I[I/IHaMI/I‘leCKOG PUCOBAHHUC 110 MCIITY B
Unreal Engine 4

B stom tyropuane no Unreal Engine 4 Bbl HayunTech pucoBaTh I[BETAMU IO MEIILY
1000ro THMA.

PrcoBaHue 1o Merry mo3BoJIsIeT HTPOKaM pacKpallliBaTh BHYTPUHUTPOBHBIC
00BexThI. [IpuMeps! pucoBanus mo memry: rpaddutu (goop) B Super Mario
Sunshine, renu B Portal 2 u uepuuna B Splatoon. PucoBanre Mmoxer
UCITOJIH30BAThCS KaK TeHMIICHHHUI 3JIEMEHT WIIH OBITh IMTPOCTO rpadymuecKuM
opopmiierreM. Kak 661 TO HA OBLIO, PUCOBAHUE 110 MEIITY OTKPBHIBAET HOBBIE
BO3MOKHOCTH JIJISl TU3AMHEPOB TEUMILIES U XYA0KHUKOB.

XO0Ts B IEPEUNCIICHHBIX BHIIIE MpUMepax 3TOT 3PHEKT UCTIONB3YEeTCs TTOUTH
OJIMHAKOBO, BBl MOYKETE MPUMEHSITh PUCOBAHHE 110 MEITY U JUIsl MHOTUX JIPYTUX
s dekroB. Hampumep, MOKHO prucoBaTh Ha 00BbEKTaX OaHKaMHU ¢ KPacKOH,
IIPOPHUCOBBIBATH HA MEPCOHAKAX PAHBI WIIH JIaKE MO3BOJIUTH UTPOKAM CaMUM
HApHUCOBATH JIUIIO NIEpCOHaxka!

B stom TyTOPpHAJIC Bbl Y3HACTC, KaK PUCOBATbh HAa CKCJICTHOM MCIIIC. I[J'I?I 9TOI'O MBI
caciiacM CICAYyromic:

o PasBepném memu B ero UV-popmy

o Hcmonw3yem TOUKy mepecedeHns TPACCUPOBKH JTUHUU JJISI CO3/TaHUS
cepudeckoit Macku Mera

o Ortpenaepum pa3BEPHYTHIN Met U cheprdeckyro Macky B render target ¢
MIOMOIITBIO 3aXBaTa CIIEHHI (scene capture)

o Hcmomw3yem Macky JUIsi CMEIIMBAHUS TEKCTYp B MaTepHalie MepcoHaxka



YyuTHuTe, 4TO 3TOT TyTOpHAJ He TOCBAIIEH PUCOBAHNIO BepIInH. PrucoBanune
BEPIIMH 3aBUCHUT OT Pa3pelICHUs MEIIA U €r0 HEBO3MOXKHO U3MEHSATH B IPOLIECCE
urpsbl. Mcnone3yeMsblil B 3TOM TyTOpuUaje METOJl, HAIPOTUB, pabOTaeT BHE
3aBUCHMOCTH OT pa3pelieHUs MEIIa U €r0 MOXKHO IPUMEHSTH BO BPEMS UTPBL.

[Ipucrynaem k padbote

Haunure co ckaunBanus matepuanos (https://koenig-
media.raywenderlich.com/uploads/2018/08/MeshPainter.zip) ais sToro
tTyropuana. Pacnakyiite ux, nepeiiqure B MeshPainterStarter u

otkporite MeshPainter.uproject. Haxxmute Play, utoOb! yBUIETh IEpCOHAKA,
KOTOPOTO MBI OyJIeM pacKpalIuBaThb.

Kax u B TyTOpHManax o cHere u TpaBe, B 3TOM CIIOCOOE TOKE HY)KEH 3aXBaT CIICHBI
(scene capture). Jlyst 5SKOHOMUM BPEMEHU 5 YK€ CO371ajl OJFOTPUHT 3aXBaTa CIIEHBI.
Ecnu BBl X0THTE OOJBINE Y3HATH O MapaMeTpax 3axBara, TO MPOYUTANTE HAII
TYTOpPHAJI O CO3JIaHUU CJICJIOB Ha CHETY.

JIns Havasia maBaiiTe y3Haem, Kak MOKHO PUCOBATh Ha MeEIIIE.

