Tyropuaa no Unreal Engine. YUacts 3:
MaTepPHUAaJIbI

Kaxk u B peanibHOM MHpE, B UTPaxX €CTh MHOXKECTBO OOBEKTOB, KaXK Il CO CBOUM BHEIIIHUM
BugoM. B Unreal Engine 5ToT BHemHuil B 3aBUCUT OT MaTtepHranoB. Kakoil uBetr numeer
00bexT? [Ipo3pauen nmu on? brnectut mu? Bee 3T cBoOiCTBA 331a10TCS MaTepUaIaMu.

Marepuaisl UCTIONB3YIOTCS ITOYTH s TI0O0T0 BU3yanbHOTO 21eMeHTa B Unreal Engine.
Marepuainbl MOXXHO HAHOCUTD Ha JIF0ObIe 0OBEKThI, BKIIOYasl MEIHU, YacTULbI U 3JeMeHThI UL

B sToii yactu TyTOpHaJIa Bbl HAYUYUTCCh CICAYIOLICMY:

. praBJ’IHTB TCKCTYpaMH, UBMCHAA UX APKOCTH U LIBCT

e lcmonp3oBaTh OK3CEMIIIAIPBI MATCPUAIIOB AT 6BICTpOl"O CO3aHusA Bapnaunﬁ

o Hcmomp3oBaTh JUHAMHWYCCKUEC SK3EMILIAPhI MATCPUAJIOB AJI1 UI3BMCHCHUA 1IBETA aBaTrapa
npu CO6I/IpaHI/II/I HUI'POKOM IIPpCAMETOB

IIpucrynaem k padore

Ckauaiire https://koenig-media.raywenderlich.com/uploads/2017/07/BananaCollectorStarter.zip
u pacrniakyiite e€. YToObl OTKPBITH IPOEKT, EPENHUTE B MANKY MPOEKTa U OTKPOUTE
BananaCollector.uproject.

Ilpumeuanue: eciu OTKPOETCSI OKHO, COOOIIAoIIee, YTO MPOEKT CO3/IaH B 0oJiee paHHEl BepcHH
Unreal editor, To BC€ B mopsike (IBMKOK YaCTO OOHOBIISIETCS ). MOXKHO WIIA BBIOPATH OIIIAIO
CO3/IaHUsI KOIIMH, WIIK OIIIUIO IPE0OPa30BaHMSI CaMOTO MPOEKTA.

Bbl yBuuTe HEOOIbBIIYIO 001aCTh, B KOTOPO# pacmoiokeHbl Oanansl. Haxxmure Play, 4Tto0sr
YIIPaBIATH KpacHBIM KyOoM ¢ momontob kiaBum W, A, S u D. CoGupars 6aHaHBI MOYKHO,
Kacasch ux.


https://koenig-media.raywenderlich.com/uploads/2017/07/BananaCollectorStarter.zip
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Jnis Havana 1aBaiiTe KI3MEHUM MaTepuan OaHaHa, YTOOBI MEHATH ero sIpKocTh. [lepeliauTe B
nanky Materials u dsasicowvr naxcmume na M_Banana, 4To0bl OTKPBITH €10 B PeAaKTOpe
MaTepuasoB.

== Content Browser

I AddNew~ X Import [BSaveAll & < | % Content

Search Folders AAFICER Search Materials

4@ Content : Y N
4 @ BananaQuest ‘
B Blueprints

= Maps
#m Meshes M_Cube
@l Textures

3 items (1 selected)

UT0o0B! OTperynupoBaTh sIpKOCTh OaHaHa, HAM HY>KHO YIIPaBJISTh €0 TEKCTYpPOH.



Texture Sample A M_Banana

UVs ® — ——————— @ BaseColor
Tex O Metallic
; O Specular
O Roughness

O Emissive Color

Normal

World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

YapasjieHue TEKCTYpaMu

[To cBoeit CYIITHOCTH TEKCTYpa SIBISIETCA U300paKEHUEM, a U300paxeHne — TO0 Habop
nukcenei. B iBeTHOM n300pa)keHNH 1BET MUKCEISI ONpeAeIsieTcs ero kpacHuim ®, zenénvim (G)
u cunum (B) xanamamu.

Huxe npencraBneH npumMep U300paskeHust 2X2 ¢ yKa3aHHBIMU JJIs1 K&KJOTO MUKCENs
3gayeHuaMu RGB.

R:1.0 R:0.5
B:0.0 B:0.3
R:0.5 R:0.5
B:1.0 B:0.5

NOT TO SCALE



Ilpumeuanue: B Unreal Engine xananst RGB umerot nntepsan 3nauenuit ot 0.0 1o 1.0. Oxnako
B OOJIBIIMHCTBE APYrux npuioxenuil kanaisl RGB umeror unatepsan ot 0 1o 255. 3T0 npocTo
pa3HbIe CIIOCOOBI 0TOOpaXKEeHHs OAMHAKOBOW MH(GOPMAIIUU 1 OHU HE 03HAYAIOT, YTO MHTEPBAJ
nseroB Unreal Engine menbiie.

