Co3nanue uaTepakTusHou Tpasbl B Unreal Engine

Jlo HeaBHETO BPEMEHH TpaBa B UTPax 00BIYHO 0003HAYATACH TEKCTYPOil Ha
3emiie, a He PeHIEPHHIOM OTIeNIbHBIX cTeOeil. Ho ¢ yBeanueHneM MOITHOCTH
)eJie3a MosSBUIIACh BO3MOXHOCTh PEHIIEPUTH TPaBy. 3aMevaTe/IbHbIC TPUMEPHI
TaKOT0 PeHICPUHTa MOKHO YBUETh B UTpax Hamogooue Horizon Zero

Dawn u The Legend of Zelda: Breath of the Wild. B atux urpax urpox Moxet
OpOAMTH 10 TPABSHBIM JIyraMm, U, 4T0 O0jIee BaKHO, TpaBa peazupyem Ha IeHCTBUSA
UTPOKA.

K CHaCTbIO, CO31aTh TAKYIO CUCTCMY HC OYCHDb CJIOKHO. Ha camom JCJIC, CTAaTbhi
Hay4uT BaC UMCHHO 3TOMY! B sTom TYyTOpHAJIC Bbl HAYUHUTCCH CIICAYIOIICMY:

« Co3gaBaTh BEKTOPHOE TOJI€ C TIOMOIIIBIO 3aXBaTa CIIEHHI (Scene capture) u
CHUCTEMBbI YaCTHIL
o Crubatb TpaBy OT UTPOKA Ha OCHOBAHUH BEKTOPHOTO TIOJIS

[Ipuctynaem k padbote

Haunéwm c 3arpy3ku MatepuaoB JiJisi 3TOTO TyTopuaia (MX MOXKHO

ckavatb https://koenig-
media.raywenderlich.com/uploads/2018/07/InteractiveGrass.zip). Pacnakyiite ux,
nepeiiqute B InteractiveGrassStarter u orkpoiire InteractiveGrass.uproject. Ber
YBUAUTE HEOOIBIIOE TTOJIE TPaBbl, KOTOPOE OyAET TeMoii 3Toro TyTopuana. Taxxke
s cO37aJ1 BUIDKET AJis 0ToOpaxkeHust render target 3axBarta CIICHBI.



[Ipexie yem NpUCTyNnuTh, BaM CTOUT U3YyUYHUTh TYTOPHAJ IO CO3/IAaHUIO CJIEJIOB HA
CHETrY, IOTOMY 4TO 51 Oyy MpomycKaTh 4acTh uHpopmaiuu. CTOUT y4ecTh, 4TO B
ATOM TyTOpHaJe TOXe UCTIONb3yeTCs 3aXBaT U NMpoelrpoBanue. st 5koHOMuun
BpPEMEHHU 5 TOJAITOTOBUJI OJIFOTIPUHTA 3aXBaTa, MOX0XKUH Ha OJIONPUHT U3
TyTOpHaJIa o CJIe/laM Ha CHETY.

Jliist Hauasa paBaiiTe pacCCMOTPUM JIPYTOM croco0 co3/1aHus MHTEPAKTUBHOU
TpaBbl. Haubosnee pactpocTpan€HHBIN cr1oco0 3aKiIovyaeTcs B Iepenaye
KOOPJIMHAT UTPOKA MaTepUaTy TPaBbl U B UCIOIB30BAHUHU C(HEPUIECKOI MacCKu
JUTsL OTTUOAHMSI TPABhI B OMPEEIEHHOM PaJNyce OT UTPOKA.

XOTs 3TOT MOJIXO/]T BIIOJHE XOPOIII, OH TJI0X0 MaCIITaOUPyETCsi, KOT/1a MBI XOTUM
100aBUTH OOJIbIIIE BIUSIONIMX HAa TPaBy aKTOPOB. (7151 KaXkaoro nobaBisieMoro
aKTOpa K MaTepuany NpuaETcs J00aBIsATh ¢ OJUH MapaMeTp KOOpIUHAT U
chepuieckyro Macky. boiee MacmtabupyeMblil METO] 3aKJTIOYAETCS B
WICIIOJIB30BAHUU BEKMOPHO20 NOJIAL.

YTo Takoe BEKTOpHOE moJje?

BekTopHO€E noje — 3TO MPOCTO TEKCTYpPa, KaXKIbIi MUKCEIb KOTOPOH
COOTBETCTBYET HampaBiIeHHIO. Ecau BBl paHbliie paboTanu ¢ KapTaMH MOTOKOB, TO
onu aHanornyusl. Ho BMecto nepememenus UV Mbl OyieM ¢ TOMOMIBIO
konrakta World Position Offset mepemeniars Bepimabl. B oTinudne ot penieHus
co cpeprueckoil MaCKOM, /ISl TIOTYYSHUS HAIIPaBJICHUS CTHOAHUS MaTepragam
JOCTaTOYHO TOJIBKO 0O0UH pa3 COIMILTMPOBATH BEKTOPHOE IOJIE.



https://habr.com/post/416703/
https://habr.com/post/416703/
https://docs.unrealengine.com/en-us/Resources/ContentExamples/MaterialNodes/1_10