PucoBanue no memry

B GosbmmHCTBE cydaeB MeId, ¢ KOTOPBIMHU BaM MPEACTOUT padoTaTh, YKe
umerotr UV-pa3Béptky. [ToaTomy noruddo Oymer co3aaTh B TOMOIII0 render
target Macky, a 3aTeM IPUMEHHTH € K Menty. OHaKo TeHepUPOBAHUE MACKU
HEIMmocpeICTBeHHO Ha render target (¢ momomnisio Draw Material to Render Target)


https://habr.com/post/416703/

00bIYHO IPUBOJUT K pa3pbiBaM B UV shells.

Bot npumep UV-pa3BépTku KyOa U TEKCTYphI C(hepuyecKoil MacKu:

A BOT npuMeHEHHAsI K KyOy Macka:

Kax Bugute 2D-MepHas chepruyeckas Macka He OTHOAET YTIIbI M HE YIUTHIBACT
reomeTputo. s reHepaluu npaBuiibHONM Macku cepruieckasi Macka J0JKHA
COMILIMPOBATH no3uyuu 6 mupe. Kak xe moiydnuTs JOCTYM K MO3ULHSIM B MUPE
py KCcToiab30Bannu Hoja Draw Material to Render Target?

Ecnu BoI HU3ydajain MCTOAbI pUCOBAHMA 110 MCIIIaM, TO, BO3SMOKHO, HAXOIWJIN BHUIACO



Paitana bpyka o pucoBaHuM NOBPEXKJICHUN EPCOHAXKA C MOMOIIBIO render

targets (ucnonb3yeMblii B MOEM TyTOpHaJie METOJI OCHOBAaH Ha ero Meroze). B
BUJIEO OH YCIIEIIHO F'€HEPUPYET TPEXMEPHBIE CPEPUUECKHE MACKU U HAKAILJIUBAET
ux B render target. EMy ynanoch 3T0 cienath, HOTOMY 4TO OH c0o31a€éT render target
JUI XpaHEHMs MTO3ULMNU MeIlla B MUpe, KOTOPbIE 3aT€M MOXKHO COMIUIMPOBATH C
UCIIOJIb30BaHUEM cepuueckoil Macku. J[aBaiiTe pacCMOTPUM 3TOT METOT
nosipoOHee.

Meton Panana

DTOT METOJ COCTOUT U3 YETHIPEX 3TarnoB. [lepBrlif aTamn 3akitoyaeTcs B
«pa3zBoOpayMBaHUK» HYKHOTO Memia. HyHO mpocTo nepeMecTuTh BCe BEPIIMHBI
Tak, YToObI MonyyuTh Meul B ero UV-dopme. Hanpumep, Bor UV-koopauHaTs
[epCOHAXKA!
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A BOT mepcoHax mocie pasBopaunBanus B Unreal:



https://www.youtube.com/watch?v=Jz050a2OMXE
https://www.youtube.com/watch?v=Jz050a2OMXE

Pa3BepHyTh MEII MOKHO, TPUMEHUB MPOCTHIC BEIYUCICHUS CMEIIEHUH TTO3ULIUN
Mupa (KOTOpble Mbl PACCMOTPUM HUXKE).

Bropoii sTam 3akar09aeTcs B KOAMPOBAHUN MO3MIIKI B Mupe B render target. D10
MOJKHO CJIeNIaTh, 3aJ1aB I[BETY MaTepuana pa3BépTku 3HaueHue Absolute World
Position 1 Bocmonb30BaBIIKCh Scene capture Ui 3axBara pa3BEPTKH. BoT Kak
6yz[eT BBITJISAAETH render target:

IIpumeuanue: render target MEHsIET LIBET, IOTOMY YTO IEPCOHAXX AaHUMUPOBAH. JTO
IPUBOAUT K MOCTOSSHHOMY U3MEHEHHIO MTO3UINI B MUpE.

Tpertwnii aTan 3akiaroyaeTcs B Co3aHuu chepuiaeckux Macok. [lomydus qocTym K
MO3UIUSM MEIlIa B MUPE, MBI MOXKEM COMILIUPOBATH UX HA C(HEpUUYECKYIO MACKY, a
3aTeM pUcoBaTh C(HEPUIECKYI0 MAaCKy HEMOCPEICTBEHHO Ha BTOpoM render target.

[Tocnegnuil 3Tan — NPUMEHEHUE MACKH K MaTepuaiy IepCoHa)Xa JJist
CMEIIMBAaHUS LBETOB, TEKCTYP WM MaTepualioB. BoT BU3yanu3auus TpEThEro u
YETBEPTOIO ATANOB:




Terneppb naBaliTe pacCMOTPUM IpeAIaracMblii MHOM METOL.

