEH4/RSLH).



[} .IQI

M_MASTER_
Environment

Material

RVT_Landscape_
Default

Create gITF Proxy Material

& Create Material Instance

3. FFETERIM RSLBIRBENENR B CRIS 4k,

AR L BRI FASUE

FIFRBEERliE, FTLAB REME S TR, LAK Rain(f)A Snow(B)MIMND3E. STDETHEELUTS

Additional Texture VP
Red (TR L& HIT G FINNSUE)

Vertex Paint Red
Additional Texture(JRsa42

HILL BFINSEE)

Use World Space
Mapping (Bt R == [EIRET)

VP Red Texture Size(JR=£8
HIBLIERT)

VP Red Rotation Angle(T&
RERHIT BHEE A E)

)

[ERBRIARTZS X THREXSH] THRINREE(Vertex Color)
TREERES.

[ERLIRLARRiZ 2 E T HRIEXSE]
(EE/3H Vertex Paint Red Additional Texture)

B EATR TG EEER SR H R ZSE (World Space) 5= iRET,
e UV s,

(EE/SH Vertex Paint Red Additional Texture)
(/5H Use World Space Mapping)
PAtHER=S[E)(World Space) 73 x(BRETATRISHR R .

(EE/3H Vertex Paint Red Additional Texture)
(2/3A Use World Space Mapping)
LAt 5R=S{E(World Space) 5 BRES AT SIRRVER B IE.



VP Red Triplanar Blend
Contrast(IRREHITBE=E
BaLLE)

VP Red Texture Tile(lR=4
HLI BLTRFE)

VP Red Albedo(JR=£2$I4T
BRIE)

VP Red Use Height Map
instead of Metalness(Jigx
LHTIEASERREEREE)

VP Red Albedo
Brightness (RS2 44T R4
=HIE)

VP Red Albedo Brightness
Low(RReHIRIIERET
FR)

VP Red Albedo Brightness
High(IRmLfld REIERE
LBR)

VP Red HeightMap
Contrast(RREHII R EE
ML)

(Ef2F3 Vertex Paint Red Additional Texture)

(F5/3A Use World Space Mapping)

BRI SR =S[E(World Space)ig5dRI X, Y. Z =470 RSEEEER
BEHHRAEE.,

(EE/SH Vertex Paint Red Additional Texture)

(85X Use World Space Mapping)
12 UV g3, TRl imiE SR AR TR EL .

(E/3H Vertex Paint Red Additional Texture)
TREEERLT (Vertex Color Red)Efitifa(Base Color)43E,

[iE BLIREAR Ri%Z2$3 FHAEXSE]

(FBF8 Vertex Paint Red Additional Texture)

BETRRENELL (Vertex Color Red)s3ERVREBERIESER, MIFERE
E.

(JSF8 Vertex Paint Red Additional Texture)

(Z:[ VP Red Use Height Map instead of Metalness)
TR AR LT (Vertex Color Red) &Rt SRS,

0 ARG, 1 (REFAZ M EUEHS.

(B Vertex Paint Red Additional Texture)
(JZF8 VP Red Use Height Map instead of Metalness)
BBTRSEL (Vertex Color Red) Bt SRR SR X iR AORSEE,

()IBH Vertex Paint Red Additional Texture)
(J2F8 VP Red Use Height Map instead of Metalness)

BBTREEEL (Vertex Color Red) &t SR =2 XIFN =,

(A Vertex Paint Red Additional Texture)
(FBH VP Red Use Height Map instead of Metalness)
TR AR LT (Vertex Color Red)RHO SIRAYE EENILLE,



VP Red Albedo
Desaturation(JR=2 4 R
BIEERIRNE)

VP Red Albedo Tint(Ji=42
HIRIIEER)

VP Red RMO/RHO
Mask(TRRL&HI£T
RMO/RHO iE=E)

VP Red Roughness Min(J&
RIS FILTHERERE T PR)

VP Red Roughness Max(J&
REHILTERERE LFR)

VP Red AO Power

VP Red AO Multiplier

VP Red Normal Map

VP Red Normal Map
Intensity

(JBA Vertex Paint Red Additional Texture)
TR AEELT (Vertex Color Red)E it SIRHIKIEFE.
7 0 BAREE, A 1 2T ARE S ESKENESS.

(2 Vertex Paint Red Additional Texture)
B— I BERESTREERELI (Vertex Color Red)E R L IRHE5R.

(IBH Vertex Paint Red Additional Texture)

TRAERELI (Vertex Color Red)RMO/RHO IEZISFEKEEFTEZI R @
B. €EEFEEITEE G BE. B ER(Ambient Occlusion)
182 B BE. BAHEE ABE. "RMO” 5 "RHO" RRiR
AR ME S B T N EE R AN,

(2 Vertex Paint Red Additional Texture)
IREIEENMGE (Mask map)fEigEEERIR/VE.