VYrpasneHnue TeKCTYpOi OCYIIECTBIISECTCS BBIMOJIHEHUEM ONEPALMI Ha/l KaXIBIM ITUKCEJIeM
TeKcTypbl. Onepanuu MOTyT ObITh JJaXKe MPOCTHIMU, HAITPUMEp, 100aBIEHUEM 3HAUCHUS K
KaHajam.

Huxe npencrasien npuMep orpaHudeHUsI KaX10ro kaHasia B uaTepsaie ot 0.4 no 1.0.
bnaronaps 3ToMy yBenMunMBaeTCsl MUHUMAIbHOE 3HAUEHUE KaXKA0I0 KaHaja, 4To J1eJ1aeT
Ka)XJIbIii LIBET sIpYE.

R:1.0 R:0.5

B:0.4 B:0.4

R:0.5 R:0.5

B:1.0 B:0.5
NOT TO SCALE

BoT kak 3T0 MOXXHO c/ieTaTh B peJaKTOpe MaTepuaioB:

Texture Sample ~ Clamp (Min=0.4) (Max=1) A

UVs > —— o

Tex

Teneprs MOXHO UCTIONB30BaTh HON MUltiply 171st perymupoBKy SpKOCTH TEKCTYPHI.



Hox Multiply

Hox Multiply nenaet uMEeHHO TO, 4TO CIEAYET U3 €r0 Ha3BaHUS: OH YMHOXKAET OJIMH BXOJI Ha
JIpYyrou BXOJ.

C nOMOIIIBI0 YMHOKEHHSI MOKHO U3MEHSTh IPKOCTh IIMKCENIs, HE 3aTparuBas ero OTTEHOK TN

HACBIIICHHOCTh. Hrbke mpeIcTaBIeH MPUMEp YMEHBIIICHUS IPKOCTH HAIOJOBHHY YMHOXKECHHUEM
Kaxkzaoro xkanaia Ha 0.5.

R: 0.2 R: 0.1
G 0.4 » G 0.2
B: 0.8 B: 0.4

Brinonnus 9Ty OII€paAlUIO IJIA KAXKAO0T0 IMMUKCEIA, Mbl MOXXEM U3MEHUTH APKOCTH BCel TCKCTYPHI.

Mgl He OyeM paccMaTpUBaTh 3TO B TyTOpHalle, HO Bbl MOXKETE MCIIONIb30BaTh HOJl Multiply B
COUYETaHHH € TeKCTypoil-Mackoi. C MOMOIIbIO MAaCKU MOYKHO yKa3aTh, Kakue 00JacTi 0a30BOit
TEKCTYpPbI 1OJIKHBI OBITh TEMHEe. BOT npumep HajaoXeHHs Macku U3 TEKCTYPhI IUNIMTKU Ha
TEKCTYypYy KaMHA:




Texture Sample A

UVs ®

Tex

Multiply ¥

A [ 2
B

Texture Sample A

UVs [ B

Hanoxxenue macku paboTaer, IOTOMY YTO TPaalliil CEPOTo MPEICTABIISIOT COOOH MHTEPBAI OT
0 (u€pnsrit) 70 1 (OembIii).

0 0.5 7

Benble o0macTu nMerOT MOJIHYIO SIPKOCTB, IIOTOMY YTO KaHaJIbl YMHOKCHBI Ha 1. CepLIe oOmactu
TEMHCC, TIOTOMY YTO KaHaJIbl YMHOXAIOTCA HAa SHAYCHUA MCHBIIIC 1. qépHI)Ie 001aCcTH HE UMEIOT
SAPKOCTHU, TIOTOMY YUTO KaHAJIbl YMHO>KCHEI Ha 0.

Tenepb HacTano BpeMs BOCIOJIb30BaThCst HOIoM Multiply.

PeryanpoBka IpKOCTH TEKCTYP

Pazopsute cBsi3b My HOZoM Texture Sample u konrakrom Base Color. Dto MokHO caenaTh,
HACA8 Npasoll Kiasuuieli Mbliiy Ha TI000H KOHTAKT U BeiOpaB Break Link(s). Miu sxe MoxHO
ynepxuBath knaBuiny Alt u nasxcame nesotl knasuweli Mbiuiy Ha COSTUHSIONICH JTUHUH.



" Texture Sample & M_Banana

UVs @ ———— @ BaseCalor
Tex Or Metallic
Or Specular
Or Roughness
Or Emissive Color

O Normal
O World Position Dffset

Or Ambient Occlusion

Or Pixel Depth Offset

Cosnaiite Hox Multiply u Constant. Ix MoHO co31aTh OBICTPO, yaepxkuBas KiaBuiry M (s
Hosa Multiply) mnm xraBumry 1 (uist Hoga Constant) u zesotl Kiasuwel Mbluiy Ha ITyCTOM
npoctpancTse B rpade. [locie 3Toro coemmHeHne JODKHO BBIMISAICTD CICIYIONIMM 00pa3oM:

Texture Sample & W
Uvs . ! - @ BaszeColor
Tex 1 O Metallic

O Specular
O Roughness

O Mormeal

O World Position Offset

O Ambient Ocel

O» Pixel Depth Offset

Takast cxema OyJeT UTepaTUBHO OOXOIUTH KaX/IbIi MUKCENb U YMHOKATh KaXKAbI KaHa Ha
3HaueHune Hoxa Constant. Hakoner, momyynBiasics TeKcTypa OyzeT BbiBeeHa kak Base Color.