[Ipenmaraembiii METO
Xotb MeTo Paifana u paboTaert, Jj1s1 HEro Hy>KHO CJIeAYIoIIee:

o JIBe otpucoBku render target. [lepBas 3axBaTbIBaeT HEPA3BEPHYTHINA MeEI, a
BTOpasl HaKaIUIMBaeT CheprUueCKre MACKHU.

o OpnuH render target 1uist XxpaHeHUs! TO3ULUNA B MUpE

« Render target ny1s HakoruieHus cepuueckux Macok. s Kaxkaoro akropa, Ha
KOTOPOM HY>KHO pUCOBaTh, BaM MOTpeOyeTcst OTAeNbHBIN render target.

PaccmarpuBaeMblii B 3TOM TyTOpHaje METOJI OTKa3bIBAE€TCS OT BTOPOI OTPUCOBKHU
u render target Mo3UIMK B MUpE. ITO BO3MOKHO 0J1arojiapsi KOMOMHUPOBAHUIO
pa3BEPTKU U chpepuuecKrX MacoK B OJMH Matepuail (Matepuai pa3BEépTkn). [locne
Yero BBIMOJIHAETCS 3aXBaT Pa3BEPTKU C MOMONIBIO aJIMTUBHOTO KOMIIO3UTHOTO
pekuMa JJIsi HaKOIJICHUs! C(hepUYECKUX MaCOK.

Crtout 3aMeTuTh, 4YTO ONITUMAJIbHEE BCEro 00a MeTo/a paboTaroT, KOrjaa y Melia
HeT nepecekaromuxces UV, Ecin UV HaknaapIBarOTCS Ipyr HA APYra, TO MUKCEIIH
umerot obiree UV-pocTpaHCTBO, a 3HAYUT U OJUHAKOBYIO HH(OPMAIIUIO O
mackax. Hanpumep, 06e pyku nepconaxa MoryT O0b1Th UV -pa3BEpHYThI B OJHOM
npoctpaHcTBe. Eciii Ha OJTHY pyKy HakJIaJbIBaeTCs Macka, TO M Ha JPYryro OHa
TOXKE HAJOXKUTCS.

Tenepp, KOraa Mbl IIO3HAKOMUJIUCH C METOJIOM, JTaBalTe HAYHEM C CO3JAaHUS
MaTrepualia pa3BEPTKU.

Co3manue marepuana pa3BEPTKH

[epetinuTe B manky Materials u co3maiite HOBBII Matepuasl. HazoBuTe
ero M_Unwrap, a 3atem oTkpoiiTe.

N3MenuTe crienyromnue napameTpsl:

« Shading Model: Unlit. Biraronapst 3TomMy 3axBaT CIICHBI HE Oy/IET 3aXBaThHIBATh
UH(GOpPMAIIHIO 00 OCBEIICHHH.

« Two Sided: Enabled. MHnoraa pa3sépHyThie IPaHH MOT'YT CMOTPETh B IPYTyIO
CTOPOHY (3TO 3aBUCUT OT TOTO, KaKk OblIa BeinmojgHeHa UV-pa3BépTka Mela).
[Tapamerp Two Sided rapanTupyer, 4TO Mbl YBUAUM BCE NMEPEBEPHYTHIE
TpaHU.



o Usage\Used with Skeletal Mesh: Enabled. ITpu Briitouennu 3Toro mapamerpa
OyyT CKOMIMMJIMPOBAHBI U IEPBI, HEOOXOAUMBIE JJIS TOT0, YTOOBI MaTepUall
paboTall Ha CKENETHBIX Melllax.

4 Material

Material Domain
Blend Mode
Decal Blend Mode
Shading Model
Two Sided

Use Material Attributes

Subsurface Profile

4 Usage

Used with Skeletal Mesh )

Used with Editor Compositing .

Jlanee MbI pazBepHéM Mell. [ 5TOro co3aaiTe MoKa3aHHYI0 HUXKE CXEMY.
VYurute, 4To s yke coszgan napamerpsl CaptureSize m UnwraplLocation B
accere MPC_Global.