EMIRT 1, REEERE (). RRIFHET TE— TR ER
A{&(Roughness Max),

(A Vertex Paint Red Additional Texture)

IREIEENME (Mask map)EiEEEENEAE.
HEIOREWIGE(RIPEHE). BRZEST LE—1T/
Roughness Min,

(A Vertex Paint Red Additional Texture)

=5 Mask NEEHIRESER(Ambient Occlusion)@iERINIELE.
1AL ST 103, MBS B ISR,

(/B Vertex Paint Red Additional Texture)

=5 Mask NEEHIRES R (Ambient Occlusion)BiEREE.
ONEERE 1 AR, 5T 1RHEES, SIS HERE.

(FBF8 Vertex Paint Red Additional Texture)
Vertex Color Red Normal 438,

(2 Vertex Paint Red Additional Texture)

=241 Vertex Color Red Normal S3EHVEE.,
018, 1 AR HEWERE M MR E.



VP Red Normal Map
Override(0-1)

Base Parameters(&fiti£48)
UV Tile(UV i)
Albedo(RRH&)

Albedo Brightness(REgZ
RE)

Albedo Desaturation(zB&
ERIEHE)

Albedo Tint(REZZ=:6)

Albedo AO

RMO(E) Mask

AO Power

Normal Map GEZEN5E])

Normal Map Intensity ;&
HEBRE)

FRIE(B%56) (Embers

(Emissive))

FRIB(B%56)(Embers

(Emissive))

{5 RMOE kR Alpha i&i&
{ESIRAIRSRR

(2 Vertex Paint Red Additional Texture)
% E Vertex Color Red Normal 8B B=EEE.

Base Parameters(Eit& )8R FH A
Hit s (Base Color)siE,

4 ERE (Base Color) SIBI=EE,
ONHERE 1 ARE HEHSES.

4R E (Base Color) SR IEFNRE.
OAAREE 1 A=ERE EUSIEIIEES.

BB EREIEME (Base ColonsiE E,

1= Mask NEEIAIMESCER (Ambient Occlusion)BIEATEE.
OAAR 1 ART, 5T 10 HtEES. S IEHEE,

RMO(E) iEE4% Roughness(HEHEE)FTEHRIEE Metallic&BE)F]
BHGEE Ambient Occlusion(FMENLER) T8 HBEE, Emissive(B
EHRFTEHABE. BFR

[RMO(E)] IERiRBET Z KB RENEENHIEF.
1= Mask NEEIAIMES B (Ambient Occlusion)BIERIXIELE.
1ARZE BT 10 HEEs, B IEHIER.
A% (Normal)SaE,

1=HliEZ (Normal) SEERTEE.
0 AR, 1 (RISAT HEHNES, R FRSER AR,

[ERETELRNTRERMEXSEH]
[ERLAERSIR(Embers)3ER.

(BRARIB(EARYE)(Embers (Emissive)))

{#F RMOE SHRAY Alpha IBEEARIB(BAE) (Embers (Emissive))
ERAIZRAR.



BRIRSRhR

RIEERNEE

RRGRSRAR 24

RIEGIR

PAIRShREE (Power)

RIBERREE (Power)

RIESRRISEE

RIBRhR 1 44

RIESIR 1 EE X

RIBSIR 1 EE Y

RIESIR 2 T4

(BRARIB(EXRYE)(Embers (Emissive)))
(Z£F "5 RMOE Zhiz Alpha @EERRIRSAR" )
RIS RIISARSEE,

(BRARIB(EXRYE)(Embers (Emissive)))
RESENBAIGRE.

(BERB(ERYE)(Embers (Emissive)))
RIRR SR SIRRIF5#(Tiling).

(BRARIB(E AR (Embers (Emissive)))
RIRHFEEER.

(BERB(ERYE)(Embers (Emissive)))
R RIRRSIRSERRINI L.

(BRARIB(EARFE)(Embers (Emissive)))
R RIBMRSARSIERRE.

(BRRE(BRYE)(Embers (Emissive)))
EHISRIGE (Mask map)RIXIEEE.
1 RIEAREET 1 BEEK HUEIER, (baked-in shadows) BE{S#L

B,

(BRRE(B%RYE)(Embers (Emissive)))
EHIZRMRGE (Mask map) AR,

0 HEE, 1 AT 5T 1 BUEUEHK BLEFES, (baked-in
shadows) BI5HBEE.

(BRARIB(EARYE)(Embers (Emissive)))
FIRSHRSGE 1 R9ESH(Tiling),
(BRARIB(EXRFE)(Embers (Emissive)))
RENIRSHRSEE 135 X #HA S AF0LERE,

(BRRE(BKYE)(Embers (Emissive)))
IRERIESMREEE 178 Y HRAEHNERE.

(BRARIB(EARFE)(Embers (Emissive)))
RIRSARETR 2 ROSES(Tiling),



RIBSIR 2 iEE X (BRARIB(EXRYE)(Embers (Emissive)))
RENRSHRSEE 2 35 X #HA S AF0ERE,

RIESIR 2 EE Y (BERB(ERYE)(Embers (Emissive)))
IRERIBSHIRSEE 2 55 Y 5 MFLERE.

