Stylized Arcane Process

XuneonucHas noctobpabotka ana Unreal Engine 5.4-5.8. OHa npeBpaLuaet ntobyto 3D-cueHy B
KapTVHY, HaNMWCaHHYHO OT PyKW: MIOCKME MIOCKOCTM CBETa, XONOAHbIE LiBETHbIe TeHU Ha GOHe
TEM/IBIX UICTOYHMKOB CBETA, Ma3Ky MacAsfHOW KWUCTW, HAPUCOBaHHasA AbIMKa BAAAN U KOHTYP TYLUbIO
BOKPYT Balunx nepcoHaxen. OgnH maTepunan, NaTb roTOBbIX NMPECETOB, BCE NapameTpbl

HacTpanBakoTCA B pealbHOM BPEMEHMW.

1. Y0 BXOAUNT B Habop 6. Co3panTe cCOHBCTBEHHbIN CTU/b
2. bbiCcTpbI cTapT — cTuAM3aums Bcero ypoBHsA 7. KoMmaHaHble LiBeTa (Mo XXenaHuto)
(10 cekyHa) 8. CoBeTbl 1 yCTpaHeHne HenoiasokK
3. KOHTYp TywWbtOo Ha nepcoHaxax 9. CnpaBOYHMK NapameTpoB
4. Style Zones — cBOW CTWUAb ANS KaXA0N 10. lemo-ypoBeHb
obnactm 11. Noaaepxka
5. MaTb npeceToB

Stylized Arcane Process




1. YUto BXOaUMT B Habop

Manka

PostProcess/Materials

PostProcess/Presets

PostProcess/Blueprints

PostProcess/Textures

Demo

Copgepxumoe
M_SAP_Master — cam 3¢dekt. OTKpbIBaTh €ro He TpebyeTcs.

MsaTb roToBbIX CTUEN (MHCTaHChl MaTepuana): Default, Bold Ink, Watercolor,
Moonlit Night, Industrial Undercity.

BP_SAP_Style_Default, BP_SAP_Style_Boldink, BP_SAP_Style_Watercolor,
BP_SAP_Style_MoonlitNight, BP_SAP_Style_IndustrialUndercity —
nepeTaLiuTe OANH U3 HUX Ha YPOBEHb, 1 BCA CLeHa byseT HapucoBaHa C ero
npecetom. BP_SAP_StyleZone — 60Kc, KOTOPbI NPUMEHSAET NPeCceT TONbKO
BHYTpM CBOero o6bEéMa, C MATKMM MepPexXoaoM Ha rpaHuLie.

T_SAP_Brush — tekctypa kuctu, kotopas pasbmBaeT IMHUN N FPaHNLLbl TOHOB.

Heb0o/1bLION AeMOHCTPALIMOHHBIN YpOBeHb CO cBOHOAHON Kamepoi. He

ABAAETCA YacTbio 3 dekTa: 3Ty Nanky MOXHO yAaNUTb.

Hwnkakoro koga v naarnmHoB: TOAbKO KOHTEHT. PaboTaet B ntobom npoekTe, Ha Blueprint nan C++.

2. BbICTpbIN cTapT — cTUAM3aumnAa Bcero ypoBHA (10 cekyHa)

BP_SAP_Style_BoldInk

BP_SAP_Style Watercolor



1. B Content Browser oTkpouTe PostProcess/Blueprints .
2. Nepetawmnte BP_SAP_Style_Default Ha ypoBeHb. [onoXeHMe He BaXKHO: OH OXBaTbIBAET BECb

YPOBEHb.
3. F'oTtoBO. XnBOMKUCHBIN 3PbEKT NPpUMEHAETCA KO BCEMY M3006paxkeHMo cpasy.

Kaxxabli Blueprint ctuns — 310 HeorpaHuudeHHsbI Post Process (Infinite Extent), Hecywmii oguH
npecet. brarogapa nkoHke ero nerko BelbpaTtb BO BbHOMOPTE.