M_Unwrap

O Emissive Color

@ World Position Offset

TexCoordlo] ¥  [TSubtract(,0.5) ¥ (Muttipy ¥ (Append ¥ f “Subtract ¥
®—o A ®o——_ 91 o —@r 06— I} g
B

B @B
— / Absolute World Position ,
® O Pixel Depth Offset

'UnwrapLocation'

54 —
" Mask(RGB) ¥

® -0 ®o

Tak mbI BeIToTHUM UV-pa3BEpTKy Mellla B yKa3aHHOE MECTO U C YKa3aHHBIM
pa3sMepoM. YUTHTe, 4TO eciiv yHUuKanbHasg UV -pa3BépTka Bamero mema
HAXOJHTCS B OTIICJIPHOM KaHaje, To HeooxoauMo Oynmer uamenutsh Coordinate
Index Homa TextureCoordinate. Harmpumep, eciin yaukanbabie UV -KOOpIUHATHI



HaxojsTcs B kanane 1, ro Coordinate Index neo6xomumo npucBouTh 3HaueHue 1.

Crnenytouuii sTan — 3To co3aanue chepuueckoit macku. J{Jis 3Toro Ham
HE0OXOIMMBI JiBa IapaMeTpa: TouKa nepecedueHus u paauyc chepol. Coznaiite
BbI/ICJIEHHBIE HOJIBI:

 Absolute World Position (Excluding Material Offsets) I M_Unwrap
SphereMask V¥
® — oA ®
®B
THitLocation | Radius

Hardness o
@ Emissive Color

R S,
BrushRadius v

@ World Position Offset

Orta cxema OyAeT Bo3BpallaTh Oesblid IBET JJIsl MUKCeNel BHYTpU cheprudeckoi
MacKu U 4EPHBIN LBET IJIs MUKcenel 3a e€ npenenamu. He 6ecriokoiitecs o
3a/1aHUU 3HAYECHUS JJIsl TapaMeTPOB, IOTOMY YTO MbI 3aliIMEMCS ITUM B
OJIFOTTPUHTAX.

Baxxno 3amare misa voxa Absolute World Position 3aauenune Absolute World
Position (Excluding Material Shader Offsets). 3To He00X0AUMO, TOTOMY YTO
TIO3UIIUS TIMKCENIsl B MUPe OyIeT n3-3a pa3BopaunBaHus u3MeHsThesa. Excluding
Material Shader Offsets npenocTtaBnser Ham niepes] pa3BOpauYMBaHUEM HCXOTHYIO
TIO3UIIUIO B MHpE.

U 510 BCE, uTO HYKHO IJ1s1 MaTepuana pa3Béprku. Haxxmure Ha Apply u 3akpoiite
matepual. Jlaiee HaM HY>KHO IPUMEHUTh MaTEpHall K MEPCOHAXY, YTOOBI
Pa3BEpPHYTH €TO.

Pa3BopaumBanue nepcoHaxa

B sTOM TyTOpHAase pa3BopaunBaHUEM U 3aXBaTOM OYIET 3aHUMATHCS OJIFOIIPUHT
3axBata. [[yist Hayaa HaM TIOHAJO0UTCS TMHAMUYECKHIA SK3eMILTSAp MaTepralia
pa3séptku. [lepeitnure B manky Blueprints u otkporite BP_Capture. 3arem
nobasbTe K Event BeginPlay Beifenennbie HOBI. YOeauTeCh, 4YTO B

kauectBe Parent s3amano M_Unwrap.

€ Event BeginPlay 77 InttializeParameters 0 7.Create DynamichateriaI Instance
P — Pn outp — P

Parent  m1_Unv - Return Value Unwrap Material

O Optional Name [None |




Hanee Ham moTpeOyeTcst GyHKITUS sl BBIMIOTHEHUS Pa3BEPTKU U 3aXBata.
Cosnaiite HOBYIO (pyHKIIHIO 1O/ Ha3BaHueM PaintActor. 3atem co3naiite
CJIETYIOIINE BXOIBI:

o ActorToPaint: Tun gomkeH umeTh 3HaueHHe ACtOr. D10 akTop, sl KOTOPOTO
MbI Oy/JIeM BBITOJHSTH Pa3BEPTKY U 3aXBaT.

« HitLocation: tun Vector. Oto Oyner 1ieHTpaibHas Touka chepruueckoil MacKu.

o BrushRadius: Tun Float. Paguyc ceprueckoii Macku B €JUHHUIIAX U3MEPECHUS
MHpa.

