PucoBanue ¢ nomompro Render Targets B
Unreal Engine

Render target — 3to, 1Mo CyTH, TEKCTypa, B KOTOPYIO MOKHO BBIITOJIHATH 3aITHCh BO
BpEMs BBINOJIHEHUS NMpUioXeHuss. C TOUKM 3pEHUsl JBUKKA OHHM XPAHAT TaKyHo
uHpopmanmio, Kkak ©0a30BbIM 1BeT, HopMainu u ambient occlusion.

C Toukm 3peHHUs ToJb30Barelss render target B OCHOBHOM HCIOJB3YHOTCS B
KayeCTBE CBOCTO POJia JOMOJHUTCIIBHONH KaMmepbl. MOXKHO 3a7aTh 3aXBaT CICHBI
(scene capture) B KaKOW-TO TOYKE M COXpaHATh M300pakeHHe B render target.
3areM MOXHO OTOOpa3uTh render target Ha Melne, HapuMep, JUISI CUMYJISIIIHH
KaMepbl HAOJTIOICHUS.

ITocne Beimycka Bepcum naBuxkka 4.13 kommnanus Epic no0aBuiia BO3MOKHOCTH
OTPUCOBKHM MAaTEPHAJIOB HEMOCPEACTBEHHO Ha render target C TOMOIIBIO
OJIOTPUHTOB. DTa (PYHKITUS MMO3BOJISET CO3AaBaTh CIOKHBIE (P EKThI, HapuMep,
CUMYJISIIUIO KUAKOCTU U JedopMaluio cHera. 3By4uT notpsicaroiie, npasaa? Ho
pex/ie YeM MEePEeXO/IUTh K TAKUM CJIOKHBIM 3 (eKTaM, JIydille BCEr0 OCBOUTHCS C
4eM-TO MpocThiM. UTO MoOkeT ObITh Mpollle, YeM pucoBaHue Ha render target?

B 3TOM TyTOpHAaNne BBl HAYUYHUTECH CIACAYIOLIEMY:

o Jlunamuuecku co3maBath render target ¢ TOMOIIBIO OTIOMPUHTOB
o OtoOpaxarts render target Ha merie
o PucoBatb TekcTypy Ha render target
o MeHATb pa3mep KUCTU U TEKCTYPY BO BPEMSsI UTPOBOTO Tpoliecca



[Ipucrymaem k pabote

Haunéwm ¢ 3arpy3ku MaTepuanoB JJIs 3TOTO TyTopHaia (B3sITh UX

moskHO https://koenig-
media.raywenderlich.com/uploads/2018/05/CanvasPainter.zip). Pacnakyiite ux,
neperiaure k CanvasPainterStarter u otkpoiite CanvasPainter.uproject. Eciu Bbl
HaxxmEre Play, To yBuaute crieaytoniee:

KBanpat nocepenune (canvas) — 3To TO, Ha Y€M MBI OyJIeM pUCOBaTh. JJIEMEHTHI
Ul cneBa OyayT TEKCTypOi, KOTOPOM MBI Oy/IeM PUCOBATh, U €€ pa3MEPOM.

Jlns Hayana maBaiTe pazdoepéMcs co crmocoOoM, KOTOPBIN UCIIONB3YETCS IS
pUCOBaHUS.

Cnoco0 prcoBaHus

[lepBoe, 4TO HaM HY>KHO — 3TO render target, UCTIOIB3yEeMbIi B KaU€CTBE XOJICTa
(canvas). [Ins onpeneneHus Toro, rlie BHIMOIHATh pUcOBaHUE Ha render target, Mbl
OTTpaccUpyeM MPsIMYIO, BEIXOJAILYIO U3 Kamepsl Brepéa. Ecnu npsmas
NepeCceKaeT XOJICT, TO Mbl MOXKEM IMOJIYUYUTh MECTO nepecedenust B UV -
IPOCTPAHCTBE.

Hanpumep, ecnu xosct umeer uaeanbHyro npusa3ky UV-koopauHaT, TO
nepecedenue B rieHTpe BepHET 3HaueHue (0.5, 0.5). Ecim npsimast mepecekaeT
XOJICT B ITPABOM HUKHEM YTJIy, TO MBI mory4um 3HadeHue (1, 1). 3atem MoKHO
VCIOJIb30BATh MIPOCTHIE BBIYUCIIEHUS ISl pacy€Ta MECTa PUCOBAHUS.