JlaBaiiTe y3HaeM, Kak MOXKHO COXPaHATh HAIIpAaBJICHUs B TEKCTYpy. IlocMoTpure
Ha JTY CETKY:

JlommycTum, KpacHasi TOuka — 3TO 00OBEKT, KOTOPBIA MbI XOTHUM NepeMecTuTh. Eciu
MBI TIEPEMECTUM €T0 B MPABbIN HIXKHUM YToJl, TO KaKkoil BeKTop OyaeT 0003Ha4YaTh
sto nepemenierne? Eciu Bbl otBeTriu (1, 1), TO BBl ipaBbi! Kak BbI BEpOSTHO
3HaeTe, MOKHO TAK)Ke MPEJACTABUTh BEKTOPHI B BUJIE IIBETOB, U TAKUM 00pa3omM
COXPaHUTh UX B TeKCTYypy. [laBaiite BctaBuM 3TOT BekTOp B color picker Unreal u
OCMOTPHUM, KaKOU IIBET OH BEPHET.

Color Picker

Drag & drop colors here to save n sRGB Preview

4 Advanced

Hex Linear B[]

&3¢l FFFF0000




Kak Bugure, Hanpasnenue (1, 1) Bo3Bparaer »ENTHI IBET. DTO 3HAYUT, YTO €CITH
MBI 3aXOTUM COTHYTb TPaBy [0 HAIIPABJICHUIO IIOJIOKUTEINBHBIX ocel XY, TO HaM
MIPUIETCS UCIIOJIB30BATH ATOT LBET TEKCTYPHIL. /[aBalTe Teneps MIOCMOTPUM Ha
1[BETa BCEX BEKTOPOB.

[TpaBbIit HUKHUN KBAAPAT BRITJISAUT JOBOJIBHO XOPOIIO, TOTOMY YTO UMEET
TPAJMEHTHI 10 00EUM OCSIM. DTO 3HAYUT, YTO MBI MOKEM XPaHHUTh B ’TOM
KBa/IPAaHTE B BUJIC IIBETA JIFOOOW BEKTOP, TOTOMY UTO KaXKIbIii BEKTOP UMEET
YHUKAJIBHBIN I[BET.

Ho ¢ apyrumu tpems KBaJpaHTaMH BO3HHKAET MpoodsiemMa. Y HAc €CTh IPAJUCHT
TOJIBKO TI0 OJTHOM OCH, MJIM HET TPaJeHTa BOOOIIE. ITO 3HAUUT, YTO HECKOIBKO

BEKTOPOB OYAyT UMETh OAWH IBeT. HampruMep, MBI HUKaK HE CMOXEM Pa3IIUNIUTh
BekTopsI (-1, 1) u (0, 1).

Ot TPH KBaJ[paHTa HC UMCIOT YHHUKAJIbHBIX IIBCTOB AJIS KAXXKJI0I'0 BCKTOpPA IIOTOMY,
4YTO MbI MOKEM IIPCACTABUTDh OBCTA TOJIBKO C ITIOMOIIBIO 3HauyeHui ot 0 a0 1.
OJHAKO B 3THUX TpéX KBaApaHTaXx MCIIOJIb3YIOTCA OTPHUIATCIIbHBIC 3HAYCHHA,
HaxoJAIIrueC s BHC 5TOIr0 HHTCPBaAJia.

Pemenue 3axmrodaercs B mepepacipeesieHud BEKTOPOB TAKUM 00pa3om, 4TOObI
BCE OHM MOMECTUIIUCH B MHTEpBaie oT 0 10 1. DTO MOKHO cenaTh, yMHOXKHUB
Bektop Ha 0.5 u mpubasus 0.5. Bot Bu3yanuzamus TOro, 4T0 MbI TIOTYyUUM:



Direction

Tenepb y Kaxa0ro BEKTOpa €CTh YHUKaIbHBIHN 1BeT. Kor/a HaM Hy»KHO
UCIIOJIb30BaTh €r0 JJIs BBIYMCICHUI, MBI TTPOCTO MepepacipeiesnisieM ero 00paTHo
B MHTEpBa OT -1 70 1. BOT HECKONBKO 1IBETOB, U COOTBETCTBYIOIINE UM
HaIPaBJICHUS TOCJE TepepacipeieNeHus:

« (0, 0): orpunaresnpabie X 1 Y

« (0.5, 0.5): Her ABMKEHUS

e (0, 1): orpunarenbHbiii X ¥ MOJOKHATEIbHBIA Y
e (1, 0): monoxuTenbHbIi X U OTPUIIATEAbHBIA Y

Tenepb naBaiite y3HaeM, Kak co3qaTh BekTopHoe mose B Unreal.

CO3I[aHI/IC BCKTOPHOI'O I10JIA

B oTiimume oT co3manus cieoB Ha CHETY, Mbl HE Oy/J1eM BBITIONHATH 3aXBaT (POPMBI
00BekToB. BMecTo aTOr0 MBI Oy/eM pucoBaTh Ha render target ¢ MTOMOIIBIO
«KUCTEI». DTO OYIYT MPOCTO N300PAKEHUSI BRLIOPAHHOTO BEKTOPHOTO OIS, S
Oyay Ha3bIBaTh UX KUCMAMU HANPABTIEHUU.