4 Inputs +

il ActorTopaint_ J@actor -l A ]V R

> I T - PN X
> EITT T - NG X

XOTs 3TOT METOJI PUCOBAHUS MOKET paboTaTh C JIIOOBIM aKTOPOM, MbI OyJIeM
TOJIBKO TPOBEPATH, HACIIETYETCs JIM MoJy4aeMblii akTop oT kiacca Character. U
U1 YIPOILEHUS KO/Ia MbI Oy/1eM XpaHUTh KOMIIOHEHT CKEJIETHOT O Mellla B
IEPEMEHHOM, TOTOMY YTO HaM HECKOJIBKO pa3 MPUAETCS CChlIaThCs Ha Hero. J{is
3TOr0 MbI J00ABUM BbI/IEJICHHBIE HOJIBI:

8 Paint Character »+ Cast To Character

»-P » -»

Actor to Paint { Object Cast Failed > | Mesh Component

. . ~ |
Hit Location O» As Character { Target Mesh )

Brush Radius O»

Teneps HacTamo BpeMs 3aHATHCS Pa3BEPTKON M HATOKEHHEM C(HEpUISCKON MacKH.
Jyist 5T0TO 10OABUM B KOHEII IIETIOYKH HOJIOB BBIJICIICHHBIC HOJIBI:

" f Set Material

»
e
Original Material Mesh Component | Target

» Element Index [0 ]

' ( \
Target Return Value Unwrap Material ) Material

~ Element Index [ |

_—
»,'E" Sequence

| Theno B
Then1 | - — P | ]

Then2 > Unwrap Material } Target Unwrap Material ) Target

Add pin + Parameter Name Parameter Name
" [HitLocation " [BrushRadius

(/ — N ( } (fﬁ'—*—‘\
HitLocation @ H-@ ® ) Value | Brush Radius @ @ Value

J Set Vector Parameter Value ' Set Scalar Parameter Value

Bort uto ACIacCT KaxXaasa n3 CTPOK:

1. Bo-nepBbIX, Mbl COXpaHs€M UCXOJIHbIA MaTepuall Mella, YTOObl 3aHOBO
MIPUMEHUTH €T0 MO3KE. 3aT€M Mbl IPUMEHSIEM MaTepUal pa3BEPTKHU.



2. Dta cTpoKa nepenaér Marepraily pa3BEPTKU TOUKY MEPECEUCHUS U pauyc
KHCTHU JIsl IPUMEHEHUS CPEepUUECKO MACKU

YToObI IpOTECTUPOBATH PA3BEPTKY, HAM CHAyYaja HYKHO BBINOJHUTH TPACCUPOBKY
JVHUM OT UTPOKA, YTOOBI MOJTYYUTh TOUKY [IEPECEUCHHUS.

HonyquI/Ie TOYKHU IICPCCCUCHUA

Hasxxmute Compile u BepHuTECh B OCHOBHOM peakTop. 3aTeM
3akpoiite BP_Player. Otkpoiite ¢pynkuuio Shoot u 100aBbTe BbIICICHHBIC HOIBI.
Jliist aToro Tyropuaa 3amante s Brush Radius snauenwue 10.

" LineTraceByChannel
J e

J GetActorLocation

Haxxmute na Compile u 3akpoiire BP_Player. Haxxmure Play, a 3atem
METKHUTE JIe60U KIAsuuLell Mbluiy Ha TIEPCOHAXKE, YTOOBI BBITIOJHUTD Pa3BEPTKY U
PUMEHUTH CHEPUICCKYIO MACKY.

Ecnu BbI HE MOHMMAETE, TOYEMY MACKA POJOJIKAET ABUTATHCS, TO 3TO IOTOMY,
YTO YACTU JIBUTAIOTCSI OTHOCUTENBHO chepruueckoid Mmacku. OJIHAKO 3TO HE
npo0JieMa, MOTOMY UYTO MbI BBITIOJIHSIEM 3aXBaT Pa3BEPTKU TOJIBKO B MOMEHT
IIEPECEUCHHUS.

Ternepb, KOraa Mbl pa3BEPHYIIM MEILL, HAM HYKHO BBIIIOJIHUTBH 3aXBAT Pa3BEPTKHU.



3axBatT pa3BEPTKU

Jl1s1 Hayana Her10Xo ObLI0 ObI JOOABUTH HEOCBEIIEHHYIO YEPHYIO MIIOCKOCTh 32
pa3BEPHYTHIM MeIlIeM. DTO MO3BOJIUT U30exaTh IBOB Ha peOpe UV shells.
Otkporite BP_Capture, a 3atem 106aBsTe kKommoHeHT Plane mos

Ha3BanueMm BackgroundPlane. JIis sxoHOMUM BpeMEHH 5 yKe cOo3/1al YEPHBIit
marepuai. B kauectBe maTepuaina Beioepute M_Background.