(0.81, 0.78)

Ho 3auem nonyuats koopaunatsl B UV-nipoctpanctse? [louemy Ob1 He
UCITIO0JIB30BATh KOOPJIMHATHI HACTOAILETO pocTpancTBa Mupa? [lpu
VCIIOJIb30BAHUU ITPOCTPAHCTBA MUPA HaM CHavajia MPUAETCSA BBIUUCIISITh MECTO
[IepeCceUYeHUs] OTHOCUTEIBHO INIOCKOCTHU. TaKkxe MpUIETCs yUYUThIBaTh IOBOPOT U
MacIiTad MmIOCKOCTH.

[Tpu ucnonszoBanuu UV-nipocTpaHcTBa BCe ITH BhIUUCICHUS He TpeOyroTcs. Ha
IJIOCKOCTH C UJeaibHOU npuBsa3kor UV-KooOpAuHAT IepeceueHue ¢ CEpeIMHON
Bcerna Bo3spamaet (0.5, 0.5), BHe 3aBHCHMOCTH OT pacIoJIoKEHHUs U TIOBOPOTa
IIJIOCKOCTH.

IIpumeuanue: paccMaTpUBaeMBblil B 9TOM TyTOpHaJie METOJI B OOIIIEM cilydae
paboTaeT TOJIBKO C MIIOCKOCTAMH WM MOX0KUMHU Ha TUIOCKOCTH MTOBEPXHOCTSIMHU.
JIns ApyTuX THIOB T€OMETPUH TPeOyeTCs 00iee CIOKHBIN METO, KOTOPHIH 5
paccMOTPIO B IPYTOM TYTOpHAJIE.

CHavasa MbI CO3/1aJIMM MaTepHall, KOTOPBIN OymeT oToOpakath render target.

Co3manue maTepuana XoJcTa

[Mepetinute B manky Materials u otkpoiite M_Canvas.

B sTom TyTopuane mbr Oynem co3maBath render target TMHAMHYECKH, C TIOMOIIBIO
OJIFOTIPUHTOB. DTO 3HAYUT, YTO HAM MPUIETCSA HACTPOUTH TEKCTYPY KaK mapameTp,
yTOOBI MOHO OBLIO MepenaBaTh ero render target. s aToro

cozmanum TextureSampleParameter2D u nazoBém ero RenderTarget. 3arem
coequnmuM ero ¢ BaseColor.



RenderTarget

~ M_Canvas
@ Base Color
@ Metallic
@ Specular
O Roughness

O Emissive Color

Normal

World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

[Toka HEe 6ECTIOKOUTECH O BEIOOPE TEKCTYPHI — MBI 3alMEMCS STHM JIAJIbIIIe B
omonpunaTax. Haxxmute Apply, a 3atem 3akpoiire M_Canvas.

CrnemyronuMm dtarnoM OyaeT co3aanue render target, mocje 4ero Mbl UCIIOIb3yeM
€ro B KaueCTBE MaTepHalia X0JICTa.

Coznanue Render Target

CymectByet nBa criocoda co3nanus render target. [lepBriii: co3nanue B pegakrope
HaxkatueMm Ha Add New\Materials & Textures\Render Target. Otot crmoco6
M03BOJIsIET YA0OHO CChUIAThCA HA OJIMH U TOT ke render target HECKOJIbKUM
aktopaM. OJTHaKO €cJii HaM MOHAJ00SITCS HECKOJIBKO XOJICTOB, TO MPUIETCS
co3naBathb render target Bpy4HyIO JJIsI Ka’KJ0TO XOJICTA.

[ToaTomy mydrie coznaBath render target ¢ TOMOIIBIO OIFONIPUHTOB.
[Ipeumy1iecTBO TaKOro MOAX0a B TOM, UYTO MbI co3/1aém render targets TOJIbKO

MpU HEOOXOAUMOCTHU U OHU HE Pa3/lyBaroT 00bEM (hailsioB MpOEKTa.

JI1st Hayana HaM HY>KHO co3/1aTh render target 1 COXpaHUTh €ro KaK MEPEMEHHYIO0



IUIsL albHeWIero ucnojib3oBanus. [leperiaure B manky Blueprints u
otkpoiite BP_Canvas. Haiigute Event BeginPlay u 1o6aBbTe BbIICIICHHBIC Y3JIbI.

