Co3nanue cienos Ha cHery B Unreal Engine 4

Eciu BbI urpaete B coBpeMeHHbIe AAA-UTPBI, TO MOTJIA 3aMETUTh TEHICHIUIO
HCITOJIb30BaHUI MMOKPBITEIX CHeroM Jsiananadros. Hampumep, onu ects B HOrizon
Zero Dawn, Rise of the Tomb Raider u God of War. Bo Bcex 3Tux urpax y cHera
€CTh BKHAs 0COOCHHOCTh: Ha HEM MOYKHO OCTAaBJIATH CJIC/IbI!

brarogapst TakoMy B3auMOAEHCTBHIO C OKPY>KEHUEM YCUIIMBAETCS MOTPYKEHUE
urpoka B urpy. OHo JienaeT okpykeHue 0osee peaJTucTUUHbIM, U OyeM 4eCTHBIMU
— 3TO MPOCTO UHTEPECHO. 3aYEM TPATUTh JOJITUE YAChl HA CO3/IaHUE
JTFOOOTIBITHRIX MEXaHUK, €CIIM MOKHO MPOCTO MO3BOJIUTh UTPOKY yIACTh HA 3EMITIO
U JeNaTh CHEKHBIX aHT€JI0B?

B 3TOM TyTOpHAaNe BBl HAYUYHUTECH CIACAYIOLIEMY:

o Co3znmaBath Clie/Ibl C TTIOMOIIIBIO 3aXBaTa CIIEHBI I MACKHPOBKU O0OBEKTOB,
OJIM3KHX K 3eMJIC

o Hcnonp3oBaTh MacKy ¢ MaTepuaioM JaHamadTa, 9ToObl CO3/1aBaTh
nehopMHUpPYEMBbIl CHET

o Jlyig onTHMH3AIMHA OTOOPaXKaTh CIIEAbl Ha CHETY TOJILKO PSIIOM C HTPOKOM

[Ipuctrymnaem k padote

Ckauaiite Mmatepuansl (https://koenig-
media.raywenderlich.com/uploads/2018/06/SnowDeformation.zip) ayis sToro
tyropuaia. Pacmakyiite ux, nepeiiaure B SnowDeformationStarter u



otkpoiite ShowDeformation.uproject. B atom TyTopuane Mol OyieM co31aBaTh
CIIEIBI C TIOMOIIIBIO MTEPCOHAXKA M HECKOJIBKUX SAIIMKOB.

[Ipexxie yem Mbl HAYHEM, BaM HY>KHO 3HATh, YTO CIIOCO0 U3 3TOTO TyTOpHalia
OyJeT COXpaHSTh CJEbl TOJIBKO B 3a/IaHHOM 00JIaCTH, a HE BO BCEM MHpPE, IOTOMY
YTO CKOPOCTh 3aBHCHUT OT Pa3peIICHHS LIEIEBOI0 pEeHIepa.

HaanMep, CCJIX MBI XOTHUM XPAHUTH CJICAbI IJIA OOJIBIIION O6J'IaCTI/I, TO l'IpI/II[éTCSI
YBCIMYNBATH PA3pPCIICHUC. Ho s10 Takxe YBCINYNBACT BIINAHNUC 3aXBaTa CIICHBI HA
CKOPOCTBb UI'PBI U 00BEM TTaMATH 101 HCHCBOﬁ PEHIACD. I[J'IH OIITUMH3allH
HCO6XOI[I/IMO OT'PaHUYINTDH 0071acTh ﬂCﬁCTBHﬂ " pa3pCIICHUC.

Pazo0paBmmck ¢ 3TUM, TaBaliTe y3HAeM, UTO HYKHO IS pealli3alii CJICIOB Ha
CHETY.

Peanu3zanus ciienos Ha CHEry

[lepBoe, 4TO HYXHO AJIs CO3J]aHUSI CIIE0B — 3TO Yyenesol pendep. LleneBoii
penaep (render target) OyaeT Mackoil B Tpajaiusix ceporo, B KOTOPO# OeIblil IIBET
0003HaYaeT HAJIMYKE cJes1a, a YEPHBIA — ero OTCYTCTBUE. 3aT€M Mbl MOXKEM
CIPOELUPOBATh LIEJIEBOM PEHJIEP HA 3€MJTIO M HCIOJIb30BATh €0 JUIsl CMEIIMBAaHUS
TEKCTYp ¥ CMEIEHUS BEPIINH.



Base

Bropoe, uTo HaM noTpedyeTcst — 3TO croco0 MACKUPOBAHUS TOIBKO BIUSIOLIUX
Ha CHET 00BEKTOB. DTO MOKHO peann30BaTh, CHavajna peHaepss 0obekTsl B Custom
Depth. 3aTemM MOKHO UCTIONB30BATh 3aX6aM CYEHbl (Scene capture) ¢ MAmepuaiom
nocmobpabomku (post process material) 1jist MACKHPOBKHU BCEX OOBEKTOB,
orpenaepennbix B Custom Depth. [ToroM M0OXHO BBIBECTH MacKy B LI€JI€BOM

penzep.

Ilpumeuanue: 3axXBat CIEHHI (scene capture) — 3TO, MO CyTH, KaMepa C
BO3MO’KHOCTBIO BBIBOJIA LIETIEBOTO PEHIEPA.

Camas BaxHasi 4acCThb 3aXBaTa CIEHbI — 3TO Mecmo ero pacnoiioxenus. Huxe
NOKa3aH MpUMep LEIEBOT0 PEHAEPa, 3aXBAUCHHOI0 U3 guda ceepxy. 31ech
MAaCKHUPYIOTCS IIEPCOHAXK OT TPETHETO JIMLA U SIIUKH.