1BEE (Props)

AERE (Prop Assets)BliZtIR

ZMRERT—REEMER. ZHER NXEREERITER | 2T AIARRIE .
1. BUfE /A11/Game/Tempest/MaterialLibrary/Props,i%i% M_MASTER_Props,
2. BB HZA T 1% "Create Material Instance” .

M_MASTER_Props

Material Create gITF Proxy Material

& Create Material Instance

3. FFETERIM BRSL IR ENENR B CRISL 4k,

PERMREHINRASEE

FIFF#ARSLAIE, BT LB RIEERIERE. Rain 1 Snow 4325 LAK: Virtual Texturing 53, Prop #EREE
TRESHERTREKEEASARESRE, AT LUAA T RERNSEERFA AR, 819
KEBELUTSHL

S54H
Use WS UV instead [BRRIA R RiZ DX T HEXRSE]

EFRtHFR=SE(World Space)2&tn, MAERYIIRBE SHI UV 4R,
Texture Size (FSEB Use WS UV instead)

(e R tH R =R FRATRISIEAR N,



uv U

uvy

Albedo

Albedo Brightness

Albedo Desaturation

Albedo Tint

RMO(E) Mask

Roughness Min

Roughness Max

Albedo AO

Normal Map

Normal Map Intensity

(B T5ELNE (Use Detail
Normal Map)

M5 L NSEI T4 (Detail
Normal Map Tile)

(Z£F Use WS UV instead)
{5/ UV AFRETAIK R 5#(Tiling).

(22F3 Use WS UV instead)
5F3 UV AARBTROEE 4 (Tiling).

Hitifa(Base Colon) a3,

1 4IE E (Base Colon SIBH=E,
0 AR 1 (REAT HEHEH=.

P4 ERt & (Base Colon) SR EIEFIE.
0 FHRIFAZE, 1 N ARENE SEHKIEIERS.

B— 1 aEme5EME(Base Colon)83EFEREMN.

RMO(E) i+ Roughness(EHEE)FTE#H R @& Metallic(&EBE)
FIE# G @& Ambient Occlusion(FMEYGER)FTEHE B 18

B, Emissive(B &) T8 A @&, "RMO(E)" XNEAFIERIZEINF
R T S ML ERENEE,

IREIEENE (Mask map)® Roughness BERIER/IME.

FEMIET 1, REmEERE (e, BRFERT T8

Roughness Max,

IREIEENE (Mask map) Roughness EiERI&RA(E.
#EBIR 0, FREHMYEE(OGHZ). BRFILES T E—TRY
Roughness Min,

EENLE (Mask map)B BIEHRIESCER(Ambient Occlusion)
SHftita(Base Color)SIRIETRENN,

& (Normal)83&,

1=HiEZ&(Normal) 83EATEE.
0 A¥MmE, 1 RS HENSEENM AT AR,

[ERERLARRiZ5 X THRIEXSE]
IIRARTSRENEE,

(BF Use Detail Normal Map)
HTELMER RS



M EZNSE (Detail Normal
Map)

EAB %Y (Use Emissive)

EEBRARYHE(Override

Emissive Color)

HA%RRBIE(Albedo

Desaturation for Emissive)

B&¥Eat (Emissive Color)

(EFBAFWE (Use

Emissive Map)

BA&Y¢MEl (Emissive Map)

BA&Y¢iaE (Emissive Power)

BA&FMESIE (Emissive
Map Channel)

(B Use Detail Normal Map)
TSELBUE,
[BRIRLA R 3% 2 T HRIEXSEH]
IMRERY.

[BRRIA R RiZ 2 E T HRIEXSE]
(A Use Emissive)

RS AR ENRBESE AR,

(IBH Use Emissive)
%£F Override Emissive Color)

BEE(Base Colont&B AN LIE,

79 0 BAKEE 79 1 lRARE HESREFRHRSEINE RES

EREE CIREIEME.

(FBA Use Emissive)
(;AE Override Emissive Color)
RER—BREE.

[BRRIAR R iZ 2 E T HRIEXSE]
(FAF Use Emissive)
e ENX BRI ESEE.,

(R Use Emissive)
(BA Use Emissive Map)
BAREGE,

(FBF8 Use Emissive)

BRICRE.

(FAF Use Emissive)
(BF Use Emissive Map)

HERCCCEEREETETARRESE M R, G, B 8 A ik

FRRIEE,



ElENARiEBE (Dither
Opacity)

N AiEIBEEE (Dither
Opacity Power)

N AiEBBE R (Dither
Opacity Multiply)

RVT IRFEERRBRE 1%
(RVT Multiply AO to
Albedo)

RVT AO SEEZH(RVT AO
Multiplier)

iRASIR(AenR/ES)
(Blend Texture (Red Verts /
Mask))

ResE (U eR=/ES)
(Blend Texture (Red
Verts/Mask))

RS BUEFEH(Blend

Textures Tile)

HiteiRS (Albedo Blend)

Hiti@iRSXmME(Albedo

Blend Desaturation)

BitGiRSRE(Albedo
Blend Brightness)

Hiti&RS&iE(Albedo
Blend Tint)

SEGHBMER Alpha @E#EH Alpha EU&ES, BRI U IERIEA
E. (RB7E Details EiR/EKER General 553 ME#EBREAIRNEREETN
t#&79 Opacity 8% Opacity mask 5, NEBEEASERL. )

EEHNAEREIESRILE.