CmeHa cTunsa

e Ypanute pa3MelléHHbin Blueprint ctuna n nepetawmre apyrovi: BP_SAP_Style_Boldink,
BP_SAP_Style_ Watercolor, BP_SAP_Style_MoonlitNight nan BP_SAP_Style_IndustrialUndercity.

e OcraBnquiTe Ha ypoOBHe TO/IbKO OAMH Blueprint ctunsa: gBa cMelumBaroTCA.
e /lna TOHKOW HacTpowkn BbibepuTe Blueprint, 3atem ero komnoHeHT Style. B **Rendering

Features — Post Process

Materials mo)xHO BbI6paTb Apyrou npecet (Mau cBoW, pasaen 6). Blend Weight** 3agaér cuny
ctmna (1 = NONHOCTBIO).

AnbTepHaTtnBa: co6cTBeHHbIV Post Process Volume

1. Momectute Ha ypoBeHb Post Process Volume (nan BbibepuTe y>ke MMeOLWMIACS).

2. Ha ero naHenu Details (detann) Bkatounte Infinite Extent (Unbound) (6eckoHeuHbIn 0xBaT),
YTOObI OH NOKpPbIBa/ BECb YPOBEHbD.

3. Otkpowite Rendering Features — Post Process Materials (Matepunanbl noctobpabotku),
HaxxmuTe +, BbibepuTe Asset reference 1 ykaxxute MI_SAP_Default (nan ntobon apyrom
npecer).

4. TotoBO. XXMBONUCHbLIM 3DdEKT NPUMEHSETCS KO BCEMY M306paXKeHNIO cpasy.

3. KOHTYp TywibIO Ha NepcoHaXax

Debug View 1




XKnBonucHbin BUA NnpuMeHaeTca Ko BceMy. KOHTYp Tywblo pricyeTcs TObKO BOKPYr O6BbeKTOB,

koTopble nuwyT B Custom Depth, Tak uTo Bbl Camu peluaeTte, 4To 06BOANTD.

1. BbibepuTe KOMNOHEHT Melua Balero nepcoHaxa (Skeletal Mesh nan Static Mesh).

2. B pasgene Rendering Bkatounte Render CustomDepth Pass (npoxog CustomDepth).

3. Project Settings (Hactpownkun npoekta) — Engine — Rendering — Custom Depth-Stencil Pass
AomkeH 6biTb Enabled (3HaueHve no ymonuaHuio B aBuxkke). s KOMaHAHbIX LIBETOB (pa3zen

7) yctaHoBuTe Enabled with Stencil.

4. Style Zones — cBOM CTU/Ib ANA KaXKAO0WN obnactm

MNepetawmte BP_SAP_StyleZone Ha ypoBeHb. BHyTpu ero 60kca cObCTBEHHbIV MpeceT 3amMmeHsaeT
rnobanbHbIv; Ha rpaHMLe oba NiaBHO CMeLMBarOTCA. TUMMUYHOE NPUMEHEHME: TEMHas neLepa B

CO/IHEYHOW JO/IMHE, COH repos, apeHa bocca.

OHwu paboTatoT BMecTe: oanH Blueprint ctuns (Hanpumep, BP_SAP_Style_Default) packpaiwumsaet
BECb YPOBEHb, @ HECKOJ/IbKO 30H MEHSHOT CTU/b JIOKanbHO. Y 30HbI Priority paBeH 1, y Blueprint
ctmns — 0: BHyTpwm cBoero 6okca nobexaaeT 30Ha.

® lI3meHeHve pa3mepa: BbibepuTe KOMNOHEHT Zone 1 n3MeHute ero Box Extent (nau
MacLiTabmpynte akTop).

e Bbibop cTmns: Bbibepute kKomnoHeHT Style — Rendering Features — Post Process Materials —
yKaxkuTe npecer.

e Msrkoctb nepexoga: Blend Radius Ha komnoHeHTe Style (B cm).

e [IpropwuTeT: eciv ABe 30HbI MepeKpPbIBarOTCA, MobexaaeT Ta, y KoTopon Bbiwwe Priority.

[ep>xuTe ero Bbiwe 0, 4To6bI 30Ha OCTaBanack Hag rnobaabHbIM CTUAEM.

30Ha pearvpyeT Ha NOJIOXEHVE KaMepbl, @ He MepCcoHaXa: Npu KaMepe OT TPETbEro JnLia oHa

HaXOAWUTCSA B HECKOJIbKMX MeTpax Nno3ajun nepcoHaxa, Mo3TOMy AeflauTe 30Hy 4OCTaTOYHO BONbLIOWN.