& Event BeginPlay £- Sequence | Create Render Target 2D | Clear Render Target 2D

» — » Then 0 B | [

Then1 D O Width ‘ 256 ] Return Value | Render Target b Texture Render Target

Then2 D ©» Height iL:JG Clear Color
Add pin + ‘ Format

RTF RGBA16f v

[Tpucporite mapamerpam Width u Height snauenune 1024. Tak Mbl ©3MEHUM
paspemienue render target Ha 1024 x1024. Yem OoJibliie 3HAYSHUSI, TEM BBIIIIE
Ka4yeCTBO U300paKeHUsI, HO U OOJIBIIIE 3aTPaThl BUICOTIAMSITH.

O» Width | 024 Return Value
O» Height (1024 |

Format

RTF RGBA16f v

Ianee unét nox Clear Render Target 2D. MbI MOKeM HCIIONIB30BaTh STOT HOJ IS
3ajganus 1BeTa render target. 3amatite Clear Color 3nauenwue (0.07, 0.13, 0.06).
I[Tpu sTOM Bech render target 3aIOHUATCS 3€IEHOBATBIM I[BETOM.

ﬁlear Render Target 2D

& B

Texture Render Target

Clear Color

Tenepb HaMm HYXHO 0TOOpa3uTh render target Ha Merie XoJcTa.

OtoOpaxenue Render Target

Ha nanHoM 3Tare Mmenn XoJicTa KCHOoJIb3yeT MaTepuai o yMoindaHuto. s
otoOpaxeHus render target Hy>KHO CO3/1aTh TMHAMUYECKUIT

sx3emiuisip M_Canvas u nepenats emy render target. 3aTemM Hy»KHO TPUMEHUTH
JUHAMHYECKUI SK3EMILIAp MaTepualia K Melry XoJscTta. [is 3Toro Mel 7o00aBuM
BbIJICJICHHBIE HOJIBI:



S R IS AT - - e~ R—
£ Event BeginPlay £- Sequence f Create Render Target 2D = f Clear Render Target 2D

P — P Theoh ————— = »—» D

Then1 | » Width [102: Return Value Render Target Texture Render Target

Then2 > » Height Clear Color

Add pin 4+ Format

RTF RGBA16f -

e e e f f Set Texture Parameter Value f Set Material
_J Create Dynamic Material Instance ) t nst f ] i
L 4 » L 4 g

fr———
| Parent Return Value { Target Canvas Target

» Parameter Name | © Elementindex [o]

e —\ VAT Material
{'  Render Target

Cuayvana nepeiiném k Hoay Create Dynamic Material Instance u 3agaaum B
kadecTBe Parent smauenne M_Canvas. Tak MbI co31a UM TUHAMUYCCKUI
sx3emiuisip M_Canvas.

T-Creatyéfbynamig Material Instance
g b

Parent ' M_Canvas Return Value

Janee nepeiiném k Hoxy Set Texture Parameter Value u 3apaaum qis Parameter
Name 3naucaue RenderTarget. Tak mbl niepenaaum render target CO3gaHHOMY
paHee mapameTpy TeKCTYPHI.

7fiset Texture Parameter Value

.4
Target

Parameter Name

Rende (Targ et_]

Value

Teneps Ha Meme xoncTa Oyaet otoOpaxkaThes render target. HaxmuTe
Ha Compile u BepHUTECH B OCHOBHOI penakTop. Haxkmure Ha Play, 4ro0s
YBHUJIETh, KaK XOJICT H3MCHHT I[BET.



Tenepsp, Koraa y Hac €CTh XOJICT, HAM HY>KHO CO3/aTh MaTepuai, KOTOPbIA MOXKHO
UCII0JIB30BATh B KAUECTBE KUCTH.

Co3nanue MaTepuaia KUCTH

[epetinute B manky Materials. Coznaiite matepuan M_Brush u otkpoiite ero.
Cuauana 3agaitre i Blend Mode 3aauenue Translucent. Dto mo3BosMT Ham
UCII0JIb30BaTh TEKCTYPHI C MPO3PAYHOCTHIO.

