


Scene

314 2}0| E DM

(AN ) @ i._l-?_c_:! EI—D|E D_!.J\‘I X

< ClEId > OlEMH AT 2| 2{0|EOF HA| Minimal v
2] H2E T4 M >
B = E > 3¢, DirectionalLight M SkyLight
g AlU|OHE > Q BO Q
= OFR2olY > v 2oje v 2oje
E _Gé_]E ]Il_E1"'E > pALS 10.0 e 1.0
g5 2eiz Hatony ; 2Hol< 22 i 2ol 22 L
el 10 g ae 10
@ ImgMedia ? s2ojse AGE. 10 sojez AdEY 2E 10
B 7|23 LoD ojato| - -
‘o= 2}0|E QI M v ojlEnjAmo Y Batoc v CIABIA TE oHjolE 9322
v Aoy zeecvezi=. (D o327 2/0) #2) 1000.0
y 12 CEEEPIPS 10
= 2400 24 o327 0.0
@ OE[2|E C]A[0] ozen Mz
a: HE| 5S4 HP2I24 v OEHANO U Zatec
Nl BI2|9IE ofU % SajoC HH|olE 9323
Zejoc gl eg=2 . 10
v & AR Zaloc giHjolE 932 005



Dynamic Mesh

B So 2EY RE v
fe 22 x @ e Y3
A2 A
v 22 el
23 Efol
v Moj&

L8| MEC|H|H

@A NC]s|

ST 37| 22
IERE >
Al E—
g2 oc
=2 v My
0 EF2! 93
s s 22|
v ooz DC w2 A
UV
2 LOD
Alf Ofj Al | ] A}

>

e OL23L0114 ¥

Rectangle
100.0
100.0
100

100

25.0
16

Per Face

On Scene

Base

2| AHE 7S

5 4

ZH(H=o| ATl

)

Scene

HHS 2HS 7|

> H A

R T TE1 X




Scene

Directional Light &ef XX

Ctri+ L5211
Ctrigl |2 =21 Q= AEH0{| A
OIA Egja




Volumetric Cloud - 1



Volumetric Cloud -1

Volumetrics =2{19Q1 &tAdg}

A( M2l g =l et - o
3:"} {.ﬁ._ I E‘|j_ol_| X
= X volumetrics M

HZ 1.0

M5 3 ,lt‘: A library of volume creation and rendering tools using Blueprints. Epic Games, Inc. 52
Codecs 1
Editor 1

Pramrammann 1



Volumetric Cloud -1

Volumetric Cloud material

A

@ VolumetricCloud

b 2 RS

A VolumetricCloud (CIAEIA)

@ VolumetricCloudComponent (VolumetricCloudComponent)

Q

v

ol oHEf LoD

Duz|g]
2jojof

#jo]of shek 1

2[0]0f £0|
£2{0]4] A2 Z/T] CIAHA
Sto2tollA2] E0]Al AR 42|
E2jj0j4) Z/c} He| 2=

E3jj0]4] 2|0 CJAEIA

My o
L brd
>
i
o

|
ogh
ng
=
H1

Zepoc B2l

ME|2|E

o2t E80]4]

9.0

10.0

350.0

0.0

M2 A

2 B0 M2

+ 29

|>
11
L=
o=

0
£
njc

Distance from Cloud Layer Entry Point »

20.0

6360.0

oiEl2]E CjAUH= 88

: o

C++0j| A] 18 2]

M_VeolumetricCloud_03_MultipleProfiles »

€ B



Volumetric Cloud -1

BP_CloudMask_Object

v =H=
» m_GENERATED
» smDOWON
» imFirstPersonArms
» im FPWeapon
» im LevelPrototyping
»  Megascans
» im MSPresets
» @ StarterContent

> it ZEl=

- e R | T e e e e

3P_{8[el8s Mask

:
v| E
B
=~
=
(0
[
v
(0]




Volumetric Cloud -1

BP_CloudMask_Object

24 2 < O X
© BP_CloudMask_Object + I e3v do
w A DefaultSceneRoot =SSO EQM HE
<2 PreviewMesh =T —cIE0A AL
<2 Spritelcon S2O2|EQAM M7
Q B &

st oHEf LOD ek mEA e ESCIET L

LEOEE S253H AR/ =72 UL

o|z v | -384067.849345 | 170183.31161 | 400000.000987 “

3| A v ' 00° loo® ‘00"

A7 v | G | 15.75 | 3.75 11.0 “
v Cj41

MID_M_Composite_Cloud_Mask_0 »
MID U @ .,E‘ ©

HE|2 2 ClRjo|L{2 A

w N=E



EE T Ir=— 1

Volumetric Cloud -1

BP_CloudMask_Object

= o RERE]= 1 A
© BP_CloudMask_Object 27} eiv o
w A DefaultSceneRoot =S IclEO|A HY
<2 PreviewMesh S=202|EQ|A HR
% Spritelcon S=202|EQM HA