5. MNatb npecetoB

Default

Watercolor

Mpecer Blueprint Crunb

Default BP_SAP_Style Default TaNOHHbIN CTUAB: TEéNNblE KPEMOBbIE
CBETA, XO/I0AHble BUPHO30BbIE TEHW, Ma3KK
MacasiHOM KUCTW, MArkas Tywb. HauHuTe ¢
Hero.

Bold Ink BP SAP Style BoldInk Toncraa TéMHasa Tylb C AOMNOJHUTENbHBIMU
BHYTPEHHUMW ANHUAMM, 6oNbLIe
KOHTpacTa 1 LBeTa: rpapuyHoe, KOMUKCHOe

BOCMpUATHE.



Mpecer Blueprint Crnnb

Watercolor BP SAP Style Watercolor CoBceM 6e3 TyLmn: KpyrnHble MArkMe MasKku
KpackKu, 3€pHO XOJICTa, NJlaBHble TOHa/IbHbIE
nepexofbl N CBET/Ible OTTEHKM.

Moonlit Night BP SAP Style MoonlitNight Fnybokume cuHme TeHn, TycKble
cepebpucto-ronybble cBeTa, ronybas
KOHTpOBas NOACBETKa W AbIMKa, H13Kas
HacblWeHHOCTb. MNpeBpalLaeT AHEBHOM
YPOBEHb B HOUHYHO CLieHy 6e3
nepecTaHOBKM CBeTa.

Industrial Undercity  BP SAP Style IndustrialUndercity = 3en1€HO-6UPHO30BbIE TEHW, CUIbHAS
ronybas KOHTpOBas NoAcBeTKa U
6UPHO30BO-YEPHas TyLLb: XON04Has
NHAYCTpUanbHas aTMocdepa.

6. Co3paiiTe cO6CTBEHHbIN CTUb

Oil Brush Strokes 0 Oil Brush Strokes 1

Hukoraa He pesakTnpynte npecetbl U3 Habopa HanpsamMyto (OBHOBAEHME Nepe3anuLleT BaLly
paboty). BmecTo 3T0r0:



1. LLlénkHWTe NpaBou KHOMKOW Mbiwm no npecety — Create Material Instance (co3aatb nHcTaHC
MaTepuana) uav npoaybavpynte ero B CBOH Mnarnky.

2. OTKpOWNTE HOBbIV MHCTAHC: BCe MapaMeTpbl Pa3ioXXeHbl MO NPOHYMePOBaHHbLIM rpyrnnam, ot
camblix BaxkHbIx (1) 4o cambix TexHnueckunx (Advanced). OTmeTbTe NapameTp, YTOObI
nepeonpeAenvTb ero, 3aTem nepetackmBanTe 3HayeHue: BbFONMOPT OBOHOBAAETCS B peasibHOM
BPEMEHM.

3. HaBeaute kypcop Ha nt0bon napameTp, YTobbl NPOYMTaTh, UTO OH AenaeT. [NoaHbIM CNUCOK C

Avana3oHaMm 1 3HaYeHMAMM MO YMOYaHUIO NPUBEAEH B pa3gene 9.

Xopowwe napameTpbl s Hayana: Ink Strength, Oil Brush Strokes, Shadow Tint, Light Tint,
Saturation, Atmospheric Depth.

7. KomaHagHble uBeTa (no >xesaHuio)

,ﬂ,ﬂﬂ CTpaTeFMVI N MyAbTUNNEEPHbIX UTP TYLLb MOXXET NMPUHNMATb LIBET KOMaHAbl:

1. YcranoBute Custom Depth-Stencil Pass B Enabled with Stencil (pa3zen 3).
2. Ha mewwe kaxgoro nepcoHaxa: Custom Depth Stencil Value = 1 s komaHabl A, 2 ans
KOMaHZAbl B.