[Toka momyuuBIIasicst TeKcTypa OyneT Y€pHO, IOTOMY YTO MHOXKHTENb paBeH Hymo. s



U3MEHEeHMS 3HaYeHUs1 MHOXHTENS BeiOepuTe Ho Constant u nepeiigute B nanens Details.
Bgenure B none Value 3Hauenue 5.

4 Material Expression Constant

Value

4 Material Expression

Haxxmure Apply 1 BepHHTECh K OCHOBHOMY PeIakTopy. Bbl yBuanTE, 4T0 OGaHAHBI TENEPh CTAIH
HaMHOTO sIp4e.
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JaBaiite pazHO0Opa3uM cIrieHy, 100aBUB OaHaHBI pa3HOro 1BeTa. KOHEYHO, MOKHO CO3/1aBaTh
HOBBIN MaTepuai JIsl KaKJI0TO IBETA, HO MPOIIE CO3/IaTh IK3EMNIAP MaAmMepuad.

00 ’x3eMILISIPaX MATEPUAJIOB

DK3eMIUIsIp MaTepralia — 3TO KOMHUs MaTepuaia. Bee n3MeHeHUs, BHOCMBIC B Oa30BBIii
Marepuall, OTOOPaKAKOTCS TAKXKE U Ha IK3EMIUISIPE MaTepuaa.

DK3eMIUISIPbl MATEPHAJIOB OYEHb YAOOHBL, TOTOMY YTO B HUX MOKHO BHOCUTh U3MEHEHUs 0€e3
y ) y

pexomnusanuu. [Ipu Haxxatun Apply Ha Matepuasne Bbl MOTJIM 3aMETHTb, YTO ITOKa3bIBAETCS

YBEJOMIICHHE O TOM, YTO KOMITUIIUPYIOTCS MIEHIEPHI.
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Shadars Cornpiling (19)
AL

I[J'IH MPOCTBIX MAaTCPHUAIIOB 3TOT MMPOLECC 3aHUMACT BCCTO HECKOJIBKO CCKYH. OI[HaKO JJIA
CJIOXKHBIX MaTCpUaioB BPEMS KOMIIUIIAIUN MOXKCET OBITh 3HAYUTEIILHO OOJIBIIIE.

FINALLY DONE WITH
MY MATERIAL!

'm
Save FindinCB

. Compiling Shaders (33,333)

9K3€MHH$IpBI MaTcpHralioB y2106HO MPUMCEHATH B CJICAYIONIUX CITy4dasaXx:

o [lpu HaMMUYMK CIOKHOTO MaTepHasna, B KOTOPbIN HYKHO OBICTPO BHECTH U3MEHEHHUS




o Heo0xoanmo co3nates Bapuaiuu 6a30BOro Marepuana. ITo MOXKeT ObITh YTO YTOAHO —
U3MEHEHHE 1IBETa, SPKOCTH MIIH Ja’Ke CaMOil TeKCTYPHI.

Huxe nmokazan nmpumep CLEHBI, B KOTOPOH UCIIOJIB3YIOTCS AK3EMILISIPhl MAaTEPUAIIOB JIJIst
CO3JIaHUs Bapualuid BeTa. Bee K3eMIUIsSIpbl IMEIOT OIMHAKOBBIN 0a30BBIi MaTeprall.

[Ipex e ueM co3aaTh SK3EMILISAP, HaM HY>KHO CO371aTh napamempsl B 6a30BoM MaTepuaie. OHu
OyayT 0TOOpakaThCs B 9K3EMIUISIPE MaTepHalia M MO3BOJISAT HACTpAaUBaTh CBOMCTBA MaTepHara.

Co3aanue mapamMeTpoB MaTepuajioB

Bepnurecs B peaktop MarepuanioB u BeiOepute Matepuan M_Banana.

Bo-mepBbIx, HaM HYKEH HOJI, MEHSIOIINI OTTEHOK TeKCTYphI. J[JIst 3TOr0 MOKHO MCIIOIb30BATh
Ho HueShift. lo6aBbTe ero B rpad U COCTUHUTE CIEAYIONIMM 00pa3oM:



m—— T o e
Texture Sample A Multiply ¥ HueShift M_Banana

Hue Shift Percentage (S) Result @ ——————— @ Base Color

uvs o= " i
Texture (V3) O Metallic

Tex B
O Specular

O Roughness

O Emissive Color

O Normal

O World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

3a0bL1u, KaK 3TO caejaTsh? Pemienue BHyTpH

Teneps HaMm HYKHO co31ath HOA Scalar Parameter. B aTom Hozie XpaHUTCSl €IMHCTBEHHOE
3HAYEHHE M €r0 MOXKHO OYyJIeT U3MEHATh B 9K3EMILUISIPE MaTepHraia. DTOT HOJ MOKHO ObICTPO
CO3/1aTh, YACPKUBASI KJIABUIIY S U HAXCAG JIe6OL KLAGUuLell Mbliiy Ha TTyCTOM MPOCTPAHCTBE B
rpade. ITocne co3ganus Hoaa coequHuTe ero ¢ konrakrom Hue Shift Percentage (S) Hona
HueShift.