Bwmecto pucoBanus Ha render target ¢ MOMOIIBIO OJIFOMPUHTOB, MBI MOXKEM
UCIIOIB30BaTh Yacmuysl. YacTuiibl 0ynyT 0ToOpaXaTh KUCTh HAMPaBICHUN U
WCIYCKAThCs U3 Urpoka. JlJIst CO31aHust BEKTOPHOTO MOJISI HAM JI0CTATOYHO
MCIIOJIB30BaTh 3aXBaT CIEHBI (Scene capture) U BBIMOJIHATH 3aXBaT TOJIbKO YaCTHIL.
[Ipenmy1iecTBO 3TOr0 METOIa B TOM, YTO CO3/1aBaTh CJIeIbl OYEHb NpocTo. Kpome



TOTO, OH ITO3BOJISIET C JIETKOCTBIO YIPABJISITh TAKUMHU CBOMCTBAMH, KaK
JUTUTENIBHOCTh COXPAHEHMS CIEA0B U X pa3mep. Kpome Toro, 4acTuibl Co34ar0T
BPEMEHHO COXPAHSIOIINECS CIEbI, IOTOMY YTO OHU CYIIECTBYIOT IIOCIE yXOJa U3
00JacTH 3axBaTa M BO3BpaTa B HEE.

Huoxe npeacraBieHo HECKOIBKO MPUMEPOB KUCTEH HAMPABIEHUM, KOTOPHIE MbI
MOKEM HUCIIOJIb30BaTh, 4 TAK)XKE UX BIUSHUE HA TPaBy. 3aMEThTE, YTO B
MOKa3aHHOM HM>KE TPUMEPE YACTHUIIbI HEBUIUMBI.

Jlist Hauasa maBaiiTe co3aauM MaTepHuall, KOTOphIil OyaeT oToOpaxaTh KUCTh
HaINpaBJICHUM.

Co3manue matepuana Jjs HallpaBJICHUN
CymecTByeT JBa crioco0a co3/IaHus KUCTH HaIlpaBJICHUN:

1. Mamemamuueckuii: HaripaBieHus U (hopMa 3a7aI0TCS BHYTPHU MaTepUaa.
[IpeumyiecTBo ero B ToM, 4To OH He TpeOyeT ctoponnero 110 u ynoben mis
MPOCTHIX (hopm.

2. Ilpeobpaszosanue kapmsi Hopmaset: CO3JaHUE KapThl HOpMaJe HYKHBIX
HarpasieHuil 1 GopMel. J{s mpeoOpa3oBaHus KapThl B TIOXOISIIEE
BEKTOPHOE TT0JI€ HaM JIOCTATOYHO YJAIUTh CUHUH KaHal. [IpeumymiecTBo
ATOTO METOJ]a B TOM, YTO MOXXHO OYE€HB MPOCTO CO3/1aBaTh CIOKHBIC (DOPMBI.
Hwxe nipencraBineH npuMep KUCTH, KOTOPYIO CIIOKHO OyJIeT co3aaTh
MaTEeMaTHYECCKH.



™

Jj1st 3TOTO TyTOpHAasia MBI CO3/1a/IMM KUCTh MaTeMaTuuecku. [lepeiinure B
nanky Materials u otkpoiite M_Direction. 3ameTbTe, 4TO JJIsl 3TOrO MaTepuaa
BeIOpaHa Moenb 3ateHeHus (shading model) Unlit. Dto BaxkHo, moToMy 4To
MO3BOJISIET 3aXBaTy CLIEHbI 3aXBaThIBATh YACTUIIbI O€3 BIUSIOIIETO HA HUX
OCBEIIICHHUS.

UToObI HE YCIIOKHATH, MBI CO3/I/IMM MaTepuaj, KOTOPhIH 3aCTaBUT TPABY
OTOJIBUTaThCS OT IIEHTPA YaCTUIIBL. [[J1s1 TOTO CO3/1aIUM CIICTYIOIIYIO CXEMY:

TexCoordlol v : 3ubt[act('o_5) i f Normalize v
®-= A ® — @ Vectorinput O
B

Teneps HaM HYXKHO BBITIOJIHUTH Tiepepacupeaenerue. Jis atoro no6aBpre
BBIJICJICHHBIC HOJIBI M COSAMHUTE BCE CIICYIOMIUM 00pa3oM:

I — - - ~ = ————— (rr——
TexCoord[0] ¥ Subtract(,0.5) ¥ Normalize o M_Direction
® — A ® — @ Vectorinput @ —|
B

@ Emissive Color

O Opacity

O World Position Offset

O Refraction

Teneps gaBaiite npuauM KUCTU Kpyrinyto ¢hopmy. s sToro nodasum
BBIJICJICHHBIE HOJBI:



F i A S D s — (P R O (PPETEEREe—— o 'y 'y
TexCoord[0] ¥ Subtract(,05) ¥ Normalize v  “Multiply(05) ¥ Add(05) ¥ M_Direction
® — ® — @ Vectorinput @ — A ® — A [ 2
B B

RadialGradientExponential “Multiply ¥

UVs (V2) RadialGradientExponential @ @ Emssive Color

CenterPosition (V2) @ Opacity
Radius (S)
Density (S)

Invert Density (B) O World Position Offset

Particle Color

v

(0]

O» Refraction

RadialGradientExponential ynpaBnsieT pa3mMepoM U pe3KOCThI0 OKPYKHOCTH
Kpyra. YmHoxxenue ero Ha Particle Color no3Bosnsier ynpaBisath
HEMPO3PaYyHOCTHIO YACTHII U3 CUCTEMbI YacTHil. [1opoOHee s pacckaxy 00 3TOM B
CIICIYIOIIEM pa3/ele.