[ERLRLARRZS5 X THRIEXSE]

REZZMIEIRER RVT B, IME R (Ambient Occlusion)@%&i2
ANEtE,

(BE RVT Multiply AO to Albedo)
RVT INEHERHEE.

[ERBEIARTZSETHIEXSH]
PRI e LEERS.

(BRRESIRIEINR/IES))
TRERELTRY UV i,

(BRERESIR(IAINS/ES))
T=EnEIRER E(Base Color) 838,

(BRRESIRLIEINR/IES))
ISR AR B SRR EIEE,
79 0 BIARZE, 9 1 Be 2R E AEHSIBERS.

(BRRESIRCIEINR/IES))
EHINRRE IS sIRSE.
0 AFEE,1 IAE HEHSHS.

(BRRESIRIEINR/IES))
B— 1 aiEgeSImaed Bt soEaRe.



Hit@RS6iRAEE (Albedo
Blend Tint Amount)

RMO iES;RB&(RMO Mask
Blend)

(EFRLEE (Use Metalness)

ZZEWERS (Normal Map

Blend)

EEMER &58E (Normal
Map Blend Intensity)

lﬁﬁlﬂi.unns(Normal
Map Blend Amount)

fR(Boat)

FR{AIEIZ(Boat Sway)

X {i3%== (Frequency X)

Y Hi35=E (Frequency Y)

X #iRIE(Amplitude X)

Amplitude Y(YiliRIE)

(ERRESER I ENR/ES))
B SRAREL S EEmRTEE.,

(BRRESIRUIEINR/ES))

INENELR) RMO IESRHEREEFTEEI R BiE £REHEE G &

B IMEERF TR B 1BE BRI TaE

AjEiE. [RMO| XMEFHMERINFSIH T S UEER M AEE.

(EREGSGEE BINR/ES))

REMRHRL RMO ESHGFEEREREEREE (Metallic),

(BRRESIEUIETINR/ES))
TR=ENELI YA (Normal) 838,

(EREGSGEE BINR/ES))
IR LL A SRR E .
0 B, 1 IARZE HEHSEREMOEAE.,

(ERRESIRIENR/ES))
ERIR E SR SRR LR A Z B TR S,
0 = NEG1 = T=RA.

[ERWEIARRZER THIEXESH]
FIRIEIR ISR = G FER AN ERIER.

(J5F8 Boat)

IREG X HEsIAIRER,

(J5F3 Boat)
REIR Y HiEshhIsER.
(JF8 Boat)
REIR X HEsaRIE.

(;EF Enable Boat)
RER Y HizshiiRiE.



Amplitude Z Multiplier(Z4
IRIEGSIEES)

Color Mask(fifaiE=)

Use Color Mask ({5 FHEREIE
)

Use Separate RGB
Channels for Color

Mask(JoEn & S (s AIhzaY
RGBiEi&)

Color Mask(ERfBiE=)

Base Albedo Brightness
for Color Mask(EREiE=RY
Bit RETERE)

Use Color Picker({E iR
IEIEES)

Color Picker Texture(Entaik
ER0UE)

No of Columns(51%%)

No of Rows(17%%)

(A Enable Boat)
RER Z HizshiiEE R/,

[i5 FBLLIREA R 2% 2
IIiREENBIEE,

A FERIEXSE]

[ERBLIRLA R %35 THAMEXSE]
(fEF8 Use Color Mask)
TG = MESHEEF) RGB FiBEAESEN,
(f£F8 Use Color Mask)

EEBIESESGE,

(fEF8 Use Color Mask)
RERCESTRAFENSE. 0 ARG, 1 (FIFREE SUEEAH

=
TUo

[BRBLIRLARRiZ 25 TEAMEXSE]
(fEF8 Use Color Mask)
(Z:F3 Use Separate RGB Channels for Color Mask)

{(EFTE X N BIE RS 508, AV BRF R ERE.

(A Enable Use Color Mask)

(22 Use Separate RGB Channels for Color Mask)
(2 Use Color Picker)

(22F3 Automatic Color Pick)

Pilssbviness AN

(FAH Enable Use Color Mask)

(Z2A Use Separate RGB Channels for Color Mask)
(JBA Use Color Picker)

BRI SR TR L.

(;BF3 Enable Use Color Mask)



Column Index(5128))

Row Index({5Z3|)

Automatic Color Pick(BZzf]
IEENER )

ENEiES R EAE (Color
Mask R Color)

EREIES G B (Color
Mask G Color)

EEiEE B Ei& (Color
Mask B Color)

EREBIESEE (Color Mask

Color)

£ Use Separate RGB Channels for Color Mask)
(FBA3 Use Color Picker)

EREIERER SRR TEL.