Texture Sample A Multiply ¥ HueShift M_Banana
UVs O A o Hue Shift Percentage (S) Result @ —————— @ Base Color

B Texture (V3) O Metallic

O Specular
O Roughness

O Emissive Color

O Normal

O World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

Hemnoxo raxxe OyzneT naBath Ha3BaHUs napamerpam. Beibepute Hox Scalar Parameter u
nepeiiaure B maHenb Details. M3amennte Parameter Name na HueShiftPercentage.



1 Details

o] =%
4 General

EHEIE BT HueShiftPercentage [l

MoskHO Takke nmpeodpazoBarb HOJbI Constant B Scalar Parameter. Haoxemume npasoti knasuuweti
Mmblwu Ha 100aBIeHHBIN panee Ho Constant, a 3atem Beibepute Convert to Parameter.
[Tepeumenyiite mapamerp B Brightness.

Convert to Parameter
Start Previewing Node
Enable Realtime Preview

Break Link(s)

Tenepb MbI CO3/1aTUM HK3EMIUISIP MaTepuaa.

Co3aanue IKIEMILIAPA MaTepHuajia

IMepeiinute B Content Browser u Beibepute nanky Materials. Hascmume npasoti kiasuwiet
moiuu Ha M_Banana u Beioepure Create Material Instance. [TepenmMenyiite HOBbIN acceT B
MI_Banana_Green.

{ Create Material Instance

Comnon
/. Edit...
% Rename
%w Duplicate

Actions

how in Folder View

ow in Explorer

(? View Documentation

¥ Connect To Source Control...




Jsaowcovl naxncmume Ha MI_Banana_Green, yto0b1 oTKpbITh ero. [Ipu 3ToOM 0OH OTKpoeTcs B
pelaKkTope SK3eMILIIPOB MAaTEPUATIOB.

PenakTop »K3eMIUISIPOB MAaTEpUAIOB COCTOUT U3 TPEX ITAHEIICH:

=

Details: 31ech 0TOOpaXkatoTcs mapaMeTphbl U APYIrue oOIHe HaCTPOUKH

2. Instance Parents: orobpaxaet CIUCOK POJUTEIHCKUX MAaTEPHATIOB TEKYIIETO
9K3eMILIApa. B 3TOM ciyyae eIMHCTBEHHBIM POJUTENLCKIM MAaTEPHAIIOM SIBIISETCS
M_Banana

3. Viewport: comepuT Mell MpeaBapuTEIbHOTO POCMOTPA, Ha KOTOPOM MOKa3bIBAETCSI

AK3EMIUTAp MaTeprana. Mo>KHO BpalaTh Kamepy, YACPKUBAS 1€8VI0 KIAGUULY Mbluiu N

nepemeujas Mbllib. MacimTabupoBaHUe BHITIONHAETCS NPOKPYMKOU KOLECUKA MbIULU.

UtoObI yBHIETh U3MEHEHHUS Ha Mellle OaHaHa, nepeiaute B nmanens Details u HaliauTe pazaen
Previewing. Hasicmume ne6oil knasuuietl Mbluiu Ha pACKpbl8arowulics cCnucox psmoM ¢ Preview
Mesh u BeiOepute SM_Banana. Teneps Bbl Oyzere BUIeTh BMECTO chepbl Meln OaHaHa.

4 Previewing

Preview Mesh

Teneps MbI U3MEHHUM MapaMeTPhl, YTOOBI CMEHHUTH 1IBET OaHaHa Ha 3eNE¢HbINH. UTOOBI caenaTh
napaMeTpbl PeIaKTUPYEMbBIMU, HadXCMume 1e6ol Klaguuiell Muluiy Ha (1axicox paoM ¢ KaxXabIM
napamMeTpOM.



5 Details

4 Parameter Groups

4 Scalar Parameter Values

VYxaxute ais Brightness snauenne 0.5, a nns HueShiftPercentage — 3nauenue 0.2. B
pe3ynbTaTe y Bac MOMYIUTCS CIEMyIOIIee:

MBI co3aanu 3K3eMILIsIp MaTepuana, Ternepb MOKHO MPUMEHUTD €ro Ha HEKOTOpble 13 OaHaHOB!
3akpoiiTe SK3eMIUIAp MaTepralia u mepeianuTe Bo Viewport OCHOBHOTO peakTopa.

IIpuMeHeHHe FIK3eMILIAPA MaTepraja

Pacnonaraemele B CIieHE AKTOPBI MOKHO pEAAKTUPOBATHL HHAUBUAYAJIIBHO. 910 3HA4YUT, 4YTO CCJIN
Bbl UBMCHUTC MaTCpHral 1JId OJHOTO 6aHaHa, TO 3TO HE MOBIUICT Ha OCTabHBIC. MOXKHO
BOCITIOJIB30BATbLCA OTHUM, YTOOBI H3MEHUTH IBET HCKOTOPBIX OaHaHOB Ha 3€JIEHBIN.