3. B Bawem npecete yctaHoBuTe Team Colored Ink B 1 1 Bbibepute Team A / Team B Ink Color.

8. CoBeTbl N yCTpaHeHMe HenoJsiagokK

¢ Hwuuero He meHseTca. [1poBepbTe, UTO Ha ypoBHe ecTb Blueprint ctnaa. C cobcTBeHHbIM Post
Process Volume npoBepbTe,

yTO OH MMeeT pexxum Unbound (Mav uTO Kamepa HaxoOAUTCS BHYTPU HEro), M YTO NPeceT yKasaH B
Post Process Materials c Becom 1.

e Hert Tywm Ha Moém nepcoHaxe. Ha ero mewe He BkatouéH Render CustomDepth Pass
(pa3aen 3).
e Tywb npocBeunBaeT CKBO3b CTEHbI. [10 3aMbIC/ly 3TOTO HE MPONCXOAMUT; eC/I OHa MepLaeTt

TaMm, r4e NepcoHaX KacaeTcs CTEHbI, Cerka yBenmybTe
Occlusion Tolerance.

e WN3o06parkeHne CIMLLKOM APKOe UN CANLIKOM TéMHoe. CT1b HaCTPOEeH Nog,

durKcMpoBaHHyH 3kcno3munto. B Bawem Post Process Volume yctaHoBuTe



Exposure — Min EV100 n Max EV100 Ha ofHO 1 TO Xe 3HaueHue (xopollee Havano — 1), 3aTtem

noactponte Exposure Compensation.

e [Jlanékme NnepcoHa)ku COXPaHAIOT Tylib / TepAloT eé camwkom paHo. HactponTe Full Style
Up To n No Ink Beyond (rpynna 5).

e [lbimka 3aKpbiBaeT nepeaHuU naaH. Yeeanubte Haze Start Distance nav ymeHbluimnte
Atmospheric Depth.

¢ JInHnM BbIrNAAAT cTabUAbHbIMU. SOPEKT BbINMOJHAETCA O BPEMEHHOIO CrAaXXnBaHUS
Aukka (TSR/TAA), NO3TOMY KOHTYpPbI CrNaXXnBaroTCs

TaK >Ke, KakK U OCTaJ/ibHO€E |/|3o6pa>|<eHV|e, n He MepLatoT.

e flcHoe Hebo, Ténnoe conHue. CTnab — 370 NocTobpaboTka: OH pUCyeT TO, UTO AAET eMy Balle

ocBelleHne. AcHoe Hebo
M TEMNJI0E CONHLEe PacKpbIBakOT €ro Jiyuylle BCero.

e Debug View (nocnesgHsAa rpynna) nokasbiBaeT MacKy NepcoHaXeu, TONbKO TyLlb Uan

MCNOAb3YEMYHO TNYyOUHY: MONE3HO, YTOObI MOHATD,

YTO «BUANT» dPdeKT.

9. CnpaBoOYHUK NapamMeTpoB

MNpuBeAEHHbIE HMXKE 3HAYEHMA MO YMONUAHUIO OTHOCATCA K MacTep-mMaTtepuany; Kaxapli npecet

nepeonpezenseT 4YacTb U3 HUX.

1 - Ink Outline

MapameTtp Avanason [lo Uro penaer
yMO/IYaHUIO
Ink Strength 0-15 1 Hackonbko cuibHa HapMcoBaHHas OT PYKWN AVHUA TyLUK

BOKpPYr nepcoHaxei. 0 ybupaet Bcto Tyuwb; 1T —

3Ta/IOHHbIN BUA,

Ink Thickness 05-6 2.3 LLnpunHa BHELIHEro KOHTypa B NUKCeNAX Ha ONOPHOM
paccTosaHnn. ABTOMaTMUYECKN UCTOHYAETCS C

PaCcCTOSHWEM.