Bt ol E LOD
3| v
AL v o
v Oy
MID
v [|=ZE

Cloud Material

Cloud Mask

Density
Mip Level

P Noise Settings

p Mask Color Value
Alpha

Show Debug Plane

7|Ef o2 A EUEE S Ecjd

'00°® loo® loo®

1 53025 131275 110 €

MID_M_Composite_Cloud_Mask_0 ~

€ b S

HE|2|2 CIzpo|L 2 A4

M_Composite_Cloud_Mask

€k

HE|2|H ClAto| = 44

T_EV_LightBeam_Falloff_02 (V)
€ b

3.197429 ©

00

1.0 0.0 0.0

1.0



Volumetric Cloud - 2



Volumetric Cloud - 2

Sun Position Caculator 211

Sl Position Calculator
" * . Calculates the B¥j position based on latitude/longitude and date/time.

O

| -

=t
=

S,
o

)

H& 1.0

Epic Games, Inc. x>



SHSHSHS S

B
rh

i
[N
s

223 43

AL =23l A nl=2 HAH

M_VolumeCiloud

Volumetric Cloud - 2

» A2 Q  EE

=i T T ==
v Class Q =5TclE a4

'EAII

r— THl =
» Bm_GENERATED
» imDOWON
» pm FirstPersonArms
» m FPWeapon
» im LevelPrototyping
B Megascans
» im MSPresets
» @ StarterContent

5 .{]ﬂll ZHI =
=3 Actor Modifier Core Z81=
3 Animation Compression Library Z&
E3Animation Sharing Z&l=
{ahudm Synesthes;a dHI=

—_—— =

AEHE] o A

o
[E

==
il
A
S
e

= v X cloud

M_Sky_Panning_
Cloud

E —i =i
HEZ S

Mask Freview

HEj2|Y HEj2|Y
M_Sun_[&[%] Light M_VolumeClotd
Function

HEIZIZ HE|2|Y

o{Ej2|

M_Volumetric

_01_FalloffFun

e E e
HE|2|E



Volumetric Cloud - 2

Volumetric Cloud

2 wYEE BREXHY © @ Al > 2d= > DOWON > 03_MAT
= v X cloud

w Class Q =5IclE SdiA
v s Al HE[Z|elQiatiAa
S— o] [jol x| =
» m_GENERATED AEHE] OflAl 2l &2 O =N =,
v B DOWON _ LH =L =
» @m01_LEVELS He= | EC = 0|3
: - _ 2| & YRGINIWECloud)
l HE|2|
» B 05_Assets G

» @m FirstPersonArms
» m FPWeapon
» im LevelPrototyping



OGO CEIED €D

Volumetric Cloud - 2

Ml _VolumeCloud

TR v = ==
MI_VolumeCloud* X

&5 =

‘SHENEA T AERZv [l ZBE =7

'e @ =lojslzat ¥ #A 2 CEY x ¥ 20]0f m2to|e

Bzaa gzss anzedan 2395 insitetans <
- )

S5z pagg Yerias snadar 224 instructions

Tasturs Laoguns
LVWE Frorriats Us
PWE Dernota uss e

LW Multighy Veetor Yeotar Uszgss (231 )5

4
4

Layout_CloudGlobalPattern

Layout_GlobalCloudMask

Layout_CloudType
Layout_CloudGlobalScale
Layout_CloudPerTypeScale

Layout_GlobalTexturePlacement

w ./ Layout WindControls

Velocity. X
Velocity.Y
Velocity.Z

VelocityScale

w ./ Layout_CloudTypeMask

Stratocumulus
Altostratus
Cirrostratus
MaskContribution

+ Cloud_GlobalCoverage

» N1 - Clowid Shane

Bl il Rl Rl kbl B -

Gl

T_CloudMask wv

€ Ik

256.0

I
SRR
s

1.0

1.0

0.5

0.333333

3.705957

-0.842892

0.0

1.0

-0.292269






il if} V E2|7 2E v tl_v =2y v @}”

2 270 @ oeY ooy @ CEE AN

X J M @ A

M QS MeR M o&st. 2710 EQIE  AmE  Ch

J W 3

o7 AH o=

27|

— mg

~ AE{EIDIA] . BSP EXIN HhE o

+=Z321 Q vANEe:
oll 565K 0 0 0 0 0
0 0 0 0 0 0 0



foliage.LODDistanceScale 10

Bz221 [Icmd v

=X

LOD

foliage.LODDistanceScale 10

M= =0

> Cmd v

' foliage.LODDistanceScale 30|




=cX|

LIL}IO|E M2

— O




=cX|

OZM{E| I ERIA

Q Aot YoM L.