Bribepure mo6oii 6anan u nepeiiaure B manens Details. B crincke KoMIIOHEHTOB BbIOEpHTE
kommoneHT StaticMesh.



i Details

o T i

4+ Add Component ~ o Edit Blueprint ~

® EBP_Banana(self)
StaticMesh (Inherited)

B nanenu Details oroOpassitcst cBoiicTBa kommnonenrta StaticMesh. Msmennre marepuan Ha
MI_Banana_Green.

4 Materials

MI_Banana_Green

Element O & O

B Textures v

[ToBTOpHTE MpOIIECe emé HECKOJIBKO pa3 [UIs JIYYIIEro paciupeeIeH s XKENTHIX U 3eTEHBIX
6ananoB. [TorpoOyiiTe co3aaTh emeé OANH YK3EMIUIIP MaTepraa, 4ToObl y Bac ObUTH
¢uoneroBbie OaHAHBI!
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I[I/IHaMI/I‘IECKI/I N3MCHACMBIC MAaTCPHUAJIbI

Marepuainsl He 0043aTeIbHO JTOJIKHBI OBITh TOJIBKO KOCMETHYECKUMHU: MOKHO MCIIOJIb30BaTh UX
W TS TIOMOIIH B Teiiman3aitne. Celiuac MbI paz0epéMcs, Kak JUHAMUYECKHA U3MEHSATH IIBET Ky0a
¢ 0esoro /10 KPaCHOro, KOrja Urpok cooOupaeT GaHaHBbI.

HpC)K,Z[C YCM CO3/J1aBaTh SK3CMILIAP MaTCpUalid, Hy>KHO 6y;[eT HaCTPOUTH MaTCpral Ky6a

Yo6emutech, uto HaxoauTech B nanke Materials u dsaorcovr wénknume na M_Cube, uto6sl
OTKPBITH €TO0.



Bo-niepBbrix, HaM Hy)KeH crioco0 co3aanus 1BetoB. K Homy Base Color noacoenuuén Hon
Constant3Vector. OTu HOIBI HI€aTFHO TIOIXOAT TSl BRLIOOpA IIBETOB, IIOTOMY UTO Y HUX €CTh
KPAaCHBIH, 3€JEHBIN U CHHUM KaHaJIbI.

[TockobKY KpacHBIH LBET yKe ObUT CO3/1aH, MbI CO3/1a1uM Oeltblii 1iBeT. Jl006aBbTe eimé oauH
Hox Constant3Vector. 3to MOXHO cenaTh OBICTPO, yICPKUBAS KIIABHINY 3 U HANCAB €801
Kasuuiell Mbluiy Ha yCTOM TPOCTPAHCTBE B rpade.

OTkpoiiTe HHCTPYMEHT BBIOOpA LIBETA, 08adcobl wiénkruys Ha noa Constant3Vector.




Br16epute Oemblii IBET, MIJIA C TIOMOIIBIO TIOJI3YHKOB, Win BBeas 3HadeHue 1.0 qis kananos R, G
u B. 3atem naxkxmute kHonKy OK.

Color Picker

Drag & drop colors here to save

. sRGB Preview

4 Advanced

Hex Linear Qa0

el FFFFFFO0

YToOb! M3MEHUTH IBET C OENIOT0 Ha KPACHBIHM, HaM HYXEH CIIOCO0 CO3/1aHus TIaBHOTO Mepexo/1a
Mexy HUMH. ECTh mpocToit cnoco0 ero peanu3auuu — JuHeluHas UHmMepnosayusl.

Y10 TaKkoe «JIMHEHHAasA I/IHTepHOJIHIII/ISI»?

JluHeiHast HHTEPIOJISAIHS — 9TO CIIOCO0 HaXOXKJIeHUs 3HadeHui Mexay A u B. Hampumep,

MO>KHO HCIIOIh30BaTh JTUHEHHYIO WHTEPIOJIAIIMIO I HAXO0XKICHUS 3HAUCHHS TIOCepeTuHE
mexay 100 u 200.



[ Lerp

O A | 100 ] Return Value O»
g [o—]
O B {200 | N—

(» Alpha |_£

JluHeliHast HHTEPIIOSIHS CTAHOBUTCS elIé 00Jee MOLTHBIM HHCTPYMEHTOM, €CITH MOKHO
yrnpasisTh alpha. Ml MoxkeM BoctipuHUMAaTh alpha kak nporeHT mexay A u B. Alpha =0
BepHET 3HaueHue A, a alpha = 1 — 3nayenue B.

Hanpumep, moxxHO yBennuuBarth alpha mocreneHHo, 4ToOBI TUIABHO MEpeMEIIaTh 0ObEKT U3

Alpha: 0

B stom TYTOPHAJIC MbI 6}7)16M YIIpaBJIATH alpha C IIOMOIIIBIO KOJINYCCTBA C06paHHHX 0OaHaHOB.