MapameTtp Avanason [lo YUro penaer

yMoa4aHUIo
Ink Color uBeT (0.05, 0.03, bazoBbil LBeT Tywn. TEMHO-CANBOBLIN BbIFAAAUT
0.05) MSTYe, YEM YUCTbIA YEPHBIN.
Ink Takes Local Color 0-1 0.5 0 = oAuH UBeT Tywn Be3ge. 1 = NMHUA CTAaHOBUTCS
6os1ee TEMHON Bepcyreit LBeTa, K KOTOPOMY MPUMbIKaeT
(KopuuHeBas Ha KOXe, 3e/1éHas Ha TYHUKe), Kak
LBETHOW KapaHZaLw.
Ink Bleed Outside 0-1 0.5 Hackosibko WTpUX BbIXOAUT 3@ CMAY3T, Kak y yras. 0 =
JMHWA PUCYeTCA TONbKO BHYTPW NepcoHaxa.
Ink Brush Breakup 0-1 0.55 MNo3BosAeT TeKCType KUCTU «CbefaTb» ANHWNIO, YTOObI
OHa BbIr1A4ena HapMCOBaHHOM OT PyKK, a He
OTOUNBTPOBAHHOW.
2 - Painted Look
MapameTtp AvanasoH o Yrto genaer
yMOIYaHUIO
Paint Strokes (World) 0-1 0.85 MpeBpallaeT MArkne rpagneHTbl OKPY>KEHWs B
NNOCKME XUBOMUCHbIE MATHA C YETKUMU KPasMu.
0 = pe3koe nsobpaxeHue.
Stroke Size 1-5 2.5 PazmMep >XXMBOMUCHBIX MATEH B NMUKCENSAX.
CToMMOCTb OfMHaKoBa npu Ntobom pasmepe.
Paint Strokes (Characters) 0-1 0.35 Tot xe 3ddekT Ha nepcoHaxax. [epxunte ero
HWXKe, YeM AN MUpa: CAINLWKOM 6oAbLuoe
3HayeHve genaet nLa rpA3HbIMU.
Canvas Grain 0-1 0.25 Jlérkas TekcTypa XoAcTa No BCEMY M306paXKeHMIo,
06beaMHSAOLWAsA NEPCOHAXKEN U MUP.
Stylize World 0-1 1 Kakas gons >XnBonmcHoOro smaa v
LiIBETOKOPPEKLMM AOCTAETCA OKPYXKeHMto. 0 =
MWUP He TPOHYT, NEPCOHAXN COXPAHAOT MOJHbIN
CTUNb.
Saturation 0-2 1.18 Bo3BpaluaeT LBeT, KOTOPbIN OTHUMAET

ycpeaHeHue kpackun. 1 = 6e3 n3MeHeHuN.



2b - Oil Paint

MapameTtp Avanason [lo Uro penaer
yMOIYaHUIO
Oil Brush Strokes 0-1 0.75 Pasma3sbiBaeT kpacky BAOJIb dopm (cTebns, nneya, kpas

KaMHS$), Kak Ma3Ku MacaaHom kuctu. lNaockne obaactu

CNesytoT HanpaBAeHUIO KUCTU.
Oil Stroke Length 0-24 11 [nvHa MacnsHbIX Ma3KoB B MUKCENSIX.

Oil Impasto 0-1 0.3 Cneabl WETUHbI: TOHKNE TPebHN BAOb KaXKA0ro Maska
NIOBAT CBET, KaK ryctas MacnsiHas Kpacka.

Canvas Weave 0-1 0 TOHKOe nsieTeHMe X0/CTa, NPOCTynatoLLee Noj KPackomn.

Canvas Weave Size 2-12 4 Pa3mep nneTeHMsa XONCTa B NMUKCENSX.

2c - Painted Atmosphere

MapameTtp AvanasoH o YUro penaer
yMOJIYaHUIO
Haze Color uset (0.62, 0.78, LiBeT ganbHen abimkin. bregHo-ronybon uet Heba
0.92) 4151 AHEBHOTO CBETA, TEMJbINA SHTAPHBIN 415 3aKaTa.
Atmospheric Depth 0-1 0.7 KveonucHasa Bo3ayLlHasa nepcnekTvea: ganiékne

bopMbI pacTBOPAOTCA B CBETALLENCS, bosee
61esHOW, ronyboBaTon AbIMKeE, Kak GpOHbI B

HapucoBaHHOM durnbme. 0 = BbIK/IHOYEHO.

Haze Start Distance 0 - 20000 1500 PacctosaHue (cM), Ha KOTOPOM HauMHaeTCa AbIMKa.

Haze Full Distance 500 - 9000 PaccTosiHMe (CM), Ha KOTOPOM fbIMKa AOCTUraeT
60000 NOJNHOW CUBbI.

Foreground Color Boost 0-1 0.6 JononHutenbHas HacbILWEHHOCTb B6AN3W Kamepbl,

KyZa nasgaet B3rnsas.