Ha nepBrlii B3IUIs1 3aXBaT ¢ BUJIOM CBEPXY HaM MOAXOAUT. DOPMBI BBITISAIAT
COOTBETCTBYIOLIUM MeEIIaM, TO3TOMY Npo0JieM ObITh HE TOJKHO, pasia’?

He coBcem. IIpoGema 3axBaTa U3 BUJa CBEPXY 3aKIIFOYAETCS B TOM, YTO OH HE
3aXBaTbIBACT HAYETO 110 CAMOU IIMPOKOM TOYKOU. BoT nmpumep:

= Object

e GOUNG

- Camera Plane
Line of Sight

NPEJICTABbTE, YTO KENTHIE CTPEIKH MPOXOIAT BECh MyTh 10 3eMiin. B cinyuae kyba
U KOHYyca OCTpUE CTPENIKU Bceraa OyeT ocTaBaThCsl BHYTpH 00bekTa. OgHaKo B
ciydae cepbl ocTpué mpu NPUOIMIKEHUN K 3eMJie BRIXOAUT u3 He€. Ho 1o
MHEHUIO KaMepbl OCTPUE BCET/Ia HAXOAUTCs BHYTpH chephl. BoT kak Oynet
BBITJISIZIETH cepa ISl KaMephl:

ITosTomy macka chepsl Oyaet 0omblie, YeM J0JDKHA, JaKe €Clru 0071acTh KOHTAaKTa



C 3eMJIEN Malia.

Kpowme Toro, 3ta mpoGiema JTOMOIHIETCS TEM, YTO HaM CIIOKHO OTIPEJIEITHTh,
KacaeTcs Jih 00BEKT 3EMIIH.

Actual scene

]

CHpaBI/ITBCH c 00erMH dTUMH HpO6JI€MaMI/I MOJKXHO C IIOMOIIBIO 3aXBaTa CHU3)Y .

3axBaT CHU3Y

3axBaT CHU3Y BBITJISIUT CICAYIOIIMM 00pa3oMm:

— Object '
s (GTOUNG
= (Camera Plane

Line of Sight

Kak Bugure, kamepa Tenepb 3aXBaThIBAET HUKHIOKO CTOPOHY, TO €CTh Ty, KOTOpast



KacaeTcsl 36MJIM. JTO YCTPaHSET MpoOIeMy «CaMOi MUPOKOU 00IacTH,
MOSIBIISIIONIYIOCS TIPU 3aXBaTE CBEPXY.

YT0O0KI OnpeieInTh, KacaeTCs U 00BEKT 36MJIU, MOXKHO JIJISI BBIITOJTHEHUS
IIPOBEPKH ITYOUHBI HCIIOIB30BaTh MaTepuai moctoopadotku. OH MpoBEPSIET,
OoJibliIe JU TJIyOMHA 00bEKTa ITYOHMHBI 36MJIH ¢ HUKE JIM OHA 3aJJaHHOTO
cMmernieHus. Ecnn 06a yciioBHst COOTFOMAOTCS, TO MBI MOYKEM 3aMacKHPOBATh ATOT

=
AYe

Hwoxe nipecraBieH mpuMep BHYTPH ABUXKKA ¢ 30HOH 3axBaTa B 20 e MHUIIAX HAJ[
3eMJI€i. 3aMeThTe, 9YTO MacKa TMOSBISETCS TOJIBKO KOT/Ia 00BEKT MPOXOIUT Yepes
ornpenenéHHyo Touky. Takke 3aMeThTe, 9TO Macka CTAHOBUTHCS Oeliee mpu
PUOJIMKEHUH 00BEKTa K 3eMJIE.

Offset

JIns Hayana co3gaguM MaTepuall ocToOpaOOTKU J1Jisl BHIMOJIHEHUS POBEPKU
[JTyOUHBI.



Co3naHne Matepuaia IpoOBEPKHU TTyOUHBI

J1J1s1 BBITTOJTHEHM S IPOBEPKU ITYOMHBI HYKHO UCTIONB30BaTh JBa Oy(depa riryOrHbl
— OJIMH JJIs 3eMJIM, JPYTOM JUIsl BIMSIIOIIMX HA CHEr 00beKTOB. Tak Kak 3axBar
CIICHBI BUJIUT TOJIBKO 3eMiTt0, Scene Depth OyneT BEIBOIUTH MIyOUHY IS 3EMIIH.
YT0oOBI NONYYUTH TITyOUHY AJ11 0OBEKTOB, MBI IIPOCTO OYZEM PEHIIEPUTH

ux Custom Depth.

IIpumeuanue: s SJKOHOMUU BPEMEHH 5 YK€ OTPEHAEPHUIT IEPCOHAXKA U SAIIUKH B
Custom Depth. Eciu BbI X0THTE 100aBUTH JPYTUe BIUSIONIME HA CHET 0OBEKTHI,
TO HeoOx0auMO BKIFOUKTH it HuX Render CustomDepth Pass.

Bo-1mepBhIX, HY)KHO BBIYHCIUTH PACCTOSIHAE KaXIOTO IMUKCES O 3€MJIM.
Otkporite Materials\PP_DepthCheck u co3naiite cneayroriee:

SceneTexture:CustomDepth .