Ucnoan3oBanne Hoga LinearInterpolate

Bo-niepBbix, 106aBum Hox Linearinterpolate. 3to MoxHO caenats ObICTPO, YACPKUBAs KIABHIILY
L u naowcas nesoui kraguuieti Mol Ha ITyCTOM MIPOCTPAHCTBE B Tpade.

_
Lerp(0,1,0.5) ¥




3arem co3gaaum Hoxa Scalar Parameter u nazosém ero ColorAlpha. Coennaum HOIBI
CIIEAYIONIMM 00pa3oM (3aMeThTe, YTO OEIIbIi Tereph HAXOAUTCS CBEPXY):

M_Cube

@ Base Color

O Metallic

O» Specular
Roughness

Emissive Color

O Normal
O World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

[Moaseném uror: Hox Linearinterpolate 6ymet BoIBOAUTE 3HaYeHHE BXOAHOTO 3HaueHus A. Tak
IPOUCXOIUT MOTOMY, UTO HayaimbHOe 3HaueHue alpha pasuo 0. [Tpu npubmmkennu alpha k 1,
BBIXO/IHOE 3HAYEHHE OYyJeT MPUOINKATHCS KO BXOJHOMY 3HAYeHHIO B.

Marepuan yxe rotoB. Ham emmé npeacTout MHOTO€ clienaTh, HO YTOObI IOCMOTPETh, UTO Y HAC
NOJTy4rIIoch, HaxxMuTe Ha APply u 3akpoiite penakTop MarepuanoB. Eciu Haxats Play, To BbI
YBHIIUTE, YTO TeNephb KyO He KpacHbI, a Oenblil.



VAV S O S A B %

UYrto0bI KyO MEHSUT I[BET, He0OXxoauMo u3MeHATh nmapameTp ColorAlpha. Oanako cymiectsyer
onHa rpobisiema. Bo BpeMsi BBIOTHEHHS UTPBI Mbl HE MOYKEM M3MEHSTH MTapaMeTPhl SK3EMILISIpa
Mmarepuana. Pemennem OyaeT nCnoab30BaHUE OUHAMUYLECKUX IKZEMNIAPOS MAMEPUATO8.

O TuHAMHYeCKHX IK3eMILIAPAX MATEPUAJIOB

B oTiimume oT 00BIYHOTO FK3EMIUISIPa, TMHAMUYCCKUH K3EMIUISp MaTepruaia MOXHO U3MEHSTh
BO BpEMs UTPOBOTO IMpoliecca. ITO MOXKHO JenaTh ¢ nmomolnsio Blueprints nimu C++.

JluHamudeckre MaTepuabl MOKHO HCIIOIB30BaTh PA3TUYHBIMU CIIOCO0aMU, HAPUMED,
W3MEHSTh MTPO3PAUYHOCTh OOBEKTA, YTOOKI JIeNIaTh €ro HeBUAUMBIM. Y MeHATh OJeck 00beKTa,
KOI/la OH CTAHOBUTCS MOKpEE.

ey g —

Emé ogun XOpOI_HI/Iﬁ ACIHCKT JTMHAMHUYCCKUX IK3CMIIIAPOB MAaTCPHUAJIOB 3aKIIFOYACTCA B TOM, YTO



HUX MOXHO UBMCHATH NHAWBUAYAJIBHO.

HI/I)KC HpeI[CTaBJ'IeH HpI/IMep 06HOBJICHI/I$I OTOCJIBHBIX BKSGMHHﬂpOB JJIA HAJIOKCHUSI MACKH Ha
oOiractu oOBeEKTA.

JaBaiiTe HayHEM € CO3aHMs TMHAMUYECKOTO HK3eMILIsIpa MaTepHara.

CO3II3HI/IC AUHAMHYECCKOI'0 3K3CMILIAPa MaTepHuaja

JlnHaMIYecKre SK3eMILTIPhl MaTePHUATIOB MOKHO CO3/1aBaTh TOJIBKO BO BPEMs IIPOIECCa UTPHI.
Jlnst aToro MOKHO Ucnonb30BaTh Blueprints (unu C++).

B Content Browser nepeiiante B manky Blueprints u dsascowt wénknume na BP_Player, ato6b1
OTKPBITH €TO0.

ITepBoe, 4TO MBI cIETAEM — 3TO CO3AAANUM HOBBIA TUHAMUYECKUH SK3EMILISIp MaTeprana u
3aTeM MPUMEHHUM ero K Melry kyoOa. Jloruuno Oyzaer aenath 370, korga Unreal ciayHUT akTopa,
a 9Ty 3a7a4y BeIOIHsIET HO Event BeginPlay.

[epeiiaure B Event Graph u naiigure Hox Event BeginPlay.

) Event BeginPlay

b




Teneps no6assTe Hox Create Dynamic Material Instance (StaticMesh). Dtot Hox OyaeT
OIHOBPCMCHHO CO3aaBaThb U MPUMCHATH HOBBII I[I/IHaMI/I‘ICCKI/Iﬁ 9K3CMILJIAP MaTepuajia K MCI1y
KyOa.

f Create Dynamic Material Instance

D D

Target Return Value

~ Element Index E]

Source Material
Static Mesh

Teneps HaM HY)KHO yKa3aTh, KAKOW MaTepHajl IO0JHKEH UCIONIb30BaTh Ky0. HaxkmuTe Ha
packpwlsarowuiics cnucox B Source Material u Beibepure M_Cube.