4 Material

Material Domain

Decal Blend Mode

Shading Model Default Lit v

Kak u B cirydae ¢ Matepuanom X0JCTa, Mbl 3aJa€M TEKCTYPY AJIsl KUCTHU B
omomnpunaTax. Co3maiire TextureSampleParameter2D u Ha3oBute
ero BrushTexture. CoequHuTE €ro CIeayonmM 00pa3om:



M_Brush
O Base Color

BrushTexture

__— @ Emissive Color

®
@ Opacity

O World Position Offset

O» Ambient Occlusion

O Refraction

Haxxmute na Apply, a 3atem 3akpoiire M_Brush.

Crnenyrolee, 94To HY)KHO CACIaTh — CO3/1aTh JUHAMUYCCKUM SK3EMILISP
MaTepHalia KUCTH, YTOOBI MOXKHO OBLIO MEHSATH TEKCTYPY KHCTH.
Otkpoiite BP_Canvas u 106aBbTe BBIJICTICHHBIC Y3JIHI.

T . TS RSN
© Event BeginPlay £- Sequence f Create Render Target 2D f Clear Render Target 2D
SET
»P— > Ll - — — — —— — —— g »—> > (]
Then1 O [102: Return Value Render Target Texture Render Target

Then2 B o Height [1024] Clear Color

Add pin + Format

RTF RGBA16f v

" Create Dynamic Material Instance
» »— P —_— )

R
Parent | - Return Value ef Target

j Set Texture Parameter Value ’ f Set Material

~ Element Index \cT|

Material

= v
Render Target Value

7 Create Dynamic Material Instance

Parent Return Value o Brush Material

Janee neperigute B Hox Create Dynamic Material Instance u 3anatite
s Parent smagenne M_Canvas.



7f Create Dynamié Material Instance

Parent 14 _Brus Return Value

MBI co3many MaTepyrall KUCTH, U TENePh HaM HyXHa (YHKINS JIJI1 PUCOBAHHUS
KHUCTBIO Ha render target.

PucoBanue kuctbio Ha Render Target

Co3naiite HOBYIO (hyHKIMIO 1 HazoBuTe e€ DrawBrush. Cravana vam
MIOHAI00STCS TApaMeTPhI: UCTIOIb3yeMast TEKCTypa, pa3Mep KUCTH U MECTO IS
pucoBanusi. Co3naiiTe cieayronire BXOIHbIE BXOIHbIC TaHHBIC:

o BrushTexture: Beioepute Tun Texture 2D
o BrushSize: Beibepute Tun float
o DrawLocation: Beibepute Tun Vector 2D

4 [nputs

> T Y - N x

» CESTE T - N *
L oroviocaion— Juavecor2o < JA | v B

Hpe;me 4CM pUCOBATb KUCThb, HAM HY>KHO 3a14Tb ee TCKCTYPY. I[J'If[ 9TOTIO
co3gaauM CXEMYy, IIOKA3aHHYIO HUIKC. Y6€I{I/ITGCB, YTO B KauecTBe Parameter
Name BeiOpaHo 3naucHue BrushTexture.
f Set Texture Parameter Value
8 Draw Brush W Targ faterial Inst
» — D LI R ——————— 2

e
Brush Texture Then1 D Brush Material Target

Brush Size O» _ Parameter Name

: i i " [BrushTexture]
Draw Location Ereldaliidenlhay

Brush Texture Value

Tenepb HaM HYKHO BBITIOJTHITH OTPUCOBKY B render target. Jlyis aToro co3paanm
BBIJICJICHHBIE HOJBI:



f Set Texture Parameter Value
—_—
¥ Draw Brush [ £ Sequence t is M. t
» — » Theno p —————————————————— P
—
Brush Texture Then1 |p Brush Material Target

Brush Size O» 3 _Parameter Name

| Addpin + ~ [BrushTexture]

Draw Location S
Brush Texture Value

7 Begin Draw Canvas (ﬁ?nﬁ?arget I
» » »

e N
Render Target H Texture Render Target Canvas Target

| [ m—
Size | (" Brush Material ) Render Material

Context Screen Position

(x"00][" 00]
Screen Size
00][v 00]

Coordinate Position

[x 00][v 00]
Coordinate ize
[ 10][v 10]
» Rotation ‘E|

Pivot Point
[x o5][v 05]

Begin Draw Canvas to Render Target mo3BoJuT IBHUXKY y3HATh, YTO MbI XOTHM
HayaTh OTPUCOBKY B onpenenénubiii render target. Draw Material mozBosnut
OTPUCOBBIBATH MAaTEPHAI 10 YKa3aHHOMY MECTOIIOJIOKEHHUIO C BEIOPaHHBIM
pa3MepoM U TIOBOPOTOM.