Mask(R) ¥ Subtract ¥
UVs Color @ — @ o —— A O
Size O» B
InvSize O»

SceneTexture:SceneDepth -
Mask(R) ¥

UVs Color @ — @ =)
Size O

InvSize O»

Jlanee He0OXOAUMO CO3/71aTh 30HY 3axBaTa. JJist 3TOro 100aBbTE BBIJICIICHHBIC
HOJIBL:

PP_DepthCheck

SceneTexture:CustomDeptih v -
Mask(R) V¥ Subtract V¥ Divide ¥ I Saturate l l 1-x '
uvs Color @ — @ ® — A @ A oHe ol le o | ® EmissiveColr

B ! B

Size O»
InvSize O

SceneTexture:SceneDept?\ v

[ Mask(R) ¥
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Size O
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Teneps eciu NUKceNlb HAXOAUTCA B IIpeesiax 25 eAMHUIL OT 3€MJIU, TO OH
MOSIBUTCS] B Macke. SIpKOCTh MAaCKMPOBAHUS 3aBUCHUT OT TOTO, HACKOJIBKO MTUKCEIb
O30k k 3emiie. Hasxmute Ha Apply u BepHHTECh B OCHOBHOM PEIaKTOP.

Jlasiee Hy»KHO cO3/1aTh 3aXBaT CLICHBI.

Co3anue 3axBaTa CIEHEI

Cuauana HaM HE0OXOUM 1IEJIEBOM PEHEP, B KOTOPHIA MOXHO 3alMChIBATh 3aXBaT
cuensl. [lepeiinure B nanky RenderTargets u cozmaiite HoBblii Render Target mox
HasBaaueM RT_Capture.

Teneps naBaiite co3aaauM 3axBart ClieHbl. B 3ToM TyTOpHane Mbl 100aBUM 3aXBaT
CLICHBI B 6JIIOHpI/IHT, IMIOTOMY 4YTO IIO37KC HAM HOHaJIO6I/ITC$I JJI HETO CKPHUIIT.
Otxporite Blueprints\BP_Capture u no6aBsre Scene Capture Component 2D.
Hazosute ero SceneCapture.

.. Components

4+ Add Component ~

® BP_Capture(self)

4@y DefaultSceneRoot

CHayasia HaM HY)KHO 3aJaTh IIOBOPOT 3aXBaTa, YTOOBI OH CMOTPEIT HA 3€MJIIO.
[lepetinute B manens Details u 3amaiite Rotation smauenus (0, 90, 90).

4 Transform
Q00 Jj oo Floo
Seale + N VS 2 S

Janbme uaét tun npoeurpoBanus. [lockonbky Macka — 310 2D-nipencraBienue
CLI€HbI, HAM HYXHO M30aBUThCSI OT IEPCIEKTUBHOIO UCKaKeHUs. st 3TOrO
samaaum st Projection\Projection Type 3nagenue Orthographic.

4 Projection

Projection Type

Field of View

Ortho Width

Jlanmee HaM HY»KHO COOOIIIMTH 3aXBaTy CIICHBI, B KAKOM I1€JIEBOM PEHIED



BBIMTOJIHATH 3anuch. 11t aToro Beioepem s Scene Capture\Texture
Target 3nauenue RT_Capture.

4 Scene Capture

RT_Capture
¢ O s

Texture Target

HakoHel, HaM HY>KHO HCITOJIb30BaTh MaTepHall MPOBEPKH riayOuHbl. Jlo6aBuM
k Rendering Features\Post Process Materials PP_DepthCheck. Uto6sr

nocToOpaboTKa paboTaia, HaM HYXHO Takke u3aMeHuTh Scene Capture\Capture
Source na Final Color (LDR) in RGB.

4 Rendering Features

4 Post Process Material:

4 Array 1 Array elements + T >

) rPPoDeptiCheck> 4 O 9 v 2

4 Scene Capture

None

e 0

Capture Source Final Color (LDR) in RGB v =]

Texture Target

Tenepsp, Kor/1a 3aXBaT CIIEHBI HACTPOCH, HAM HY)KHO yKa3aTh pa3mep o0sactu
3axBara.

3aganue pazmepa o0JlacTH 3axBaTa

Tak Kak JI71s1 IEJIEBOr0 peH iepa Jy4lle UCIOIb30BaTh HU3KUE Pa3pPEILICHHs], HaM
HY>KHO TIOJTb30BaThCs MPOCTPAHCTBOM 3(pPeKTuBHO. TO €CTh MBI TOTKHBI
BbIOpaTh, KaKyro 001acTh Oy/IeT MOKPHIBATH OJIMH MUKCENb. Hampumep, eciu
paspernieHus: 00JacTH 3aXBaTa M IIeJIEBOT0 PeHAepa OAMHAKOBBI, TO MBI ITOJTy4aeM
cootHomenue 1:1. Kaxxnprit mukcens OyaeT mokpsiBaTh 00acTh 1x1 (B enuHAIIAX
W3MEPEHUST MUPA).

Jlist cieoB Ha cHery cooTHomeHue 1:1 He TpeOyeTcsi, ToToMy 4TO TakKast
JeTaan3alusl HaM CKOpee BCEro He MOHAI00uTCs. Sl peKOMEHyI0 UCIIOIb30BaTh
00b1IME COOTHOUIEHUS, IOTOMY YTO 3TO MO3BOJIUT BaM YBEJIIMUUTH pazMep
oOJylacTu 3axBaTa MpU HU3KOM paspelieHnn. Ho He nenaiite COOTHOIIEHHE
CJIMIIKOM OOJIBILIUM, HHA4Y€ HAYHYT TEPATHCS AeTanu. B 3ToM TyTOopuane Mol
OyJileM MCIOJIb30BaTh COOTHOIIEHUE 8:1, TO €CTh pa3Mep Kaxaoro mukcesst Oyaer
8X8 eqMHUL U3MEPEHUS MUPA.