3 - Color Grading



MapameTtp Avanason [lo YUro penaer
yMOYaHUIO
Shadow Tint uBer (0.58, 0.56, LiseT, no6aBnsieMblin B TEHWU. XONOAHbIN
0.92) d1oneToBbIN — GUPMEHHBIN CTUAb. TONBKO
oKpallMBaeT: caMm no cebe HUKOrAa He
3aTEMHSET.
Shadow Tint Strength 0-1 0.85 HackonbKo CMAbHO OTTEHOK TEHEW MPUMEHseTCs
K MUpYy.
Light Tint uBer (1.16, 1.04, LiBeT, nobaBnsiemblin B cBeTa. TENoe 30/10TO Ha
0.86) bOHe X0N0HbIX TEHEN CO34aET XUBOMUCHOE
oLLyLLIeHWe ABYX TeMnepaTyp.
Light Tint Strength 0-1 0.7 Hacko/ibko CMAbHO OTTEHOK CBETa MPUMEHSEeTCs
K MUpy.
Adapt To Scene Brightness 0-1 1 1 = noporv TeHen 1 cBeTa CesytoT 0bLuei
APKOCTN YPOBHS, TakK YTO TEMHbIW Nec 1
CONIHEeYHas MyCTbIHA BbIMAAAT NPaBUIBHO C
OZHVM N TEM >Ke MPEeCceToM.
Tone Edge Hardness 1-40 9 MArkoCTb rpaHuLLbl MeXAy TEHbIO, MOJYTOHOM U
csetoM. ~10 = xunBonuce, 40 = peskoe cel-
LeNAMHT.
4 - Rim Light
MapameTtp Avanason [lo Yro genaer
yMoOYaHUIO
Rim Light Strength 0-1 0.35 Ténnas kariMa cBeTa BAO/b KPaéB NepcoHaXew,
BUAVMbIX MOJ, CKONb3SALLUM YIIOM.
Rim Light Color uBeT (0.95, 0.72, LiBeT karimMbl. 3010TOM A/ TENAOrO roposa, ronybou
0.40) AN NHAYCTPUANbHOrO NOA3EMHOrO ropoaa.
Rim Light Width 05-8 3 Yem BbilLE, TEM TOHbLUE KailMa, HanxKe K caMomy
Kpato.
Rim Light In Shadow 0-1 0.65 [lononHutenbHasa KaiMa Ha nepcoHaxax, CTOALUUX B

TEHWU. YMeHbLUNTE eé ANA HOYHbIX ypOBHEIz, ecin

KOHTYpPbI BbIrNa4AT 6enoBaTbiMU.



5 - Distance & Masking

MapameTtp

Full Style Up To

No Ink Beyond

Line Reference Distance

Occlusion Tolerance

Screen Edge Margin

Advanced - Characters

MapameTtp

Character Brightness

Character Shadow Lift

Character Contrast

Character Contrast Pivot

Avanason o Uto genaer

yMO4YaHUIo

500 - 4200 PaccTosHume ot kamepsbl (CMm), 4O KOTOPOro

20000 NMepCcoHaXkn NoayyaroT NOHbINA CTUb TYLLW.
Mepeonpegensite ero Ana KaXA0ro ypoBHsA yepes
Post Process Volume.

500 - 6200 PaccrosHume (cm), Aanblue KOTOPOro fanékune

25000 NepCoOHaXn TEPAKOT TYLLb U COXPAHALOT TONbKO
cBOM LBeTa. Mexay ABYMA pacCTOAHUAMM TyLUb
NAaBHO 3aTyxaer.

200 - 1400 PaccTosiHue (cM), Ha KOTOPOM LUMPUHA IMHWI B

10000 TOYHOCTW paBHa 3agaHHoW. Vicnonb3ynTe
NPWBbIYHYIO 414 BacC AUCTaHLMIO KaMepbl.

0-50 2 [MepcoHaxu, CKpbITble 3a CTEHaMW, He Moay4YatoT
CTUb (KOHTYPbl HE BUAHbI CKBO3b CTeHbI). Cnerka
yBeANYbTE, €CNN CTUAM3aLMA MepLaeT B TOUKax
KOHTaKTa.

0-16 4 Mukcenn y rpaHnLbl 3KpaHa, ocTarolmecs 6e3
CTUAM3aLMK, YTO NpegoTBpaLLaeT aptedakTbl No
KpasMm. Ha npakTnke He3ameTHO.

AwnanasoH [lo Yto genaer

YMOJIYaHUIO

05-2 1.08 O6Lee NoBbILLIEHWE APKOCTU TOBKO A5
nepcoHaxem.