Berurciienne mo3uiny OTPUCOBKH — 3TO JBYXJTaIHbIN mporecc. CHavana HaM
HY’KHO oTMacmTabupoBats DrawlLocation, 4roGsl yMECTUTBCS B pa3pelieHne
render target. Jlns sToro ymuoxum DrawlLocation ua Size.

7 Begin Draw Canvas to Render Target
» »

Texture Render Target Canvas

Size

Context ! ‘de pin 4

e
f ocation )

[To ymonuaHuIO ABUKOK OYAET OTPUCOBBIBATh MaTE€pUabl, UCIOJb3Yys B KAUECTBE
UCXOJIHOM TOYKU BepXHHUI JieBblid yroi. [loaToMy TekcTypa KHUCTH HE OyeT
LIEHTPUPOBAHA HAM, T'JIe€ Mbl XOTUM BBITIOJIHUTH OTPUCOBKY. UTOOBI HCTIPABUTH 3TO,
HaM HYXHO noneiuth BrushSize Ha 2, a 3aTeM BbIYecTb pe3ysibTaT U3
MPEIBIAYIIETO JTamna.



7 Begin Draw Canvas to Render Target

Texture Render Target Canvas

Size

Context

s

v

Draw Location

Brush Size @

3aTeM CoeIMHUM BCE CJICTYIOIIUM 00pPa3oM:

| Begin Draw Canvas to Render Target

" f prawm

B 4
Texture Render Target Canvas
Size

Context

T ———
Draw Location

T
Brush Size @

Target
Brush Material Render Material
Screen Position
@' Screen Size X
@ Screen Size Y

Coordinate Position
00|[v 00
Coordinate Size
[x 1.0][v 10]
O Rotation [’66]

Pivot Point

[ os)[ 05

Hakonen HaM Hy»HO COOOUIUTH JBUKKY, UTO Mbl XOTUM OCTaHOBHUTH OTPHCOBKY B
render target. Jlo6aBum Hox End Draw Canvas to Render Target u coequanm ero

CJIEYIOIIUM 00pa3oM:

_f Begin Draw Canvas to Render Target

Texture Render Target Canvas

I
Context Add pin 4+

—_—
Draw Location

Brush Size @~

| —
Size Brush Material

" Ovaw viateral — _
g _J End Draw Canvas to Render Target
» » _[ » D
Target | Context
Render Material
Screen Position

@ Screen Size X
@ Screen SizeY

Coordinate Size
[x10][v 10]
O Rotation [0.0]

Pivot Point

(< os][v o8]




Teneps npu kaxaom BeimoaHeHnn DrawBrush ona Oyner cHavyana ycTaHaBIMBATh
B KadecTBe TeKCTyphl 11 BrushMaterial nepenaBaemyro Tekctypy. 3atem oHa
Oynet orpucoBbsiBaTh BrushMaterial B RenderTarget, mois3ysch nepe1aHHbIMU
MO3ULHUEN U PA3MEPOM.

U nHa sToM QyHKIUS oTprucoBKHU roroBa. Haxmure Ha Compile u
3akpoiite BP_Canvas. Cnenyromum marom OyAeT TpacCUpOBKa NPSIMON U3
KaMephl ¥ PHCOBAHUE B TOM MECTE XOJICTa, TJI€ MIPOHU30IILIO TIepeceUeHHE.

TpaccupoBKa NpsIMON U3 KaMepbl

[Ipexxsie yem prcoBaTh Ha XOJICTE, HAM HY>KHO YKa3aTh TEKCTYPY KHCTH U pa3Mep.
[Mepeiiném B manky Blueprints u orkpoem BP_Player. 3atem npucsonm
nepeMennoi BrushTexture snauenne T_Brush 01, a

nepemennoi BrushSize snauenue 500. Tak Mbl HA3HAYUM KUCTH U300paKEHHE
00e3bsHbI pazmepoM 500 %500 nukcene.