BOT, KaK BBITJIAAUT KUCTh:

Haxxmute Apply u 3akpoiite matepuai. Temnepp, KOra MbI CO31alIM MaTepHall,
HACTAJIO BPEMS PUCTYNUTh K CUCTEME YaCTUL] CIE0B.

Co3naHne CUCTEMBI YaCTHIL CJIEIOB

[epetinuTe B manky ParticleSystems u orkpoiire PS_GrassTrail. J{is sxkoHOMUH
BPEMCHH 5 )K€ CO3J1aJl BCE HEOOXOIUMBIC MOIYITH.



Flaeuirad

Spawn
Lifetime
Initial Size

Color Over Life

Lock Axis

Initial Rotation

Bot, kak kaxap1ii MOIYJIb BIIUSIET HA CIIE/Ibl HA TPABE:

o Spawn: yactoTa cO3/aHus BIMSET Ha TUIABHOCTH clie0B. Eciu ciie/nl
BBITJISIIAT MTPEPHIBUCTHIMH, TO CTOMT YBEJIMYUTh YaCTOTY CO3/1aHusA. B aToM
TYTOpHaje Mbl OCTABUM 3Ha4YeHHE MO0 yMoadaHuio (20).

« Lifetime: Bpemst cyiiecTBoBaHus Ciie/ia 10 BO3BPAIICHUS TPABbI K HCXOJIHOMY
COCTOSIHHIO

« Initial Size: pasmep ciena

« Color Over Life: mockosbky Mbl UcTiONb3yeM B Matepuaie Particle Color,
3/1€Ch MOYKHO YIPAaBJIATh HEMPO3PAUYHOCThIO. TakiKe MOKHO U3MEHSTH abda-
KPHUBYIO JIJIS YIIPABJICHUs ITpomaganueM ciena. Hanpumep, MoKHO BbIOpaTh
JUHEHHOoe Tpomna aHue, easing in u/unu easing out. B aTom TyTopuane Mbl
OCTaBUM HACTPOMKY IO YMOJYaHUIO, TO €CTh JTUHEHHOE TIpOTIaIaHue.

o Lock Axis: ucrnonb3yercst ijisl TOT0, YTOOBI YaCTUIIBI OBLIA HATPABJICHBI B
CTOPOHY 3aXBaTa CIICHBI

« Initial Rotation: ucmosb3yeTcs Ayt TOro, 4ToObl YaCTHIIBI OBLIH
OPUEHTHPOBAHBI TI0 MTPABWIBHBIM OCSIM (TIOJpOOHEE 00 3TOM HIXKE)

Cuauajia HaM HY>KHO 3aJaTh MaTepuall. Beibepure moayns Required u 3amaiite
st Material smauenue M_Direction. Taxoke 3amaiire ais Sort
Mode 3nauenne PSORTMODE Age Newest First.



4 Emitter

M_Direction

€ 0

Screen Alignment PSA Square ¥

Material

Min Facing Camera Blend Distance

Max Facing Camera Blend Distance

Use Local Space

Kill on Deactivate

Kill on Completed

Sort Mode PSORTMODE Age Newest First v [l
Use Legacy Emitter Time

Remove HMD Roll

Orbit Module Affects Velocity Alignment .

10T PEXKUM COPTUPOBKHU IO3BOJIACT PCHACPUTH HOBBIC YaCTHIbI ITIOBCPX CTAPBIX.
Ecnm sToro e CIACJIaTb, TO HA TPpaBYy 6y}]yT BJIMATH HC HOBBIC, 4 CTAPBIC YaCTUIIBI.

Jlanee uaéTt JIMTEIBHOCTD CYIECTBOBaHUS ciena. Beibepure momyib Lifetime u
3amaiite Constant sHauenue 5. binarogapst aTtomy cien Oynet npomnajgath B TeUCHUE
ISATH CEKYH]I.

4 Lifetime

4 |ifetime 9

4 Distribution . Distribution Float Constant bd D

Can be Baked

Teneps nepeiiném k pasmepy cieaa. Beioepure moayins Initial Size u 3anaiite
s Constant smauenue (150, 150, 0). biraromapst aTomy Kaxaas yactuia Oyaer
MOKpBIBaTh 00acTh 150%150.