(A Enable Use Color Mask)
(£:F3 Use Separate RGB Channels for Color Mask)
(R Use Color Picker)

(Z2A Automatic Color Pick)

R EIE R RR IR R E AT,

(FEF8 Enable Use Color Mask)
(£:F3 Use Separate RGB Channels for Color Mask)
(FBA3 Use Color Picker)

(ZF Automatic Color Pick)

R ISR SR R E BT,

[BBLIRLAR %23 TEAEXSEH]

(A Enable Use Color Mask)

(2:F3 Use Separate RGB Channels for Color Mask)
(F3A Use Color Picker)
Shullilbea:tdle~Elrime IR

(FBA Use Color Mask)
(JBF8 Use Separate RGB Channels for Color Mask)

{£F RGB EBNEBIEERT,IRE R BERIHE,

(R Use Color Mask)
(FEF Use Separate RGB Channels for Color Mask)
{#F3 RGB FEIESERT,IZRE G BEREE,

(FBR8 Use Color Mask)
(FBF Use Separate RGB Channels for Color Mask)
{#F/ RGB FiEEERT, IR E B BEREE.

(FBR8 Use Color Mask)
£ Use Separate RGB Channels for Color Mask)
AR RGB ERBIEERT, AR B A CEEXIEIRE R —HE.



AINEEXEZNE (Add

Custom Normal Map)

FREiE S AiEZEN4E (Normal
Map for Color Mask)

i5im UV (Grunge UV)

#&MNi5iR(UV) (Add Grunge
(uv))

Sin=IIZRNGE (Grunge
Triplanar Mapping)

5imiE= (Grunge Mask)

SIRsUEEE (Grunge Tex

Power)

i5imF4l (Grunge Tile)

5imEyE (Grunge Amount)

73 UV &wiu &R (Add
Position to UV)

{ZEENE (Position

Threshold)

SIROUBEIE (Grunge Tex
Multiplier)

[BRIIRIA R R iZX5 TR RIEXSE]
(B8 Use Color Mask)
(R IR SN B E AL LG,

(FAE Use Color Mask)
(R Add Custom Normal Map)
(NFETEBIESRIEE N EESOE.

(BRI R RiZ X5 TR RIEXSE]
VHEET UV IBE NS RME(Grunge Map).
(BA Add Grunge (UV))
BEEXSHRMERHFZE(World Space)iRbd, MIFR UV BRES,
(;EF Add Grunge (UV))

BENSIREGE,

(BEF3 Add Grunge (UV))

BB E N SRGENNILE.

(;EF Add Grunge (UV))

BE NSRRI (Tiling).

(FBF3 Add Grunge (UV))
REBENSRSIREINNEIRE.

(;EF3 Add Grunge (UV))
(£F3 Grunge Triplanar Mapping)
IR B RESIRAGER UV A41R,

(BF Add Grunge (UV))
(£F3 Grunge Triplanar Mapping)

(FBA Add Position to UV)
SRR UV (R,

(B Add Grunge (UV))
BAEEEN S RIENTRRE,



BEFEEEE Global Static Switch Parameter Values, Pickup Effect, Wetness (Alpha Verts).,
Windmill, Rain 8¢ Snow, WSRFELE BP_DayAndNight FIRSIZES Snow BTRESERHFRE I57E Snow
259 =R Dynamic Snow,

N4 (Decal)

AN (Decal) &=Lt R

KFNEAE Actor B THEIFRIERERTT A B INFIE Epic BYE7 Unreal Engine 34,
1. BU{E /Al11/Game/Tempest/MateriallLibrary/Decals Fi%#% M_MASTER_Decal,
2. BRREIZRT EE [RIEMRSLAI(Create Material Instance) ]| .

. I:J

I_MASTER_Deca

' Create gITF Proxy Material
W aterial = :

£ Create Material Instance

Rename

Duplicate

v (s
agve

‘ # Edit.
=

Delete
: :HI T[ll:ll— E;T_L - “ Asset Actions

Asset Localization

3. TR BRSEBIRBENENR B sS4k,

TENSE R ARG e 42 BR Sl
17 EEeIERIMEESEAIE (RATLAEE! Decal(I7E)LAK Rain and Snow (FEFIZ) WMo R, &1
DRELATSEEERRK.

SHA

Texture Tile(N5EF5H) Hitie#{(Base Parameters)RINGEFH, Ait A\ Opacity Mask(Ai&EHH
EIEE)MGE,

Albedo / Opacity(R¥IZ/A  Efitfa(Base ColonThE, (4 Use Opacity Mask XAt & FHiZE
iERE) iR Alpha BIE(EAEBE. )



Albedo Desaturation (&5 EHEMEMENEIETITEE.

FEIRHIE) BUE 0 RREE A 1 ASse R TR A R S,
Albedo Tint Color / Tint BirEmeETEIEMENE L.,
Amount(REIEEREERE /R

@5

HeightMap for Albedo [BRLIREARRZSETHHEXSH]

Brightness(AAFRIESE (;BF Metalness XESE)
HEER)

ot

{EFAEEE (HeightMap)IKaiREIERAIFE. BLEERKEES—X
5 3ehE, RE R BT S EEH T EAERIET.