4 Materials

?’F ufd M_Background

Element O

| € 05

A4

B aTOM TyTOpMaie Mbl UCTIONB3YEM JIJISI pa3BEPTKH M 3aXBaTa pa3sMmep
B 500%500 enuuuil, modTomMy (hOHOBAs MIIOCKOCTh JIOJKHA OBITh HE MEHBIIIE ATUX
pa3mepoB. 3amaiite s Scale snayenus (5.0, 5.0, 1.0).

4 Transform
Location = m m m
Rotation m m m
Scale ¥ 50 Jso Jio MO

Mobility @ Static 4% Statior Sl

[TockonbKy MO3HIHS IJIOCKOCTH | MTO3UIINS Pa3BEPTKH COBIAAIOT, TO HETIJIOXO
OyJIeT CMECTHTh TJIOCKOCTh BHH3, YTOOBI N30€kKaTh Z-KOHMIUKTOB. 1151 3TOTO
sagaaum s Location suagenns (0.0, 0.0, -1.0).

4 Transform

Mobility @ Static 4% Statior Sl

Jlaree HaM HY)KHO BBITTOJTHATH 3axBaT. BepHuTech k ¢pyHkiuu PaintActor u
7100aBbTE BBIJICIICHHBIC HOJIBI:



f SetMaterial

—_—
Original Material Mesh Component Target

f Get Material

©» Element Index [0 ]
T — T —— e
Mesh Component Target Return Value Unwrap Material Material

» Element Index [0]

(P ——
£- Sequence
» Then0

Then 1 [ — e » e D

f Set Vector Parameter Value f Set Scalar Parameter Value

e — —
Then 2 B Unwrap Material Target Unwrap Material Target

Add pin 4+
== Se

- - » - -
HitLocation @——-@  ® Value Brush Radius @——— @ Value

| f Capture Scene f ‘Set Material
i e — L »
——————— S ——
Scene Capture Target Mesh Component H Target

» Element Index [0

T
Original Material Material

Tak MBI BBITIOJTHUM 3aXBaT pa3BépHyT0r0 MceIa, ImocCjIic 4€ro CHOBA IMPUMCHUTCA
HCXO}IHBIﬁ MaTcpuall MCIIa.

B nonyuuBiieiics cxeme 3axBat CIICHBI IEPEMHUCHIBACT cojepkumoe render target.
UtoOb! chepruueckre Macku HaKaIrIMBAJIUCh, HAM HYXKHO CJeNaTh TakK, 4TOOBI
3aXBaT CUEHBI npubassal K IpeablayeMy coaepxkumomy. s sToro BeiOepute
kommoneHT SceneCapture u 3amaiire mis Scene Capture\Composite

Mode 3nauenue Additive.

4 Scene Capture

RT_Capture
€ 0>

Capture Source SceneColor (HDR) in RGB, Inv Opaci v
Composite Mode

LGV LGN Render Scene Primitives (Legacy) v

Texture Target

Capture Every Frame [} 2
Capture on Movemen [l] -
Always Persist Rendt [l
Max View Distance O 3K}
Capture Sort Priority -
g

Profiling Event Name

A
v

Haxxmute na Compile, a 3atem 3akpoiite OironpuHT. Tenepb HaM HYKHO
UCIIOJIb30BaTh render target B Matepuasie nepcoHaxa.



Hcnoabp30BaHue Macku

[eperinute k Characters\Mannequin\Materials u otkpoiite M_Mannequin. 3atem
n00aBbTe BBIJCIICHHBIC HOMBI. 3aaaiTe Mt Texture Sample snauenne RT_Capture.

AT A - ; -
0.89,0.414,0 A Lerp v M_Mannequin

® @ Base Color
@ Metallic
@ Specular
@ Roughness

O Emissive Color

O Normal

World Position Offset

| Texture Sample A
UVs ®
Tex

. e » Ambient Occlusion
View MipBlas O

O Pixel Depth Offset

Ota cxema OyaeT oToOpakaTh KpaCHBIM IIBET TaM, T¢ Macka Oelrast, U OpaHKEBbIH
TaM, rie Macka uépHas. OTHaKO MBI MOKEM CENaTh TaK, YTOOBI TEKCTYPHI HIIH
CJIOM MaTE€pHaIOB CMEIINBAIIHCh.

Haxxmurte nHa Apply u 3akpoiite marepuan. Haxxmure Play n ménkuaure zegotu
Kaasuwel Mululy Ha TIEPCOHaKe, YTOObl Ha4YaTh PUCOBAHHUE.