77Create Dynamic Material Instance
B D

Target Return Value

(» Element Index {U]

Source Material

[ w

YT006BI y,[[O6HCC CCbUIATBCA HAa MaTepuall, JIy4dlle BCCTO XpaHUTh €ro B nepeMeHHoﬁ. Hpome
BCETO0 JTO C/AETaTh HAXMCA8 npaesoll Kiasuuiell mbluiy Ha KoHTakT Return Value noma Create
Dynamic Material Instance. 3arem BeiOepute Promote to Variable.

_| Create Dynamic Material Instance

Target Return Value

O Element Index |T|

Source Material
|..' o




Ecnu 3arnsuyTs Bo Bkitagky My Blueprint, To BbI 3ameTnTe, 4TO TaM MOSIBUIIACh HOBAst

nepemennas. [lepeumenyiite e€ B CubeMaterial. 3To MoXxHO OBICTPO clieaTh, HAXKAB KJIABUIILY
F2.

4Variables

[ Components
= MaxSpeed
() CubeMaterial ~

Haxonen, coenunute Hox Event BeginPlay ¢ noqom Create Dynamic Material Instance.

— _f(':reate Dynamicwh;latefiél Instance
© Event BeginPlay Target s Primitive Con nt
o ———————m p——
Target Return Value Cube Material

~ Element Index |ﬂ

Source Material
IV M_Cube
Static Mesh

[Moxseném uror: koraa Unreal cmayrut BP_Player, on co31aét HOBBIN qMHAMUYECKUIT
9K3EMILISAP MaTepualia i MPUMEHSET ero K kommoneHty StaticMesh. 3arem on coxpansiet
Marepuall B IepeMeHHY0 1oj] HazBanuem CubeMaterial.

Crepyronum maroM OyJeT co3laHue CUETIHUKA JTSl OTCIICKUBAHUS KOJIMUECTBA COOPAHHBIX
OaHAaHOB.

Co3aanue cC4ETUNKA 0AHAHOB

Ecau HemHOTrO TiepeMecTuThcst oT Hoa Event BeginPlay, To MojxHO yBUAETH CIIEAYIOIIYIO
cxemy. 3/1ech MbI Oy/ieM OOHOBJISITH CYETUMK OAaHAHOB U MaTepHUal.

_0 On Component Begin Overlap iStaticMes?\) »» Cast To BP_Banana
»P—» p-=—=—-D D
Overlapped Component Object Cast Failed Target

7‘ DestroyActor

Other Actor As BP Banana

Other Comp

Other Body Index O

From Sweep

Sweep Result

Hox On Component Begin Overlap Beimosnnsiercsi, korjaa Kyd mepeKpbiBaeT APYroro akropa.
3arem Hox Cast to BP_Banana nposepsier, siBisieTcs Jin iepeKpbIBaeMblii akTop 6anaHoM. Eciu
aKkTop — 3TO OaHaH, To HOA DestroyActor yHu4TOKaeT ero u OH MCUe3aeT U3 UTPHIL.

[TepBoe, 4TO HYKHO CAENaTh — CO3/1aTh IEPEMEHHYIO /ISl XpaHEHHS KOJIMYeCTBa COOPaHHBIX
6ananoB. [To3xe MbI Oy/ieM yBenUUYMBaTh 3HaUCHUE HA €AMHUILY KaXJIbIH pa3, Korjaa Kyo



Kacaercs OaHaHa.

Cosmaiite HOBYIO nepeMenHyto Float u nazosute e€ BananaCounter. Ilepemawume
nepemennyro BananaCounter B Event Graph u Beibepute Get.

Macros

4Variables
[ Components
= MaxSpeed
CubeMaterial

== BananaCounter

Event Dispatchers

T
Banana Counter @

Hanee npucoenunute Hoa DestroyActor k moay IncrementFloat.
Tf DesiroyActor

- fpee——

ey

Banana Counter @

. =

Temneps, Koraa UTrpok OyneT mogHUMAaTh OaHaH, mepemenHas BananaCounter Gyner
YBEJIMYMUBATHCS HA €IUHUILLY.

Ecnu Op1 MBI Hcnionb3oBanu BananaCounter B kauectse alpha npsiMo ceituac, To momyumin Ob1
HEOXHJIaHHBIE PE3ybTaThl, TOTOMY uTO HOJ Linearinterpolation oxxugaer 3naueHus B
uHTepBaiie oT 0 10 1. M0XHO HCIOIB30BATh HOPMATM3ALMIO [T TPeoOpa3oBaHus CUETUMKA B
uHatepsan ot 0 go 1.

Jnist Hopmanu3amuu Mbl ipocto paszaenum BananaCounter na MakcuMaiibHOE 3HaYeHUE. DTO
3Ha4YeHHE PaBHO KOJIMYECTBY OaHAHOB, KOTOPOE JAOJDKEH coOpaTh KyO, YTOOBI HOTHOCTHIO CTATh
KpaCHBIM.