03-15 0.78 3HaueHwue HXe 1 NpuNogHMMaEeT TEMHbIe
TOHa NEPCOHaXeW, He Nepexmnras nx ceeTa.

0.5-25 1.3 KoHTpacT nepcoHaxket OTHOCUTENbHO MX
COHCTBEHHOrO MOAYTOHa.

0.02-0.8 0.3 MonyToH, CnoNb3yeMblii KOHTpPacToM. Huxke

— OCBETASET TEMHbIE MaTepuanbl, Bbille —

3aroHseT UX B YEPHBIN.



MapameTtp

Character Saturation

Keep Original Character Colors

Character Shadow Tint

Character Light Tint

Advanced - Ink

MapameTtp

Inner Line Width

Inner Lines From Shape

Inner Lines From Surface Detail

Shape Line Threshold

Surface Line Threshold

Surface Line Softness

Outline Softness

Anana3soH

AvanasoH

025-4

0.005-0.3

0.01-1

0.02 -1

Mo

yMOJI4YaHUIO

1.25

0.6

0.25

0.45

Mo
yMo/luaHUIO

1.1

0.6

0.05

0.55

0.2

04

Uro penaer

NHTEHCMBHOCTD LiBETa MEPCOHAXEN.

Bo3BpallaeT nepcoHaXam X NCXOAHbIe
OTTEHKM, COXPaHSAS CTUIN30BAHHOE
oCBeLleHMe, UTobbl OHM HUKOTAa He

BbIrA4eV 61EKNBIMN Ha TEMHbIX YPOBHSX.

OTTeHOK TeHel Ha nepcoHaxax. [lepxuTte
€ro HM3KMM: TEMHasa Koxa nan metann —

3TO He TeHb.

OTTeHOK cBeTa Ha nepcoHaxax.

Yto genaer

LLivprHa BHYTPEeHHWX IMHWIA (pyKa nepes,

Te/OM, Opy>Xue nepes 6espom).

BHyTpeHHMe IMHUK TaMm, rae reomeTpus
nepekpbiBaeT caMy cebs. HagéxHo

paboTaeT Ha 1FOOOM MepcoHaxe.

BHyTpeHHMe avHumn 13 normal map. Mo
YMOY@HUIO BbIKNHOUYEHO: Ha OAETbIX
nepcoHaxax KaXJabl OB CTaHOBUTCS

JINHNEN.

Mepenag rny6uHbl, HEO6XOAMMBIV ANs
PUCOBaHUSA BHYTPEHHEN ANHUN. Huxe =

BobLUe NNHUN.

Vi3meHeHwue yria, Heobxogmmoe Ans

pncoBaHMA TMHNN NMOBEPXHOCTW.
MSArkocTb AMHUM NOBEPXHOCTN.

PacTtywéska KoHTypa. Bbiwe = 6onee
MSITKWI, YTONbHbIN LUTPUX, KOTOPbIN

HUKOrga He MepLuaeT.



MapameTtp AvanasoH [lo
yMoa4aHUIo
Line Wobble 0-3 0.6
Line Charcoal Grain 0-1 0.55
Minimum Line Scale 0.05-1 0.35
Advanced - Paint
MapameTtp AwvanasoH [lo
yMoaYaHUIo
Brush Texture Scale 05-16 4
Grain Texture Scale 2-64 22
Shadow Threshold 0-1 0.34
Light Threshold 0-1 0.66
Shadow Exposure 03-15 0.88
Light Exposure 05-2 1.08
Reference Scene Brightness 0.05 -1 0.53

Advanced - Team Colors

Uto genaer

durKcMpoBaHHas pyKOTBOPHas HEPOBHOCTb
AnHMM B nukcensax. OHa HMKoraa He

«KUMAT» Ha HEMOABMXHOM MepcoHaxe.

Mo3BonseT bymare NnpocTynaTb CKBO3b

JVHWIO, KaK Yy Yras.

JIMHUK HMKOTA@ HE CTAHOBATCA TOHbLUE
3TOW [0V NPW YAANEHUW, NO3TOMY Aanékme

MepCoHaXn COXPaHAIOT YMTaeMblil KOHTYP.

Uto penaer

Pasmep TekcTypbl KMCTU, pa3buBatoLLen IMHUN

W TpaHULLbl TOHOB.
Pa3mep MenKoro 3epHa XocTa 1 yras.