MoxHO U3MEHHTH pa3Mep 00J1acTh 3axBara, MeHsst cBoiicTBo Scene Capture\Ortho
Width. Hammpumep, eciiu BbI XOTHTE BBINIOJIHATH 3axBaT oosiact 1024x1024, To
3agante 3HaueHue 1024. Tak kak Mbl HCIIOJIB3YEM COOTHOIIEHHUE 8:1, 3amaiiTe
3HaueHue 2048 (paspelieHue 1eeBOro pexepa no yMoaI4aHuo paBHoO 256%256).

4 Projection

Projection Type
Field of View

Ortho Width

3TO0 3HAYUT, YTO 3aXBaT CIIEHbI OYyJIeT 3aXBaThIBATh 00JacTh 2048 x2048. 310
npubau3utensHo 20%20 MeTpoB.

Marepuaiy 3eMJIi TOXKe HEOOXOUM JIOCTYII K pa3Mepy 3axBata JJisi IPABUIILHOTO
MPOCIUPOBAHUSI [IEJICBOTO peHepa. [Ipolie BCcero 3To caenarh, COXpaHss pa3mMep
3axBara B Material Parameter Collection. ITo cyTtu, 3T0 KOJUIEKIIUS TIEPEMECHHBIX,
K KOTOPO# MOXKET MOIYYHUTh JOCTYII 170001 MaTepHaIl.

CoxpaHeHue pa3mepa 3axBara

BepnuTech B OCHOBHO# pefiakTop U nepeiaure B manky Materials.
Cosnaiite Material Parameter Collection, kotopas Oyner naxoauthes B Materials
& Textures. Ilepeumenytite e€¢ B MPC_Capture u otkpoiite.

3atem co3zaiite HOBbIM Scalar Parameter u nasosute ero CaptureSize. He
OECIIOKOMTECH O 3aJaHUM €r0 3HAYEHUSI — MBI 3aiiMEMCS DTUM B 6J’HOHpI/IHTaX.

4 Material

4 Scalar Parameters 1 Array elements + @ 2

40 2 members v 9

Default Value 3

Parameter Name CaptureSize a

Bepnautecs k BP_Capture u no6asste k Event BeginPlay Beinenennbie HObI.
Brioepute s Collection 3nauenne MPC_Capture, a qns Parameter
Name 3nauenue CaptureSize.



7() Event BeginPlay

4 » D

Collection

Parameter Name

@l CaptureSizew
Ve IS [/———%
Scene Capture -4 Target Ortho width @—}H @ Parameter Value

Teneps 1000 MaTepuai MoKeT MoaydaTh 3Hauenne Ortho Width, cuuteiBas ero
u3 mapamerpa CaptureSize. [Toka ¢ 3axBaToM CIIEHbI MbI 3aKOHYMIH. HaskmuTe
Ha Compile u BepuuTech B ocHOBHOI peakrop. Creayromnuii mar —
NpOeIMpPOBaHHE IIETICBOTO PEHIEpa Ha 3€MITIO M UCIIOJIb30BaHUE €TO JIJIS
nedopmanuu Jianamadra.

Hedopmanus nanamadra

Ortkpoiite M_Landscape u nepeiiaure B manesb Details. 3aTtem 3anaiite
CJIEYIOIIME CBOMCTBA:

« Jlns Two Sided Bribepute 3nauenne enabled. Tak kak 3axBat CIICHBI OyaeT
«CMOTPETh» CHU3Y, OH OYAET BUIETh TOJIBKO 0OpaTHBIC TpaHu 3eMitd. [1o
YMOJTYAHUIO JBMKOK HE PEHIEPUT OOpaTHBIE TPaHH MeIIei. DTO 3HAYHT, YTO
OH He OyJeT COXpaHsITh TIyOuHY 3eMiin B Oydep riyouH. UToObI UCTIpaBUTH
9TO, HAM HY)KHO CKa3aTh JABMXKKY PEHIECPUTH 00€ CTOPOHBI MEIIIa.

o Jlns D3D11 Tessellation Beibepute 3Hauenue Flat Tessellation (takske MokHO
ucnonb3oBath PN Triangles). Teccemnsaius pa3oObET TpeyroJbHUKHN MeIa Ha
6onee menkue. [1o CyTu 3T0 yBeTMYMBAET pa3pelieHUe MEIIa U MO3BOJISICT
HaM MoTyJarh 0oJjiee TOHKHE JCTaU MPU CMEIIeHUN BepuH. be3 aToro
TUTOTHOCTH BEPIITUH OY/IET CIIMIITKOM MaJia JJIsi CO3aHuMsI MPaBIOOT00HBIX
CJIEIIOB.

4 Material

Material Domain
Blend Mode

Decal Blend Mode

Shading Model Default Lit A4
Two Sided 2

Use Material Attribi [l

Subsurface Profile

4 Tessellation

DEIDRREELLIEWIGE Flat Tessellation v [ial

Crack Free Displace [}

Adaptive Tessellati

Max Displacement _




[Tocne Brmouenus teccemuiaiuu Bratodarcs World Displacement u Tessellation
Multiplier.

—_—
M_Landscape

@ Base Color
@ Metallic
@ Specular
O Roughness

O Emissive Color

O Normal
O World Position Offset
O World Displacement

O Tessellation Multiplier

Tessellation Multipler ynpaisieT BeIMuuHOM TeCCeIIAIUU. B 3TOM TyTOpHaie Mbl
He Oy/IeT MOAKII0YaTh 3TOT HOJ, TO €CTh HCIIOJIB3yeM 3HAUCHHUE 110 YMOIYAHUIO

0).

World Displacement mony4aet BeKTOpHOE 3HaYCHHE, OMKMCHIBAIOIICE, B KAKOM
HAIPaBJICHUHU W HACKOJILKO IepeMeniaTh BepiinHy. YToObI BEIYMCIUT 3HAYCHHE
JUISL 9TOTO KOHTAKTa, HaM HY>KHO CHaJajia CIpOelMpOBaTh IEJIEBOM peHaep Ha
3eMUTIO.