JHo6asum Hox float / float u coenuunM ero 6epxHuti KOHTAKT ¢ OCTABIIUMCS KOHTAKTOM HOJA
IncrementFloat.

" f DestroyActor

..
| B
Sarae ® @

R

Banana Counter @ o [1 0000_50 |

3amaauM B Ka4eCcTBE HudicHe2o BxoaHoro 3uayenus noxa float / float smauenue 6. 1o 3naunr,
4TO Ky0 CTaHET IOJHOCTHIO KPACHBIM, KOI'/Ia MIPOK COOEPET IIecTh OaHAHOB.

Ho ectp Hebombras nmpodiema. Kornma urpok cooepér dosbiie mectyu 6aHaHoB, To alpha craner
6outbIiie equHUIBL. UTOOBI HCIIPAaBUTH 3TO, Bocmoiab3yemcs HogoMm Clamp (float) mis
orpannvenus alpha narepsaiom ot 0 1o 1.

JHo6asbte HO Clamp (float) u coenunute konTakT Value ¢ npasvim kontaktom Hoza float /
float.

" DestroyActor

| R S
>
++
% e

Banana Counter @

/ | f Clamp (float)
- o—— @ Value Return Value O»

O Min 0 o]

O Max [7 o]

TenepL, KOTla y HaC €CTb alpha, HACTaJIO BpEMs IJId II€peaaviun e€ 3HaUCHUS MaTcepualy.

OOHoBJICHHE MaTepHAaJIa

Ilepemawume nepemennyro CubeMaterial B Event Graph u Beioepute Get.

3ateMm nepemawume kKoHtakt nepemenHoi CubeMaterial Ha mycroe mpocTpaHCTBO U OTIYCTUTE
n1eyio Knasuuty mviui. TIpu 3TOM TOSIBUTCS CIIUCOK HO/IOB, KOTOPBIE MOT'YT HCIIOJIb30BATh
HepEeMEeHHYI0 9TOro Trma. JIr00i BRIOpaHHbIA HOM OyIeT aBTOMATHUCCKH COSIMHEH C
nepemenHoii. JlooaBsTe HOx Set Scalar Parameter Value. Dtot Hox OyzeT 3amaBath yka3aHHOMY
napameTpy rnepeaaBaeMoe 3HauCHHUE.



T TT——

Cube Material

Tenepp Hy)XHO yka3aTh OOHOBIIsEMbIii Tapamerp. Beibepure B ose Parameter Name 3naueHue
ColorAlpha. 3To mapamerp, KOTOpBII MBI CO3/IAJIM B MaTepHae Kyoda.

Tf—Set Scalar Parameter Value

o

Target

Parameter Name
ColorAlpha

O Value \ 0.0 |

Coenunure pesynbraT Homa Clamp (float) ¢ kontakrom Value nona Set Scalar Parameter Value.
L ———

Cube Material e
| Set Scalar Parameter Value

b

Target

L
f Clamp (float) _ Parameter Name
" [colorAlpha
@ Value Return Value @ "*——I—J

. \ @ Value
O Min {00

O Max [1.0]

Haxkonen, coenmante HOox IncrementFloat ¢ romom Set Scalar Parameter Value.



[ et e Paimnte Vi

) On Corvporms Degm Owerlep [Tiatctlort)

[TopsiioK BBIMOTHEHUST OYIET CIICTYIONIIM:

1. On Component Begin Overlap (StaticMesh): BeimonHsieTcs, Koraa Meir Kyoa

HIepeceKaeTcs ¢ APYrUM aKTOPOM

Cast to BP_Banana: nposepseT, sIBISETCS JIM epeceKaeMbIii aKTOp OaHAHOM

DestroyActor: ecnu nepecekaeMblii aKTOp SBISIETCS 0aHAHOM, TO YHHUYTOXKAET €T0

IncrementFloat: ysenmnuuBaer BananaCounter na exuHuiy

float / float: nenut cu€rumk Ha 3a1aHHOE YKCIIO, YTOOBI HOPMAITHU3HUPOBATH €I0

Clamp (float): orpannumBaeT pe3ynbTaT ACIECHHUS, YTOOBI HE MOTJIO ITOJTYYUTHCS

3Ha4YeHue oospie 1

7. Set Scalar Parameter Value: 3agaér napamerpy ColorAlpha marepuana ky6a
riepeaBacMoe 3HaYeHue. B 3TOM cilydae 3HAUCHHUE SBIIACTCS HOPMATU3HPOBAHHON 1
OrpaHMYCHHOMW B MHTepBajie Bepcueit BananaCounter

SR

Hacraino Bpems Bcé npoBeputs! Haxxmure mHa Compile u 3akpoiite Blueprint editor.

Haxxmure na Play u nHaunute cobupars 0ananbl. Kyo cHauana Oynaet OeibIM U IOCTEIICHHO
CTaHEeT KpacHeThb Ipu codupanun 6ananoB. Korna Bbl cobepére mects 0aHaHOB, OH CTaHET
MOJIHOCTHIO KPACHBIM.