4 Default

T,

y
7 n» T1._Brush 01
Brush Texture g:@

€D

Jlanmee HEOOXOAMMO BBIIIOJIHUTH TPACCUPOBKY mpsimoit. Haiimure InputAxis Paint u
CO3JAWTE CIEIYIOUIYIO CXEMY:

" InputAxis Paint L Branch - | LineTraceByChannel

» —M » ey —- P D

Axis Value @ Condition False D @ Start Out Hit
3
—i= / @ End Return Value
» 0

Trace Channel
_J GetActorLocation
[ Get Player Camera Manager Target i Trace Complex (0}
—
~» Player Index ‘T;| Return Value Target Return Value @ L 2 = o Actors to Ignore

® ;ﬁdd pin + Draw Debug Type
“f Get Actor Forward Vector f [done__~]

Ignore Self 2

— T,
Target Return Value @ —“~@

O (1000.0

Tak Mbl OyzieM BBITIOJIHSTH TPACCUPOBKY MPSAMOM, HAIIPABICHHON U3 KaMephbl
IPSIMO, TIOKa UTPOK OYJIET YACpKUBATh KIIABHINY, HA3HAUCHHYIO JijIs Paint (B
HAIIIEM CITy4ae ITO J1e6dsi KAAGUULA MbIUILL).

Teneps HaM HEOOXOIUMO MPOBEPUTH, NEpeceKia Jiu npsmas xoJct. JlodaBum
BBIJICJICHHBIE HOJBI:



' © Draw Brush

[ LineTraceByChannel »+ Cast To BP_Canvas
» » » » »
@ Start Out Hit 1 Object Cast Failed D Target

| | (————
® End Return Value = As BP Canvas | (* Brush Texture | Brush Texture
|

~Z Break Hit Result |
| @ Brush Size

Trace Channel
isi Hit Blocking Hit (7
Visibility 9 [ Brush Size @— | Draw Location

Trace Complex O Initial Overlap
Time O f Find Collision UV
Actors to;gnure e O 7 i
el Location O» » UvChannel ]  Retur Value
Ignore Self E Impact Point O»
Normal O
Impact Normal O»
Phys Mat
Hit Actor
Hit Component
Hit Bone Name O» |
Hit item O»
Face Index O»
Trace Start O»

Trace End O»

Teneps npu nepecevyeHur MpPsIMOI U X0JicTa OyI€T BBITOJHSATHCS
dyukuus DrawBrush, ucnonb3yroinas nepeantbie eil nmepeMeHnHbie kuctu u UV-
KOOPJWHATBI.

Yroosr Hox Find Collision UV 3apaboran, HaM HY)KHO H3MEHHUTH J{Ba ITapaMeTpa.
Bo-nepBrix, nepeiiaém B Hoxa LineTraceByChannel u Bkirounm Trace Complex.

_fki'_‘ineTraceByCFa;el
& &
@ Start Out Hit

® End Return Value

Trace Channel
Visibility v
Trace Complex ¥

2 Actors to Ignore

Draw Debug Type

Ignore Self ¥

Bo-BTopsix, nepeitném B Edit\Project Settings, a 3atem B Engine\Physics.
Brirrounm Support UV From Hit Results u mepesamyctum mpoexr.

4 Optimization

Suppress Face Remap Table

Support UV From Hit Results

Disable Active Actors




[Mocne mepe3arycka Juis pucoBaHus Ha XoJicTe Haxmute Play u zegyro knasuusy
MBI,

Size: 500

MO’KHO Jake CO3/1aTh HECKOJIbKO XOJICTOB M PUCOBATh Ha KaXKJIOM M3 HUX
OTJICIBHO. DTO BO3MOXHO, IIOTOMY YTO KaKJIbIH XOJICT TMHAMHUYECKH CO3/1aéT
cobcTBeHHBIN render target.

Size: 500

B cnenyroiiem paszzaene mMbl peaniuzyeM GyHKIIMOHAN U3MEHEHUSI UTPOKOM pa3mepa
KHCTH.



N3MmeHnenue pasMepa KUuCTu

Otkporite BP_Player u naitnure Hon InputAxis ChangeBrushSize. Dta npussska

OCH HACTPOCHA Ha UCIOJb30BAHUE Ko/leca mbluiu. JI7s1 N3MEHEHUS pa3Mepa KUCTH
HaM J0CTaTOYHO MEHATH 3HaueHnue BrushSize B 3aBucumoctu ot AXis Value. Jlus

3TOTO CO3/1aJIUM CJICIYIOIIYIO CXEMY:

67lnpulA7xris ChangeBrushSize

> —_. SET

—

S R s
AxisValue @ —“@ ® fclamp (float) @ Brush Size

> 4 £
O (100 . > ® - @ Value Return Value @
L——=Add pin =+ @ d

/ ® /l&dd pin + O Min [0.0]

Brush Size @ O Max [1000.0]

Owna Oy/IeT BBIMOJIHATH MPUOaBICHNUE WK BeiuuTanue u3 BrushSize mpu
UCTIOJIH30BaHUH UTPOKOM KoJieca MbIIIH. [IepBoe yMHOKEHHUE OTpeiesieT
CKOpPOCThH MPUOABIICHUS WM BEIUMTAHUS. B KadecTBe Mephl O€301MacHOCTH
nob6asneno Clamp (float). Ou rapanTupyert, 4To pa3mMep KUCTH HE CTAHET
menbine 0 unu 6onbme 1000.

Haxxmute na Compile u BepHHTECH B OCHOBHOU pemakTop. [lokpyTute koseco
Mblui, 9TOOBI K3MEHUTD pa3Mep KUCTU IIPU PUCOBAHUM.

Size: 500

B nocnennem pazzaene mbl co3aaauM GyHKIIMOHAI, TO3BOJISIONIUN UTPOKY MEHSTh
TEKCTYPY KHUCTH.

O
(o)



N3MmeHeHune TeKCTypbl KUCTH

Jlist Hauana HaM HY»K€H MacCHUB JUIsl XpaHEHUS TEKCTYP, KOTOPbIE MOXKET
UCTOJIb30BaTh UTPok. OTkpoiite BP_Player u coznaiite mepemennyto array.
Bri6epure nis ve€ tun Texture 2D u nazoBute e€ Textures.

4 Variable

Variable Name Textures

Variable Type iiiTexture 2D w

3atem coznaiite mpu snemenTta B Textures. [IpucBoiite UM ciienyromye 3HaYCHUS :

« T Brush 01
o T Brush 02
« T Brush 03

4 Default Value

4 Textures 3 Array elements +

0% T Brush. 01

1_Brush_0Z
& O

1_Brush_03
« DO

D10 OyIyT TEKCTYPHI, KOTOPBIMH CMOKET PHCOBATh UTPOK. J[J1s 1o0aBIeHUs
HOBBIX TEKCTYP JIOCTATOYHO I0OABUTh X B 3TOT MAaCCHB.

I[aﬂee HaM H606XOI[I/IM3 nepeMecHHaA 1JI XpaHCHHUA TCKYIICIO MHACKCA MaCCHBaA.
Cosnatite mepemMeHHyI0 integer u Hazosute e€ CurrentTexturelndex.

4Variables

BrushTexture

== BrushSize

Textures

ZERS Iy

Jlanee Ham HeoOxoauM crocod 00xo0/1a B IMKJIE BCeX TEKCTyp. st aToro
TyTOpHUala s HACTPOMJ NPUBS3KY AehcTBU (action mapping) Moy



Ha3BanueM NextTexture u mpuBs3an e€ K npaesoil kiasuuie moiwiu. Kormaa urpox
HAXXUMAET ATy KJIABUIIY, IOJDKEH BBIMOIHATHCS MEPEX0]T K CISAYIONIEH TEKCTYpe.
Jliist aToro Haiaute Hox INputAction NextTexture u co3gaiite CaeayrOIIyIO CXEMY:

T 5 = e
© InputAction NextTexture L_-EF Sequence

Pressed p — B Then 0 |
Released > Then 1 |

s Add pin 4

Textures

—
Current Texture Index @

: Branch
» Tue p ——P

Condition False D O» Current Texture Index [0 ]

SET

-
Current Texture Index @

[O————.

Textures i LENGTH ® /

SIS FT
-» = D

Brush Texture

Drta cxema Oyzaer yBennuuBaTh CurrentTexturelndex npu xaxxaom HakaTuu
Ha npasyro Kiasuuty meiiiy. ECIIM MHACKC TOCTUTAET KOHIIAa MAacCUBa, TO OH CHOBA
copaceiBaercs Ha 0. Hakonerr, BrushTexture 3agaércs COOTBETCTBYIOMIAS

TEKCTYypa.

Haxxmute na Compile u 3akpoiite BP_Player. Haxxmure Play u ménkaiite npasoii
Kaasuuieli Moluiy sl IEPEKITIOYCHUS MEXKYy TCKCTYPaMHU.
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