4 Sjze

4 Start Size o

4 Distribution . Distribution Vector Constant bd O

D Constant (X 1500 o ]v 1500 v |z 00

Can be Baked

Teneps HaM HYX HO ceNaTh TaK, YTOObI CMOTPEJIM B HAIIPABJICHUU 3aXBaTa CLECHBI.
[TockonbKy 3aXBaT CUEHBI BBIMIOJIHATCS U3 BUA CBEPXY, TO YACTHUIbI JOJIKHBI



CMOTPETh B HaIlPaBJIEHUH MOJOXKUTEIbHOU ocH Z. Jljist 3T0r0 BhlOEpuTe
moysib Lock Axis u 3amarite s Lock Axis Flags smauenue Z.

4 Orientation

Lock Axis Flags

Haxonen, HaM HY>KHO 3a1aTh HOBOPOT yacTull. Ha TeKymui MOMEHT LIBETA KUCTH
HE BBIPOBHEHBI C HAIIPaBJIEHUEM, KOTOPOE OHU MPECTABIAIOT. Tak MOTydnsIoch
MIOTOMY, YTO 110 YMOJYAHUIO CUCTEMA YaCTHII IPUMEHSIETCS ¢ TOBOPOTOM B 90
rpajaycoB. UToObI HcIipaBUTh 3TO, BeIOEpHUTE MOy b Initial Rotation u 3anaiite
st Constant 3nauenue -0.25. 31o noBepHET yacTulbl Ha 90 rpagycoB MPOTUB
4aCOBOU CTPEJIKU.

4 Rotation

4 Start Rotation ]

4 Distribution . Distribution Float Constant hd 2

Can be Baked

U s1o BCé, 4TO HaM HYXHO IJII CUCTCMBbI 4aCTUII, IIO3TOMY ,HaBaﬁTC 3aKpPOCM e€.

Jlanee HaM HY>KHO MPUKPEMUTH CUCTEMY YACTHUIL K TOMY, YTO JIOJDKHO CO3/1aBaTh
cienbl. B Hamem citydae Hy>KHO MIPUKPENUTD €€ K MePCOHAXY UTPOKA.

HpI/Ierl'IJIeHI/Ie CHCTCMBbI HaCTHUI]

[epetinute B Characters\Mannequin u otkpoiire BP_Mannequin. /laiee co3naiite
komroHeHT Partice System u Hazosute ero GrassParticles.

-=. Components

4+ Add Component ~ =T jo)
P BP_Mannequin(self)
4 § CapsuleComponent (Inherited)
" ArrowComponent (Inherited)

¥ Mesh (Inherited)
4 o CameraBoom

®y FollowCamera

@ § CharacterMovement (Inherited)

Jlanee HaM HYHO 3aJaTh cuctemy yactuil. [lepeitnure B nanens Details u
3amaiite s Particles\Template snauenne PS_GrassTrail.



4 Particles

S_GrassTrail

O =2

Instance Parameters 0 Array elements + @

e Inactive

v

Bbu1o Ob1 cTpaHHO, eciii ObI UTPOK MOT BUJIETH CJIE/ B UTPE, TOITOMY CTOMT
CKpbITH ero. J{ist atoro Bkimtounm Rendering\Owner No See.

4 Rendering
Visible

Hidden in

Visible in Reflection Captu
iender in Main Pass

2r in Mono

[TockonbKy cucTeMa YyacTull MPUKPEIUIEHA K UTPOKY (OWNer), TO UTPOK HE YBUAUT
e€, HO oHa Oy/IeT BUIMMAa BCEMY OCTAIbHOMY.

Haxxmute Compile, a 3atem nHaxkmute Play. 3amMeTrsTe, 4TO YacTHIIBI HE
MOSIBJISIIOTCSA JIJIsl KaMephbl UTPOKa, HO 0ToOpakaroTcs Ha render target.




IToxa 3axBat cLEHBI HACTPOEH Ha 3aXBaT ce2o. OUEBUIHO, YTO 3TO HAM HE
NOJIXOJUT, TOTOMY UTO Ha TPaBy BIUAIOT TOJIBKO YacTULbL. B cienyromem pasaene
MBI Y3Ha€M, KaK BBIIIOJHATH 3aXBaT TOJIBKO YaCTHULI.

3axBaT YacTHUI]

Ecnu Mb1 OyieM 3axXBaThIBATh YaCTHIIBI CeiYac, TO OYJET BHIMOIHATHCS HEHYKHOE
HaM cruOaHue B 00acTaXx 0e3 yacTuil. Tak MPOUCXOAUT IIOTOMY, YTO (POHOBBIM
nBeToM render target siBisieTcst Y€pHbIA. CrubaHue IPOUCXOIUT TTOTOMY, YTO
4EpHBIN 0003HAYACT IBM)KCHHE 110 HAIIPABJICHHUIO K OTPUIIATECIBHBIM O0csiM XY
(mocne nepepacnpeaeneHus). YToObl mycThie 00JIaCTH HE COJIEPIKATU JBUKEHUS,
HaM HY)KHO c/IeJlaTh TakK, 4To0bl (hoHOBBIM I1BeTOM render target 6n11 (0.5, 0.5, 0).
[Tporie Bcero 3To crenaTh, CO3/1aB OTPOMHYIO TJIOCKOCTh U MPUKPEITUB €ro K
UTPOKY.