IIpoerupoBanue 11€J1€BOr0 peHepa

J7ist mpoeTMpoBaHus 1EeJIEBOT0 peHiepa He0OX0AUMO BEIYHCIUTh ero UV -
KOOpAMHATHL. [[J11 3TOr0 Hy»KHO CO3/1aTh CIEAYIOLIYIO CXEMY:

Absolute World Position v

TRdd"v  [(TDide ¥
e —eo o — s — —— N R S oY
‘CaptureSize" Divide(,2) ¥ B B

i /
®

Yto 31€Ch TPOUCXOINT:

1. Cunayana Ham HY>XHO MOJYYUTh NO3ULIHIO IO XY TEKyIlel BepIIUHbL. Tak Kak
MBI BBINOJIHSIEM 3aXBAaT CHU3Y, KOOpArHaTa X NMepeBEPHYTA, TOITOMY



HE00XOAMMO TIEPEBEPHYTH €€ 00paTHO (eci Obl MbI BBITIOJIHSIIN 3aXBaT
CBEpXY, HaM ObI ATO HE MOHAA00MIOCH).

2. B 3TOif yacTH BBIMOJHAIOTCA JIBE 3a/1a4d. Bo-mepBhIX, OHA IIEHTPUPYET
1[EJIEBOM PeHAEP TaKUM 00pa3oM, YTOOBI €ro cepe/inHa HaXouiaach B
koopaunarax (0, 0) MUpoBOro mpoCTpaHCTBA. 3aTeM OHA MPEOOpPa3yeT
KOOPAMHATHI U3 MUPOBOTO IpocTpa”cTBa B UV-IIpOCTPaHCTBO.

Jlanee co3maauM BhIICIEHHBIC HOJBI M COSAUHUM TPEIBIIYIINE pacyEThl TaK, KaK
nokaszaHo Huxe. /s rekctypnl Texture Sample Beidoepute 3Hauenue RT_Capture.

—_—
MF_MaskUV0-1
@ UV Result @ |

"~ Texture Sample A
UVs O

Tex

DTO CIpoenupyeT LeNIeBoil peHaep Ha 3eMito. OTHAKO BCE BEPILINUHBI 3a
npenenamMu o0JIaCTH 3axBaTa OyyT COMIIMPOBATH TPaHM IiesieBOro peHaepa. Ha
caMoM Jielie 3TO MpodjemMa, TOTOMY YTO IIeJIEBOM PEeHIep AOHKEH HCTOIb30BaThCS
TOJILKO JIJIs1 BEPIIMH BHYTPH 00JacTH 3axBaTa. BOT, Kak 3TO BBITJIAIUT B UTPE:



YToOBI HCMIPaBUTH 3TO, HAM HYKHO 3amMackupoBaTh Bce UV, Haxonsauiuecs 3a
npenenamu uatepsana ot 0 1o 1 (To ects obsnactu 3axBara). g 3Toro s co3zgan
dyukmuro MF_MaskUVO0-1. Ona Bo3spariaer 0, eciu nepenannas UV HaxoauTcst
3a nmpenenamu uHTepBana ot 0 1o 1 1 Bo3Bparmiaer 1, eciiu B ero mpejenax.
YMHOXKas pe3ybTaT Ha IeJIeBOI peHep, MbI BHITIOIHIEM MaCKUPOBaHHE.

Temnepp, KOraa Mbl CIIPOSIIMPOBAIIH LIEIEBOM PEHIEP, MOKHO UCIOIb30BAThH €T0
JUTS. CMEIITMBAHMSI [IBETOB M CMEIIIEHUS BEPIITUH.
Hcnonp3oBaHue 11€J1€BOTO peHaepa

I[aBaﬁTe HA4YHEM CO CMEIICHUS IOBCTOB. I[JISI 9TOT'0 MBI ITPOCTO COCINHUM 1-
X ¢ Lerp:

GroundColor

rFaial

lIpumeyanue: ecnu Bbl HE TIOHUMAETE, OYEMY 51 UCTOJB3YIO 1-X, OOBACHIO — 3TO
HY>KHO JIJI1 ”HBEPTUPOBAHUS 11€JIEBOTO PEHAEPA, UTOOBI BHIYUCICHUS CTANIA YyTh
IIPOLLE.

Temnepb, KOT/1a y HAC €CTh CJIC], [IBET 3€MJIM CTAHOBUTCS KOpUYHEBBIM. Eciu 11BeTa
HET, OH OCTAETCs OCIIBIM.



Crnenyromuii mar — cMenieHue BepiuH. i 3Toro 700aBUM BBIJICICHHBIC HOIBI
U COEMHUM BCE CJIEIYIONIUM 00pa3oM:

A A @ World Displacement
B O Tessellation Multiplier

‘DisplacementHeight

Falam (£9)

O Ambient Occlusion

Or Pixel Depth Offset

DT0 MpUBEAET K TOMY, UTO BCE CHEXKHBIE 00JIACTH TIEPEMECTSITCS BBEPX
Ha 25 enunanil. O6macTu 6€3 cHera UMEIOT HyJIEBOE CMEIIeHHUE, Oarogaps 4emy
OyJeT co3/1aBaThCs CIIE/I.

Ipumeuanue: moxxuo mensath DisplacementHeight myst moBbimenus wim
yMEHbIIIeHHs ypoBHs cHera. Takke 3ameTsTe, uTto DisplacementHeight — 3t0 TO
K€ 3HaUYeHHUe, UTO U CMEIIeHne 3axBaTa. Korma oHr IMeIT 0IMHAKOBOE 3HAUCHUE,
9TO AaéT HaM TOYHYIO AedopMmaiuio. Ho cymecTByrOT cirydau, Koraa TpedyeTcs
MEHSTH UX TI0 OTJEIHHOCTH, IO3TOMY ST OCTaBHJI UX OT/IEIHHBIMU TTApaMETPAMH.