Albedo Brightness Low (& (85/5F HeightMap for Albedo Brightness)
SESETR) GBS EER BRI RS,

Albedo Brightness High( (55/3H HeightMap for Albedo Brightness)
HERELR) R E R ERER TR,

HeightMap Contrast(5FE (85/5H HeightMap for Albedo Brightness)
EIXILLE) R RN,

Albedo Brightness(RE1Z (%4 HeightMap for Albedo Brightness)
RE) EHEMELENRE,
0 MREE, 1 (REFAZ M EHEHS.

Albedo AO Blend(/8IZ=h 1% Mask map(EZSNLE])B BEiEaIEER(Ambient Occlusion)

IBHERRS) ETREIEMENE L,
RHO / RMO(E) RHO/RMO(E) JE=% Roughness({EA4E)F TEZ R i&i& Height (5

Mask(RHO/RMO(E) iE=) )&k Metallic&EE)3TEE G i&@& Ambient Occlusion GREYEIE
FTEE B @& Emissive(BA&5%)1TEE A @&, 'RHO' &
'RMO(E)' REFRIAZBEXIMAINLE R EHE IR,
ERESNEE [ERRIAR R TRz PRItEX S]]
ERAEFER RHO &L RMO 838,

tHfeE = /ME(Roughness ®E Mask map(EENLE)EiEEEENR/IVE.
Min) ISR 1, R (R, BRZERT T AESESA

=8



fEREE R A{E(Roughness
Max)

AO 38 (AO Power)

AO {EZiE(AO Multiplier)

AL ME (Normal Map)

A MEE3EE (NormalMap
Intensity)

{EFAAIERIES (Use Opacity
Mask)

AEIPIES (Opacity Mask)

NERIESIEIE (Opacity
Mask Channel)

{ERZMES (Use Radial
Mask)

REEE%E (Radial Mask
Radius)

FDESTEE (Radial Mask

Hardness)

{EF Decal £ EAHAREBEE
(Use Decal Lifetime
Opacity)

Decal #iEMBE (Decal
Opacity)

FRIE(B%56) (Embers

(Emissive))

IRE Mask map(EENLE) AR EENEAE.
MR 0 REBOEE (RIHE). BRFAZEST LAEEESR
{E.

=% Mask map (IS NEE) S CERIEERRIELE.
1 BRAZHEMST 1, 8USER AR,

2%l Mask map (IEEN5E) MR OEREBERERE.

0 ML, 1 RAAR EMST 1. 8USRRAMiEAE,
IREBOE,

AL SUERRE .,
0 B, 1 R HUENS, REM RGP,

[ERWRIAR T THiZXBIPRIEXSH]
[EREERTEPIEEZEE.

(JSF8 Opacity Mask)
FERERIEENSOE,

(JBA Opacity Mask)
R AR, 15, &g Alpha BEREES,

[EREERERIEE,

(FEF8 Use Radial Mask)
RELMIESINHER., N0 NSES S EUNES TEME.

(JBF Use Radial Mask)
RERMAESNSHEE. 0 M1 N5,

AT VEX(MRZEREF).

®ZE Decal(Wh18)FIE(RAERRE.



FRIE(B%56) (Embers

(Emissive))

RIBERFSIE(Embers

Emissive Multiplier)

RIB@R/EE(Embers

Temperature/Color)

SIEE;8 (Embers

Temperature)

SYBERE (Embers Color)

FIBEEIEE (Embers Mask

Power)

RIBEE(ZE (Embers Mask
Multiplier)

FRIBES1FH(Embers
Mask 1 Tile)

RIBE=11EE X/Y(Embers
Mask 1 Speed X/Y)

RIBES24H(Embers
Mask 2 Tile)

RISBEE21EE X/Y(Embers
Mask 2 Speed X/Y)

FRIBMR(Embers Blinking)

[ERWRIAR T THiZXRIPREXSH]
[EREERRENER.

(BB Embers (Emissive))
RERBHNERIGEE.

(FAE Embers (Emissive))
RERIRHEEHEETEHEABIK.

(IZF3 Embers (IR, BR) )
(28 Embers Temperature/Color (RIBEE/EE) )
RIBAEIRE.

(JBF8 Embers (R, BEYE) )
(Z2A Embers Temperature/Color (RIBEIE/HE) )
FanRERENERE.

(;IFR Embers (RIE,BRE) )
EHLIEZE (Mask map)BISTELEE.
1 RTABEE, FEST 1 B HUSHENB 2 EREHRIHE,

(JBA Embers (RIRB%Y) )
4IRS E (Mask map)193akEs,

0 HEE,1 RAAHZHEST 1 B SHENRE BT EN
H:IIEEo

(B3 Embers (RIBBAY) )
RIBESELEE 1 BIFH(Tiling) 5=,

()R Embers (RIE,BRE) )
RERNRESSEE 1 G EFIEE,

(JSF8 Embers (R, BAYE) )
SIHEZSLIE 2 FIEHE(Tiling) 5=

(;IFR Embers (RIE,BRE) )
RERNRESSEE 2 IG5 EFHEE,

(JBF3 Embers (RIZ,BAYE) )
[ERRLAERRIRINRSER.