Cuauaina co3maaauM marepuan s Gora. Bepuurech B Content Browser u
otkpoiire Materials\M_Background. 3arem coenunute korcranty (0.5, 0.5,
0) ¢ Emissive Color.

~M_Background

" 0.5,0.5,0 A

o — @ Emissive Color

O World Position Offset

Ilpumeuanue: ¥ak v B Clly4ae ¢ MaTepUaIOM YaCTHIL, JIFOOOH MaTepuall, KOTOPHIi
MBI OyJIeM 3aXBaThIBATh, JIOJDKEH IMETh MOJIeITh 3aTeHeHusT Unlit.

Haxxmute Apply u 3akpoiite matepuan. Bepautech k BP_Mannequin, a 3atem
co3maiite HOBBIM KommoHeHT Plane. HazoBure ero Background.



-=. Components

4+ Add Component ~ S
P BP_Mannequin(self)

4 § CapsuleComponent (Inherited)
R, ArrowComponent (Inherited)
¥ Mesh (Inherited)
4 o CameraBoom
%y FollowCamera
ssTrail

[anee 3anaiiTe ciienyronuye CBOMCTBA:

jo)

« Location: (0, 0, -5000). M1 pa3Meliiaem MmIOCKOCTh TaK HU3KO, YTOOBI OHA HE

MEPCKPhIBAJIa HUKAKHUC HYaCTUIIbI.

« Scale: (100, 100, 1). Tak MBI OTMacIITAOUPYEM JI0 pa3Mepa, TOCTATOYHOTO

JUTSI TIOKPBITHS BCEH 00J1acTH 3aXBarta.
« Material: M_Background

4 Transform

« S Y S 2 )
Scole = O VI Z N ' >

Mobility @ Static 1% Station v

4 Materials

M_Background
Element O & D

Kak u B cimydae ¢ yactuniamu, Ob1710 ObI CTPAHHO, €CIIA OBl UTPOK BUJIEI MO COO0M
OTPOMHYIO KEITYIO MIIOCKOCTh. UT0OBI CKpBITH €€, BKitounte Rendering\Owner

No See.



4 Rendering

Visible
i

Hidden in Game

» TextureStreaming
> LOD
> Override Materials 1 Array elements + @ ©
4 | |
Disallow Mesh Paint P [}
Visible in Reflection C
Render in Main Pass
Render in Mono D
Receives D s
Owner No See s|

Teneps, Koraa Mbl HACTPOUJIH (POH, HACTAIO BPEMS JIJIs 3aXBaTa YacTHIl. MBI
MOJKEM CJIeJiaTh 3T0, 100aBUB CUCTeMY YacTull K criucky show-only list 3axBata
CIICHBI. DTO CITUCOK KOMITOHEHTOB, KOTOPBIE OYy/ICT 3aXBaThIBATh 3aXBAT CIICHBI.

Hcnons3zoBanue Show-Only List

[Ipexae yem MbI OJYyIHM BO3MOXKHOCTh J100aBIsATh B show-only list, Ham
HEOOXOMM CITOCO0 MOTYYCHHS BCEX BIHSIONIMX Ha TpaBy akTopoB. OOuH u3
CII0CO00B UX MOJIYYEHHUsT — UCIOIB30BaAHUE M3208. TATH — ATO MPOCTHIE CTPOKH,
KOTOPBIE MOYKHO MPUCBAMBATh AKTOPaM M KOMITOHEHTaM. 3aTeM MOKHO
ucnoias3oBath HoA Get All Actors With Tag auis monydeHusI BCEX aKTOPOB C
COOTBETCTBYIOIITUM TITOM.

[TockoabKy aKTOp MrpoKa JOJKCH BIUATH HA TPaBY, €My HYKeH Tar. Jliis
noOaBieHus Tara HakMuTe Ha kHomky Class Defaults. 3atem co3naiite
B Actor\Tags noBbIii ToT 1 HazoBHTe ero GrassAffector.

4 Actor
Can be Damaged

Generate Overlap E [}
Initial Life Span _
SHEIVHRSLITEGLESEN Try To Adjust Location, Don't Spiw

Find Camera Compt

Ilgnores Origin Shift -

Canbe in Cluster [

4 Tags 1 Array elements + @ =

0 GrassAffector [ gisl




[Mockonbky B crimcok show-only list MoXHO TiepeaBaTh TOIBKO KOMNOHEHMbL,
HaM HY»XHO 0OABHUTh TATU U K BIMSIONIMM Ha TPaBy KOMIIOHEHTaM. Bribepurte
kommoHeHT GrassParticles u no6aBbTe HOBBIH TAT, PACIIONOKCHHBIH B

paszzeine Tags. Hazosute ero toxke GrassAffector (neobsizamenvro ucnonbp30BaTh
UMEHHO 3TOT 13T). [loBTOpUTE TO %K€ camoe At KomroHeHTa Background.