Haxxmute Ha Apply u BepHHTECH B OCHOBHOM pemakTop. Co3maiite Ha ypOBHE
sx3emiuisip BP_Capture u 3agaiite emy koopaunatsl (0, 0, -2000), uroOsI
pa3MecTuTh ero moja 3emiéid. Haxmure Ha Play n mobponuTte BOKpyr ¢ moMoniso
knasum W, A, S u D, uTto6s1 1eopMupoBath CHeT.

e -

4 | \)
{»



Hedopmanus pabotaet, HO cieaoB He ocTtaércs! Tak moy4unoch, HOTOMY YTO
3axBaT MEPE3aNUChIBACT 1EIEBON PEHIEP KaXKIbIi pa3 MpH BHIIOJTHEHUH 3aXBaTa.
HaMm HyxeH Kakoi-To croco0, YTOOkI clIeNaTh CIEbl HOCMOSHHbIMU.

Co3naHue MOCTOSTHHEBIX CJIETOB

JIist co31anust MOCTOSTHCTBA HAM HEOOXOIUM €1E OJIMH LIEJIEBOM peHiep
(nocmosinnwviil 6yghep), B KOTOPOM OYJIET COXPAHATHCS BCE COJACPIKUMOE 3aXBaTa
nepes nepe3anuchbo. 3aTeM Mbl OyieM 100aBIsSITh MOCTOSTHHBIN Oydep K 3axBaty
(mocre ero mepe3anucu). Mbl MOTYYUM UK, B KOTOPOM KaXKIbIH 11eJIEBOM peHIEp
BBITIOJTHSCT 3aIHCh B APYTroil. BoT Tak MBI cO371aIMM MTOCTOSTHCTBO CJIE/IOB.

>

<

Capture Persistent

Bo-1iepBeIX, HaM HYXKHO CO3/aTh ITOCTOSTHHBIN Oydep.

Coznanue nocrosiHHoro oydepa

[lepeitnure B manky RenderTargets u co3nmaiite HoBbIi Render Target mon
Ha3BanueMm RT_Persistent. B atom TyTopuaiie Ham He MPUAETCS MEHSATH
napaMeTphl TEKCTYP, HO B COOCTBEHHOM IIPOEKTE BaM HEOOXOAMMO OyIeT
yOenuThest, 4To 00a LENEBbIX PEHIEpa UCTIOJIb3YIOT OJIMHAKOBOE Pa3pEIlICHHE.

Jlaree HaM HEOOXOIUM MaTepra, KOTOPBIH OyIET KOIMMPOBATH 3aXBaT B
nocrostHHbIN Oydep. Otkpoiite Materials\M_DrawToPersistent u 1o6aBbTe
Hoj Texture Sample. Beibepute emy tekctypy RT_Capture u coequnute ero
CIIEIYIOIINM 00pa3oM:



-
M_DrawToPersistent

Texture Sample A

UVs O

——— @ Emissive Color

O World Position Offset

O Pixel Depth Offset

Teneps HaM HEOOXOIMMO MCTIONB30BATh MaTepHasl OTPUCOBKH (draw material).
Haxxmute Ha Apply, a 3atem otkporite BP_Capture. Cravana co3naaum
JTMHAMHYECKUHN IK3eMIUISp MaTepuaia (I103)Ke HaM HY>KHO Oy/ieT riepeaBaTh B
Hero 3HaueHus). JlobaBbre k Event BeginPlay BeiiciieHHbIC y3IIbL:

[ %ol Godar Paramwter Vake {77 Creste Dyrarsc Msteral imatarce | [ L [ Chest Reader Target 30
» i3

Honpr Clear Render Target 2D ouuinaroT nepet HCIoIb30BaHUEM KayK bl
L[EJICBOW PEHED.

3arem otkpoiite Gpynkiuo DrawToPersistent u 106aBbpTe BBIACICHHBIC HOJIBI:

8 Draw to Persistent | Draw Material to Render Target

4 D

Texture Render Target
RT_Persistent

Material



https://koenig-media.raywenderlich.com/uploads/2018/06/unreal-engine-snow-20.jpg
https://koenig-media.raywenderlich.com/uploads/2018/06/unreal-engine-snow-20.jpg
https://koenig-media.raywenderlich.com/uploads/2018/06/unreal-engine-snow-20.jpg

Jlanee HaM HY>KHO CJeaTh TaK, YTOObI OTPUCOBKA B MOCTOSIHHBIN Oydep
BBITNOJHSAIACH B KAKJOM KaJpe, IOTOMY YTO 3aXBaT MPOUCXOJUT B KAXKIOM KaJipe.
Jlns storo nodasum DrawToPersistent x Event Tick.

—
¢ Draw to Persistent

> Event Tick
» & D

Delta Seconds O Target [ self]

Hakowner, HaM HyXHO 100aBUTh MOCTOSIHHBIN Oydep oOpaTHO B 1Ie7€BON peHIED
3axBara.