2| X|

FJAHEHEX

e

<2 StaticMesh QHZHE 2. » x

% — R
ZE » == JAEd x #C
B 05 LOD 115 S Eol el Q 2
% S_Wild_Grass_vikhcbxia_Var10_lod1 None .
% S_Wild_Grass_vlkhcbxia_Var11_lod1 None i 0= 2t
[ | |

* S_W!Id*Grass_vlkhcbx!a_‘u’arl2_Iu:n:|1 None b LodSettings
* S_W!Id_Grass_vlkhcbx!a_‘u’ar]3_I|:u:|1 None ¥ NaniteSettings
% S_Wild_Grass_vikhcbxia_Var14_lod1 None * v LHI0|E AE]
% S_Wild_Grass_vikhcbxia_Var15_lod1 None .

: : & 24siel v
% S_Wild_Grass_vlkhcbxia_Var16_lod1 None i .

d =

% S_Wild_Grass_vlkhcbxia_Var17_lod1 None J . e

, , ’ § HA|A EF
% S_Wild_Grass_vikhcbxia_Var18_lod1 None ] SN SR
% S_Wild_Grass_vikhcbxia_Var19_lod1 None & L v
% S_Wild_Grass_vikhcbxia_Varl_lod1 None A o|z| HaUe -2147483¢
% S_Wild_Grass_vlkhcbxia_Var20_lod1 None I.' He Mol -1
% S_Wild_Grass_vikhcbxia_Var2_lod1 None i EFHIE ]
% S_Wild_Grass_vlkhcbxia_Var3_lod1 None i EfZ 2|4 0
% S_Wild_Grass_vlkhcbxia_Var4_lod1 None * HAlE £ 10
*i-t S_jv'\.'j!!t!_Grass_vlkhc!}xla_jfarﬁ_!od] ﬂune 3 AICH 93 0.0

z¥ 2] Cmd v B 2370 M2 %S

i



FlvIiCo v 1il

b

_|

R EE T EREEEEEY

[ =]

f
Im
v

Ol
S_Wild_Grass_vlkhcbxia_Var10_lod1
S_Wild_Grass_vlkhcbxia_Var11_lod1
S_Wild_Grass_vlkhcbxia_Var12_lod1
S_Wild_Grass_vlkhcbxia_Var13_lod1
S_Wild_Grass_vlkhcbxia_Var14_lod1
S_Wild_Grass_vlkhcbxia_Var15_lod1
S_Wild_Grass_vlkhcbxia_Var16_lod1
S_Wild_Grass_vlkhcbxia_Var17_lod1
S_Wild_Grass_vlkhcbxia_Var18_lod1
S_Wild_Grass_vlkhcbxia_Var19_lod1
S_Wild_Grass_vlkhcbxia_Varl_lod1
S_Wild_Grass_vlkhcbxia_Var20_lod1
S_Wild_Grass_vlkhcbxia_Var2_lod1
S_Wild_Grass_vlkhcbxia_Var3_lod1
S_Wild_Grass_vlkhcbxia_Var4_lod1
S_Wild_Grass_vlkhcbxia_Var5_lod1

N za=20

My HE oM

> Cmd v

= o0
= L2

[ <2 StaticMesh QEHAE 2. * x

LOD 1&

None
None
None
None
None
None
None
None
None
None
None
None
None
None
None
None

oo

e d x £ O8HY
d 0|5 a
» LodSettings

W NaniteSettings
4 v LHoOIE HE

'
& dslel v

3 gouz

- TA|Z EL.

i Mgz, v

& olz| Halc -2147483648
3 Gt L=

& ERHIE 3 <]

Ef2 24 0

5 HME E 1.0

& Ath 22 0.0

B 2370 MEER s P elHd

X
o
HEZ v



= x|

Color Variation

Ll oHE] 7|E} AEz|q
Off Al Zl E=2
MI_Wild_Grass_vlkhcbxi... x
‘BHENHEA I AZIEV ZeHZE £
I =] l=] x ¥ 2{0|0f mj2tolg
CTLELER=S Q
Jirisructans®
' v I2tojE 15
s » 01- Input Textures
w 02 - Albedo
Overlay Intensity 1.0
+ Color Variation 0.02
R 0.204861
G 0.204861
B 0.204861
A 10

k N2. DArniAahnases



.I x{%}\

.Jr* -rﬂ\ "'\

' 1;.H ,": .' | ; —3' _. )
‘}}\ \f{\hL '..""":'-. \{

\\:\‘l\*‘u

o A
i
! \ I‘
L% ok
o 4
b ¥ Y
! 5 -
'F L

.
04 - Opacity
05 - Normal
06 - Translucency
07 - Wind
+/ Wind Intensity
+/ Wind Height
+ Wind Speed
+/ Additional WPO