4 Tags

4 Component Tags 1 Array elements + @ >

0 GrassAffector A Sack)

Tenepsr HaM HY)KHO J100aBUTH BIIUSIONIME HA TPaBy KOMIIOHEHTHI B show-only list
3axBaTta cienbl. Haxxmure Compile u 3akpoiire BP_Mannequin. 3atem

otkpoiire Blueprints\BP_Capture. Ilepeiiaure k Event BeginPlay u no6asbte
BBIJICJICHHBIC HOJBI. Y 0eIUTECh TAKIKE, UTO MOACOCANHEHBI 0003HAUYCHHBIC
KOHTAKTBhI.

& Set Capture Size "f Show Only Component
& Event BeginPlay | “f Get All Actors with Tag ©) ForkachLoop ) ForEachLoop
»P—» »P—» »
arget [seif ag|[ GrassAffector Out Actors { rray rray | arget
onen

"J Get Components by Tag

Dta cxemy OymeT 00XOIUTh B IUKJIE Bcex akTopoB ¢ Tarom GrassAffector. TTocie
4yero oHa OyIeT IPOBEPSTH, ECTh JIH Y aKTOPa KOMIIOHEHTHI C TAKHM TATOM, U
n06assaTh ux B sShow-only list.

Jlanee HaM HYKHO CKa3aTh 3aXBaTy CIICHBI, YTOOBI OH HMCITOJIB30BaJ TOJIBKO show-
only list. Beroepute kxommonent SceneCapture u nepeiiaure B pazaen SCene
Capture. 3agaiite s Primitive Render Mode 3nauenue Use ShowOnly List.

4 Scene Capture

Ri_Capture
€ 0

Texture Target

Capture Source SceneColor (HDR) in RGB, Inv Opacity in Aw

Composite Mode

Primitive Render Mode Use ShowOnly List v [l

Haxxmute Compile u 3akporite omonpunt. Eciin Haxkats Ha Play, To BbI yBHIUTE,
gro render target Termepp BBIMOIHSICT 3aXBaT TOJIBKO YACTHI] M IJIOCKOCTH (POHA.



B cnenyromem pazzaene mel 1o6epémcs 10 Toro, yero oxxkuaanu. Hacramo Bpems
HAy4HUTh TPaBy cTUOATHCsI !

CrubaeM TpaBy

CHauana HaM HYXHO cripoerupoBarth render target Ha TpaBy. [lepeiinure B
nanky Materials u orkporite M_Grass. 3arem co3naiiTe moka3aHHbIC HUXKE HOIBI.
3anaiite B kauectBe TekcTypsl RT_Capture.

MF_GetProjeciianUVs Texture Sample
U l'!" .) e 1 U “4" S
Tex

[TockonbKy MBI iepepacnpenenuian usera B uatepsai ot 0 go 1, To nepen
WCITOJIb30BAaHUEM WX HYKHO TIepepacipeneuTs o0paTHO B MHTEpBal ot -1 10 1.
Jiist 5T0TO 10OABUM BBIJICIICHHBIC HOJIBI:



ot st o (T (T f_-—
Texture Sample A Mask (RG) ¥ Multiply(,2) ¥ Subtract(,1) ¥

UVs 1 ® - A
Tex B

Tenepp, Koraa y HaC €CTh HANPABJICHUE CTUOAHUS, HAM HY)KEH KaKOW-TO CITOCo0
MOBEPHYTH TPABY B 3TOM HampariieHHH. K cdacThro, Il TOrO CYIIECTBYET HOJ
nos HasBanueM Rotate AboutAxis. [laBaiite co3gagum ero.

" RotateAboutAxis v
O NormalizedRotationAxis O»
O RotationAngle
O PivotPoint

O Position

JlaBaiite Hauném ¢ konrakta NormalizedRotationAxis. Kak moHsTHO U3 Ha3BaHMS,
3TO OCh, BOKPYT' KOTOPOIi OYI€T OBOPAaYMBATHCS BEPIIHHA. J[JIs1 BEIYKMCIIEHHS HAM
BCETO JIMIIb HY»KHO BEKTOPHOE MpoM3BeieHne HampasiaeHus crubanus Ha (0, 0, -
1). Jlist 5TOro HaM HY’KHO 100aBUTH BBIJIEICHHBIE HOIbI:

Subtract(,1) ¥ ! Cross ¥
A @
@B

RotateAboutAxis v

@ NormalizedRotationAxis O»
O RotationAngle
O PivotPoint

O Position

Taxoke HaM HY)KHO yKka3zath RotationAngle, To ects BeMunHYy MOBOPOTA BEPIIIHHEI
OTHOCUTEJIBHO TOUKH BpaiieHusd. [1o ymoruanuro 3HaueHne N0KHO HAXOAUTHCS B
unrepsaie ot 0 1o 1, rae 0 — 3to 0 rpagycos, a | — 310 360 rpanycos. /s
MIOJIyYEHUS yIJia TOBOPOTA MBI MOKEM MCIIOJIb30BATH JJIMHY HAIIPABJIECHUS
crubaHus, yMHOKEHHYIO Ha MaKCUMaJIbHbII TOBOPOT.


https://www.mathsisfun.com/algebra/vectors-cross-product.html

Subtract(,1) ¥ Cross ¥

A o — eor ®
B 001V |

®

RotateAboutAxis i
VectorLength
i @ NormalizedRotationAxis O»
@ Vector 2 V2 Length @
@ RotationAngle
O Vector 3 V3 Length O»
O PivotPoint

O Position

YMHOKEHHE Ha MaKCUMaJIbHBIN MOBOPOT B 0.2 OyAeT 03HAYaTh, YTO
MaKCUMaJIbHBIN yTOJI TOBOPOTA PaBeH /2 rpaaycam.