3anuch 0OpaTHO B 3aXBaT

Haxxmute Ha Compile u otkpoiite PP_DepthCheck. 3atem no6aBbTe BbieIeHHBIC
Hojel. [yt Texture Sample 3anaiite 3nauenne RT_Persistent:

PP_DepthCheck

SceneTexture:CustomDepti\ - = =
Mask (R) ¥ Subtract ¥ Divide ¥ Saturate ¥V q=X Add V¥ I Saturate '
Vs ! — H=usn sl = = - | | | .
Uvs Color @ ® o A o A @ ® ® ® o A ® ‘ ® ® © Einissive Color

Size O B B B

InvSize O» ———
Texture Sample A

SceneTexture:SceneDepth v

= == | Offset v Uvs o
' Mask (R) ¥ Pa Tex
UVs Color @ — @ ®o [ 3

Size O

InvSize O

Tenepsp, Kora 1EJIEBbIC PEHAEPHI BBITOJIHSIIOT 3aIUCh APYT B JIPYra, Mbl ITOJYYUM
coxpanstronuecs ciaeapl. Haxxmure Ha Apply, a 3aTem 3akpoiiTe MaTepHall.
Haxxmute Ha Play u HaunHaiiTe 0CTaBIsATh Clie/bl!



Pe3y.]'II>TaT BBIIIIAUT OTJIIMYHO, HO IMOJYYHMBIIAACA CXEMa pa60TaeT TOJBKO JJIA
OJIHOM obOnacTu KapThl. Ecnu BeiliTH 32 Ipeaciibl obnacTu 3axBaTa, TO CJICIbI
MNEPECTAHYT IOABIATHCA.

MoxHO pemuTh 3Ty npodsiemy, nepemernas 001acTh 3aXBaTa mecnie ¢ UTPOKOM.
OT0 03HAYaeT, 4To cje/bl Beerja OyayT NOSBIATHCS BOKPYT 00JacTH, B KOTOPOH
HaXOJUTCS UTPOK.

Ilpumeuanue: Tak Kak 3axBaT NepeMellaeTcs, Bca nHpopManus 3a npeaeaamu
obJtacTH 3axBaTa youpaercsi. OT0O 3HAUUT, YTO €CIIM BEPHYThCS B 00J1aCTh, TJ€ yKe



OBLIM CJIENIbI, TO OHU YXe MponanyT. B ciaenyromem Tyropuanie s paccKkaxy, Kak
CO3/1aTh YACTUYHO COXPAHSAIOIIUECS CIIE/BL.

ITepemenienue 3axBara

MOXHO pelnTh, 4YTO JOCTATOYHO IIPOCTO IIPUBA3ATH IMO3ULIMIO 3axXBaTa 110 XY K
no3uuu urpoka o XY. Ho ecnu Tak caenarts, TO LEJIeBOU peHAEP HAYHET
pa3sMbIBaThCA. Tak MPOUCXOIUT IIOTOMY, YTO MbI IBUTAEM LIEJIEBOU PEHIED C
1aroM, KOTOpbIil MeHble nukcens. Korga Takoe ciaydaercs, HoBast HO3ULIUS
IUKCENSl OKa3bIBACTCA Medicdy TUKCENsIMU. B pesynbTate oquH NUKCeIhb
VHTEPIIOJIUPYIOTCS HECKOJIBKO MTUKCENIeH. BOT Kak 3TO BBITIISAIUT:

YToOBI yCTpaHUTH ATy MPOOIEMy, HAM HY>KHO JIBUTATh 3aXBaT TUCKPETHBIMU
maramMu. Mbl BBIUHCIIUM pazmep NUKcesisi 8 Mupe, a 3aTeM IepEeMECTUM 3aXBaT HA
11ary, paBHble 3TOMY pazMepy. Toraa KaxJIblii MUKCEIb HUKOTAa HE OKaKeTCs
MEXIY APYTHUMH, TIOATOMY Pa3MbITHE HE OYJET MOSBIATHCS.

Jlyist Havana maBaiiTe co3MaauM mapameTp, B KOTOPOM OYIeT XPaHUTHCS
MECTOTOJI0KeHne 3axBata. OH MOHAA00UTCS MaTepraly 3eMJIA JTsl BBITIOTHEHUS
BeIuncieHui mpoenuposanus. Otkpoitte MPC_Capture u no6aBste Vector
Parameter mox mazBanuem CaptureLocation.

4 Vector Parameters 1 Array elements + @ >

40 2 members ]
D Default Value N N N

Parameter Name CapturelLocation =




Jlanee HeoO6X0AUMO OOHOBUTH MaTepHUaj 3€MJIM, YTOObI UCTIOJIb30BAaTh HOBBIN
napametp. 3akporite MPC_Capture u otkpoiite M_Landscape. M3menuTe neppyo
9acTh BBIYMCIICHUHN TIPOSIIUPOBAHUS CIICTYIONTUM 00pa3oM:

Absolute World Position

v —_— —
Mask (RG) ¥ Subtract ¥ Multiply ¥

® — ¢ o — A [ T— A ®
B

B
* "CaptureLocation’
(floatd) Collect “Mask (RG) ¥ a v
@ ® ®

Teneps neneBoil penaep Bcerna OyaeT NPOELUPOBATHCS HA MECTOIIOJIOKEHUE
3axBara. Haxxmute Ha Apply u 3akpoiite MmaTepual.

I[anee MBI CACJTIaCM Tak, YTOOKI 3aXBaT nepeMCInajICia ¢ AUCKPCTHBIM IIAaroMm.

[lepemenienue 3axBara ¢ IMCKPETHBIM 1arOM

JI714 BBIYKCIIEHUS pa3Mepa TUKCEIIsl B MUPE MOXKHO HCITOJIb30BaTh CIECAYIONIEE
YpaBHEHUE:

(1 / RenderTargetResolution) * CaptureSize

JI71 BBIYKCIIEHYSI HOBOM TTO3ULIMU MbI UCIIOJIB3YEM MMOKAa3aHHOE HUKE YPABHECHUE
JUISL KQXKJI0T0 KOMITOHEHTA MO3UIIMM (B HaIlleM ciiydae — Jisl koopauHat X u Y).
(floor(Position / PixelWorldSize) + 0.5) * PixelWorldSize

Tenepb ncronp3yem uxX B OMIONPUHTE 3axBaTa. YTOOBI COKOHOMUTH BPEMS, 5
cosJan s BToporo ypaBHeHus makpoc SnapToPixelWorldSize.