FRIBPINFIESFiH(Embers (FEF3 Embers (R, BA5%) )
Blinking Mask Tile) (J2F Embers Blinking (£¥RIR%E) )
FIRANFIERES SRR H(Tiling) 75T

RIBAMRERE (Embers ()I2F3 Embers (RIZ,BRE) )
Blinking Speed) (2 Embers Blinking (£RIAKE) )

RRFRIRIESEE.

RIBPFESIILLE (Embers  (BR Embers (RIF,BA&1) )
Blinking Mask Contrast)

(EF8 Embers Blinking (RIRIAF) )
TR RIRANFRIEE SR E.

RIBIRN X HBE (Embers (JBF8 Embers (RIE,BEYE) )
Fade InOut Power) BERIRIREN SRR,

BREEAEEEE Rain #1 Snow (RE) BXAEE. NREFHLEAE BP_DayAndNight FRIRSIRES
Snow (&) A, LFRELASHERR IBTE Snow 52X RS Dynamic Snow (F1FRE) .

{EANLTE REEHI (Decal Material Instance)



FECEITAY Decal (M5fe) #EIMAZENIEIER(Content Browsen 2 STFAIX R MR EIRFAE
(projection box)F= . MIERRIEAXR-RFINETHFTE BEARNFE/IVMER. BEITIERR
TEEI

478 (Decal)

N7E42 R (Decal Material) PriZib e Actor(Decal Actor) ZFi{ERANLIETE.

HERFIR = (Sort Order) N8 Actor BYLEHIINAE. BUEWS, BLEHIE LR,
iE#(Rendering)

"R (Visible) REFTEMEactor(Decal Actor)fEX-RHEEFSHE.
sk HSfEEActor(Actor {FERmENLfEactor{ e RIE RS - B, hErk P PaET.

Hidden In Game)

SRIESREITRYER (Editor REEXRHrCHmEEactorfIER AN,
Billboard Scale)

o ETARRIXIE HIREIMETERTRES IR IERE.
* F= LERHIAZSMtactoral BERFNTIERE.



o Mhffactorz [BIE&EIY ZrIRea S ItRE,

NE1E(Deca)MRB—MEBEESE (ERTEE K AERMZITH &RFABEEEE, MaiktHiZactord i
B 5 (Landscape) NEEE kizHIEBE.




B R NS EYM ARSI MR ST 200, 15z, (AT EHR (Details panel)s#kZ] Rendering -
Advanced - Receives Decals FXFAE.






t5#f (Foliage)

J3tE# (Foliage) == BlIZR42 /&
(XEIEE(Tempest Rising)) BMHT =FABAIEH (Foliage) FH R,

1. HIfE /Al1/Game/Tempest/MateriallLibrary/Foliage,if&$%¥ M_MASTER_Bush, M_Master_Grass B
M_Master_Tree Z—, BAINSEULTHEE XAIIETSENESHERMMHENTG I
2. BB AHZEATT 1% "Create Material Instance” .



M_MASTER_Bush M_MASTER_Grass M_MASTER _Tree

Material

Create glITF Proxy Material

& Create Material Instance

3. FEBIM BEL AR ENZNRE CRISL Ak,

73X (Bush) & (Grass)#3 RS HIR SR

FIF A RSLBIE, AT LABEEAR (Bush) S (Grass)Eita.  Snow(Z;)ZE5IF0 Wind (X1)Z51.
BLUTSHL

B AT

|

Albedo / Opacity Mask(fz
IR /iEIREIES)

Color Variation(ZiaZ=4k)

Override Albedo Colors
(by red verts) (IZIBRRE
ERIIEmMEB)

Color Bottom / Brightness
in A(RERERE/ABIERIR
E)

ColorTop / Brightness in
A(TERERE/ABEPRRRE)

REBEERE (Albedo
Brightness)

Hrtifa(Base Color)sd®, (i Use Opacity Mask B &8 FRiZE A
B Alpha BEEAERE. )

IREEM BRI ARE.

(IXE(Grass)#4 L)

IRIBETR L (Vertex Colon4 EiBIEEMRTNENE 2 BT FigE
S538t8RENN.

(& (Grass)HZ [RELf)
(85/5H Override Albedo Colors (by red verts))

FHIAT RIS AR (REER).

({XE(Grass) 7 [ERsL51)
(55/3H Override Albedo Colors (by red verts))

PR RITRER(RER).

=HIEtE(Base ColonMEIRSRE.
0 REE,1 (RSFAZ HEHEHS.



REBEZEMFN(Albedo

Desaturation)

REBZEEGEHE(Albedo Tint

Color)

RSO = (RSO Mask)

fEHEER/JVE(Roughness
Min)

fHREERA{E(Roughness
Max)

SSS(RFREHET)

REBZIARYGERR (Albedo
AO)

TR LSRR GBS (Vertex
Paint AO)

TRREREEE IR (Vertex
Color Switch)

TR RIRRCERERRE (Vertex
AO Power)

TRRMRF IR SIS (Vertex
AO Multiplier)

AL NMGE (Normal Map)

&R (Base Color)WEEHIEIEFIFREE,
79 0 BAREE, A 1 HEATERE HESSBINESS.