Beruuciienue PivotPoint — uyTe Gosee ciioxkHas 3aja4a, MOTOMY YTO OJIMH MEII
TPaBbl COAEPIKUT HECKOIBKO CTEOICH. DTO 3HAYMT, YTO MBI HE MOXKEM
HCII0JIK30BaTh 4TO-TO Bpoae Hoaa Object Position, moromy 4uto on OyaeT
BO3BpAIaTh OJHY TOUKY JUISI BCEX CTEOJICH TPaBBI.

B upneane cienyer ucnosib30BaTh CTOPOHHUMN 3D-peakTop AJisl COXpAaHEHUS TOUEK
BpanieHus BHyTpu UV-kananos. Ho 175 3Toro Tyropuana Msl IpocToO
anIpOKCUMHUPYEM TOUYKY BpaIllEHUsI. ITO MOKHO CII€JaTh, IEPEABUHYBILKCH C
BEPUINHBI 8HU3 HA ONPEEIEHHOE CMEILICHHE.

Offset

A

Actual Pivot Approximation

J{nst aTOr0 100aBUM BBIJICIICHHBIC Y3IIbI:



f Subtract(,1) ¥ v "Cross ¥ " Normalize v
A ® —_— ® A @& — @ Vectorinput @
B

— _ _ __ " RotateAboutAxis W
VectorLength Multiply ¥

Vector 2 (V2) V2 Length @ —m——— ¥ —— A

@ NormalizedRotationAxis @

o | | .
@ RotationAngle
Vector 3 (V3) V3 Length O e B

' MaxRotation v @ PivotPoint
Aol @ Position
®

" Absolute World Position

“Subtract ¥
- TransformVector - ————————
' 001 V¥V | L I t l Multiply ¥ l | I

® He ® - A ® —

! PivotOffset I f

B

B stom TyTOpHane tpaBa BhicOTOM mpuMepHOo 80 €QMHHIIL, II03TOMY S 331310
st PivotOffset ato 3naueHue.

Jlanee HaM HY»XHO BBITIOJIHUTH JBE Macku. [lepBas macka rapaHTUpyeT, YTO
KOpeHb cTe0J1s He OyAeT nBuratbesa. Bropas macka rapaHTHpYeET, 4TO Ha TpaBy 3a
npenenaMu 00JIaCcTH 3axBaTa HE OYJET IeMCTBOBATH BEKTOPHOE TOJIE.

MackupoBanue

JI71s1 aTOrO TyTOpHAaia s 3a/1aJl IBETa BEPIINH TPaBbl TAKUM 00pPa30M, YTO HHKHUE
BEPIIMHBI UMEIOT YEPHBIN I[BET, a BEPXHUE — OEIIBIi.




JIist MacKMpOBaHUsI KOPHEH MBI POCTO YMHOXKUM pe3ynbraTr RotateAboutAxis na
nox Vertex Color.

“ RotateAboutAxis v f Multiply ¥

@ NormalizedRotationAxis ® ————— A ®
@ RotationAngle B
@ PivotPoint

e Vertex Color
@ Position it

O

JIJist MacKMpoOBaHUs TPABHI 3a MpejiesiaMU 00JIaCTH 3aXBaTa Mbl YMHOXKUM
IPEABITYIINI pe3ybTaT Ha BBIAEIECHHBIN HOA:



e

MF_MaskUV0-1

70.0174,0.167,0.005 ¥
[ 3

0.056,0.338,0.0783 ¥
[ 3

Vertex Color v

o

TransformVector

‘ —_—
001 V¥ Local Spac Vertexinterpolator V'

o-© ® -0\ PS@® -

| @ UV (V2) Result @ }

MF_GetProjectionUVs

W @ <—— & uvs

Texture Sample A

“Mask(RG) ¥

o —© [

Multiply(,2) ¥

A
B

f Subtract(,1) v
A ®
B

001 Y

[ 3

VectorLength
Vector 2 (V2) V2 Length @
Vector 3 (V3) V3 Length O

Fom——
MaxRotation , /

Cross ¥
oL @
{ 3]

RotateAboutAxis

Mattiply ¥

“Muttiply ¥

“Multiply ¥ A ®
A o — U8B

®
A )
Lag————-— | @ RotationAngle

B
@ PivotPoint

@ Position
®

“Absolute World Position b

Subtract ¥

o —

EET——
PivotOffset o

o

Multiply ¥

A @
A @ —®8

B

B
“Vertex Color ;

(o]

Haxxmute Apply u 3akpoiite matepuan. Haxmure Play u moberaiite o Tpase, 4ToObI OCTaBUTH HA HEH CJie IbI!

M_Grass

@ Base Color
@ Metallic
@ Specular
O Roughness

O Emissive Color

@ Normal

@ World Position Offset

O Ambient Occlusion

O Pixel Depth Offset