Otxkpoiite BP_Capture, a 3aTtem otkporite ¢pyakuuto MoveCapture. Jlanee
CO3JAlTEe CICIYIONIYIO CXEMY:



8 Move Capture
SET

e
»P —> D
@ Move Offset X XOr

£o) SnapToPixelWorldSize — / @ Move Offset Y YO
: i

O Player Index ﬂﬂ Return Value Target Return ValueX @ —— @ PlayerX Return Value @

et 5 ) o
Jf GetActorLocation

" f Get Player Character

- Y@

Return ValueY @ —— @ PlayerY
H 0

Return Value Z O» @ Pixel World Size
e —————— J—— * f GetActorLocation
Scene Capture Target Ortho Width @ ——"g@» o Target is Acto
® Add pin 4+ Target ‘5557] Return Value @
e
o (10 /
- .

O | 256.0

OnHa Oy/ieT BBIUHUCIISATH HOBOE MECTOTOJIOKEHHE, a 3aTEM COXPAHITh PA3HUILY
MEKJTy HOBBIM M TeKyIIUM MecTornosioxenrem B MoveOffset. Eciu Bb
UCIIONIb3YETE pa3pelieHue, oTianyaronieecs oT 256x256, To U3MEHUTE BbIICICHHOE
3HAauYEHUE.

Jlanmee 100aBUM BEIJCIICHHBIC HOJIBI:

f AddActorWorldOffset - -
Target.s Act | Set Vector Parameter Value

; SET 3
—» B 12 B D
@& Move Offset X Target | self Sweep Hit Result Collection
MPC_Capture
@ Move Offset Y | @ Delta Location X
i Parameter Name

@ Delta Location Y (Ml Capturelocation v

» Delta LocationZ [p.0
O (0.0 Parameter Value
Sweep O

Teleport ()]

Target | self] Return Value @ |

Ota cxema OyJeT nepeMeniaTh 3aXBaT C BHIYMCICHHBIM CMEIIEHUEM. 3aTeM OHA
OyzeT coxpaHsaTh HOBOE MecToronokenue 3axsara B MPC_Capture, utoOsI ero
MOT HMCTIOJIb30BaTh MaTepHaIl 3EMJIH.

Haxkonel, HaM HY>KHO BBITIOJTHATH B KaXJ0M KajJpe OOHOBJICHHUE TTO3UIIUH.
3akpoiite pyHKIMIO U 100aBbTE B Event
Tick mepen DrawToPersistent MoveCapture.

I T — —_— -
& Move Capture & Draw to Persistent
{ Event Tick Target is BP Captur: Target is BP Captur:

B » — P D
Delta Seconds O» Target [ self] Target [ self|

HepeMemeHHe 3axXBaTa — 3TO TOJIbKO ITIOJIOBHMHA PCHICHUA. Taxxe Ham HYKHO



nepeMeniaTh MocTosIHHbIN Oydep. B mpoTUBHOM cllydae 3aXBaT U MOCTOSIHHBIN
Oydep pacCUHXpOHUBUPYIOTCS U OyAYT CO3/1aBaTh CTPAHHBIE PE3YIIbTATHI.

R | r
4

/;\

£ad)
ot
¥

[Tepemenienue nmocTossHHOTO Oydepa

Jlnst caBura mocTostHHOTO Oydepa HaM HYKHO TIepeaBaTh BHIYUCICHHOE
cMmernieHue nepemerenus. Otkporite M_DrawToPersistent u to6aBbTe
BBIJEJIEHHBIE HOMBI:

¢ M_DrawToPersistent

TexCoord[0] ¥ Add ¥ MF_MaskUV0-1 Multiply ¥
@ A @ @ UV (V2) Result @ A ® @ Emissive Color

B B

Mask (RG) V¥ Multiply ¥ Texture Sample A

A [ UVs O
B

O World Position Offset

O Pixel Depth Offset

brnarogapst 3ToMy nocTosiHHbIN Oydep OyaeT cABUraThCsi Ha BEITUYUHY
nepegaHHoro cMmeiieHus. Kak u B Marepualie 3eMiu, HaM HEOOXOIUMO



HepeBOpaynBaTh KOOPAMHATY X M BBIIOJIHATH MacKUpoBKy. Haxkmute Ha Apply u
3aKpOUTE MaTepual.

3atem HeoOxoauMo niepeaath cMetienue. Otkpoiite BP_Capture, a 3atem
otkpoiite pynkiuto DrawToPersistent. Jlanee 1o0aBbTe BbIICICHHbBIC HOIBI:

| Set Vector Parameter Value
#8 Draw to Persistent Target is Material Instance Dy

nsian

» Target

(R
[ Draw Material O Parameter Name | Offset I

® ValueR

(e —— e i

\' Move Offset } @ ValueG
G NN\ [ ) ‘ O ValueB
\' Scene Capture ) i Target Ortho Width @— '\ , ’

O ValueA | 1,0]

Tax mb1 ipeobpazyem MoveOffset 8 UV-npoctpaHcTBO, a 3aTem nepeaaém ero B
Matepuaj OTPUCOBKH.

Haxxmute na Compile, a 3atem 3akpoiite ommonpunT. Haxkmute Ha Play
noOeraiite Bciacth! Kak Ob1 manexo Bbl HU yOekaiau, BOKPYT Bac Bceraa OyayT
OCTaBaThCs CIEIBI.