BEamESEME(Base Colon)IGEET,

RSO IEE=ISHEMEEFTEE R BB RFEEBET(SSS,Sub Surface
Scattering)¥T8% G BiE ME/CERITEME B @&, B/FR "RSO”
IERIRIRFH H BB EXS BRI E],

REESVEREEEENR/IVE.

HEER 1 REMABNE (G, NEERHET T —1ThUEREE & XE
(Roughness Max),

IREIEENE RS EEE&EAE.

MG 0, REBOEE (ROGHZ).
IREESNGE SSS BERTRE, HEUSE S MRUS.

BEENLE B BEEfESGERR(Ambient Occlusion)5Eft & (Base
Color)I4EHESE,

[EREUERLENTHIEXSEH]

(EEARRA IR R Vertex Paint AO)

ENRIFEOARY IS BiEiE, (e AL ThRERT N IR BiliE LAa ), ELfthE
ER]BE-AEAFFEAEER,

(FEARRALHIESCER Vertex Paint AO)

1 RIFAZET 1 HEEMX FUSIRR RIS HEE.

(FREARRESHEIMESCER Vertex Paint AO)

0 NEE, 1 RIFAEZET 1| HEESK SR EGHAE.

IRENEEISGE,



EZ5EE (Normal Intensity)  #=HliELZ(Normal) I ERYEE.
0 ¥, RIS HEUNSEE MRS,

X (Wind)
R (Wind) [ERREAIERIXERTAIEXSE]
[E R3S, BP_DayAndNight BIXIIIEENIZE = GEINBMAMRIFR).
RIRA B (Wind Leaves Tile) (BFEX,(Enable Wind))
TEEERL(Wind) SIREI 5 =
KRNt EE (Wind Leaves (BEX,(Enable Wind))

Speed) TEEEX,(Wind) SRS RRGEE .,

K758 (Wind Intensity) (BFAX(Enable Wind))
TEAEEX(Wind)SEEHRE,

EARSEFIE (Bush Flexibility) (BRIX(Enable Wind))
IREEAR(Bush) NEHEE,

A% (Bush Elasticity) (BFAX(Enable Wind))
IREEAN(Bush)HEMFERE,

BELHENZ (Snow)BXSE. WNRFHEFE BP_DayAndNight FIRSFIREI Snow(E)BTEATIRE iBE
Snow 232555 Dynamic Snow(FISFRE).

PRI ARAREHI(Tree Material Instance) S FHSIE

WA RIS HSEATERRN SRR AL EA—TNE. SEASEHEBINSHELAFES
I EXRBTEEN [NEATIEMRSEHINALSEE] —15. IRz RSEAE, T LAE I ARIER .
Snow(E)73HM Wind(R)7238. BN TEEIATSEL

KL(Wind)

M (Wind) [ERIRIARRiZSETHEXES]
[EFALLIRATLE BP_DayAndNight FREIRIEINIIZE = (FRIARIURIES
).

EEHtEHE(s Palm) (BFEX(Enable Wind))

PG RAT BRI AR S /IR



PIARSEHIE (Tree Flexibility) (BRIX(Enable Wind))
RENAKR(Tree) NEHEE.

PitEEFIE (Branches (BFAX(Enable Wind))
Al RERL Branches) WRHIEE.
IR % (Tree Elasticity) (BFAX(Enable Wind))

BEMA(Tree) KB MHFERE,

1SR (A EARHE P ANTIR) (;BRX(Enable Wind))
(Branches Flexibility (AR EHI(Is Palm))

(Additional nonPalm))

izt BT ARSI AR RS RIS ERS M DA RN A

M B EHE (Leaves (BHAX,(Enable Wind))

Flexibility) BREBME(Leaves) IR,

EE0#EI(Can Be Run (BHEX.(Enable Wind))

R iR B R BATER (Foliage) B EB M AR EAET.
HESRAAE(RUn Over (BHAENX.(Enable Wind))

Max Angle) (BREAT#/ED(Can Be Run Over))

WESHHEABE.

Dissolve(7&f#)F0 Snow(B)BETLTHZLELL(E. L5 Parachute On Tree HIERTRIANISIE Eit
ENe2 BREIZIA. {BUIRALELE BP_DayAndNight PRSIREH Snow(Z)RISCAITRSE,IBTE Snow 753€
fRfSA Dynamic Snow(FAFRE) S,

BIE X 1E# (Foliage) BU5FSMIE{E (Static Mesh)iZE
WRIFRESNB CRIER SR BRI TERIRE, XELBEVAXEFSANER A ESEHEN
ERYARLERIE(Collision), BhTXLeLBRSEHFRITLEHINRERE.
1. AN ES(Content Browser)d, SN RIS N\AIEFSMIEIR(Static Mesh) LAFTHE#SMIE A IRIEES
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