ﬂpKOCTb, HW>Xe KOTOpOI‘/JI nukKcenb CHNTaeTCA

TeHbtO (MPY OMOPHOM APKOCTU CLIEHBI).

ApKOCTb, BbiLLe KOTOPOW NMUKCENb CUMTaETCA

CBETOM.

EAVHCTBEHHBIV NapameTp, KOTOPbIV 3aTeMHSET

TeHn. 1 = 6e3 n3MeHeHun.

OcBeTasieT uamn NPUTEMHAET TOH CBETA. 1 = 6e3

M3MEHEeHWN.

ApKOCTb CLieHbI, MPY KOTOPOWN MOPOru
MCMO/Ib3YHOTCA Kak 3aAaHbl. YcTaHOBUTe eé
paBHOW CpefHel SPKOCTA BaLLero ONOpPHOro

YPOBHS.



MapameTtp AvanasoH [lo Yro genaer
yMon4aHUIO
Team Colored Ink  0-1 0 1 = Tywb 6epéT uBeT KoMaHabl 13 stencil Custom Depth
(1 = komaHga A, 2 = komaHga B). lNomoraeT untaTb
KpyrnHble 6own.
Team A Ink Color  uBert (0.20, 0.60, LiBeT Tywn ans 3HauveHus stencil 1.
0.95)
Team B Ink Color  uBet (0.90, 0.20, LiBeT Tywmn ans 3HaueHus stencil 2.
0.30)

Advanced - World Sketch Lines

MapameTtp AvanasoH [lo Uro penaer
yMo/lyaHUIo

World Sketch Lines 0-1 0 Heobs3aTesibHble yrosibHble JIMHMM Ha OKPYXXEHWM B
MecTax pa3pbIBOB r1ybuHbI (ckana Ha doHe Heba,
fepeBo Ha ¢GoHe TpaBbl). 0 = BbIKAHOYEHO.

World Line Width 05-6 2.5 LLInprHa INHNA OKPY>KEHWS.

World Line Threshold 0.005-0.5 0.05 PazpbIB rny6u1HbI, HEOHXOAMMbIA AR MNHUN MUPa.
Bbile = TONbKO KPYMHble CUNYIThI.

World Line Grain 0-1 0.45 YronbHOe 3epHO NNHNI MUpa.

Debug
MapameTtp Avanason [lo YUro penaer
yMOYaHUIO
Debug View 0-6 0 0 = BbIKAtOYEHO. 1 = Macka NepcoHaxem, 2 = TOIbKO Tyllb, 3 =

Hopmanb GBuffer, 4 = rnybuHa nepcoHaxen, 5-6 = ckBO3Hble

TeCTbl.



10. Aemo-ypoBeHb

Default

Default




Default

..\'

OTtkpouTe Demo/Maps/L_SAP Showcase W HaxmuTe Play. Kamepa csobogHan: WASD v MblLub,

utobbl feTaTsb.

Ha yposHe ctonT ognH BP_SAP_Style_Default, kotopbin packpawmBaet Bcro cueHy. lMonpobyrite
Apyrue ctuam camu: yaanute ero, nepetawmte BP_SAP_Style_BoldInk (nan gpyroui Blueprint ctuns)
N NOCMOTPUTE Ha M3MeHeHMe BO BblonopTe. 3ateM nepetawmte BP_SAP_StyleZone, utobbl 3azaTb
oTAeNbHOMN 061acTu CBOM CTUb.

OcBelleHVe 4eMO — CTaHAapTHoe ocBelleHne Unreal, HacTpoeHHOe ANs NPe3eHTaLMmK: OHO He
BXOAMT B HAOOP. YPOBEHb M €r0 MELIN HY>XXHbl TOIbKO A5 AeMOHCTpauum 3ddekTa: nanky Demo

MO>XHO yAaNnTb.

11. Noaaepixka

Bonpocel, 6aru, naen: ceaxntecb ¢ TINY RPG uepes ctpaHuuy npogasua Ha Fab. Moxanyncra,

yKaXkvTe BEPCUIO ABMXKKA W, MO BO3MOXHOCTU, ckpuHLWOT ¢ Debug View, yctaHoBneHHbIM B 1.

TINY RPG - Unreal Engine 5.4 - 5.8