+~ EnableGrassWind

v o
QU2 2 24

None

Authority

Disabled

20

0.1

0.5

7.0

Mone

oo

@® =

194

o 17K



Lighting




Lighting

Emissive Light ghosting

r.Lumen.ScreenProbeGather.Temporal.DistanceThreshold 0.2



Lighting
Volumetric Fog

KN 2 @ % H 10 A 100 2025 [K033 B & ExponentialHeightFog

s ExponentialHeightFog (QIAEIA)

& Component (HeightFogComponent0)

X volu

ol O LOD 7|EF O] 2 A

g

E
v ERMHES EZ]

220ss ¥

ANEY 2 i
> gl I
b 0jOjAlE - |
A4 Aol 1.0
S OAEA 6000.0
Al Ae 0.0
21g Ho|= 2l Az 0.0
AE|E 2H0|d AFHEE B 1.0
w IOj2lA
=

I,



Lighting

Local Fog Volume

r.LocalFogVolume.GlobalStartDistance 20



Emission Sequence




Emission Sequence

JHE @EHE HH|2|E Z&o}V|

Default Value | 0.0

& Sequencerx X
E B =moEm o SO «
SAdd®™ (Q  Search Tracks =
& o O) & v @ﬂnne +

v % StaticMeshComponent0

v Material Slot; DefaultMaternal

Emissivelntensity  0.999547

» Transform




7|Ef
2j0|H 2l3
HE[2| S
9 C|z}9l
gy

=2
e HlE

A H[OHE]
OfL{of|o]4d
OitiH wEelE
L =)

94 QlEfm 0] A

L

L]

2

Of| T &

|> np J¥ ok

10 rh e re
2
4>

H[O]™ 2D

nDisplay
VCam

WW W W W W W W W YWY WY WYY Y Y Y Y Y Y Y Y WY

TN LEME ME|2|E ZEs}I|

@ -2z=ua w)
@& olEl = B
< CHY X
@ oiElRI”ORI0]H ¢ o
@ oeeo0] |
T = v Azt f2i]E
w 2EA 0]
@ ofej2/ 2jojof 23
CIZE 2t
Iief0le Ol
@ nviElzl eljojof =2
WIE{ T}2H0|Ef

OREEEEEUCEESES
@ olEl2|g olAEA

5 oiez/o oietole Za

g H I A D21

i 2z ==

Emission Segquence

MPC_Emissive*

HiE H2|HE: T
Emissivelntensity

0.0

Emissivelntensity

HIE Ze|T

[m

-0

®

®

ch

ch



Emission Segquence

TN LEME ME|2|E ZEs}I|

(P ———
\ emissive_pa rameter

O sijo|~ zz| [

s O mig [0.0]

x[1.0] Y[1.0] z[T.0 O 2|22 [05]

O 2z [0.5]

O ojL|aEZ2T

@ O[0jA|2 Zef

% colled] CTirpy T

v Parameters A ®
CollectionParameter

S
© x[o0] v[00] z[10

i pr: i o, |
'Emissivelntensity’ B
MPC_Emissive = Eja E
(float1) Collection Param o I
x(1.0] v[0.0] z[0.0

.,_...--

2C IM Il
x(0.0] v[0.0] z[0.0

a— L Al e B — B B R - J’\I



Emission Segquence

TN LENE ME||2|E ==}V

i AR A X

v EpEeEm: L S o v Ov @/
27t Q .

= B Al A x

S YEE AEME > nto ,
s =3}g clojg 2C T v EppEE: I S oy Hv Ov @ 72v N
B 20 27} - =
) 2C|2 E=H 3.0 = (Q = 1 -015
>~ OjHiE Eci > I 5 (@ w» ™ MPC_Emissive + & O o

‘o 7i0i2t 2 E D :
[ AFEH S Emissivelntensity 5.0 A. Absolute
il 2

" B 4+ Additive
ATrallg =5 55 Ecl v $Z Cube -
s MEA|RA EcH A+ Additive from Base
I Io|E EcH v $% StaticMeshComponent0 -
g E-”Hé HI‘:HHEIaEl EE—H MPC_Emissive D_EEEEIE %% WorldGridMaterial 5 e '
= ool 2l|0]0] HE|2|d oteto|g ZHalA Emissivelntensity
= D{E|2|Y Tjeto|e| HalMd Eg > Intensity 30

0 A= A
= =Wy E5l

I ERER!
&% 0|Cjo] Ea

MPC_R2T
OEl2[2 Otef0|H Z9lH

L



