Stylized Arcane Process

—EFTF Unreal Engine 5.4 = 5.8 FIFLRNXIS/FHISLIE (Post Process) X45R. ErREE(EA 3D 175
TH—IEFLEE: REAERER. RBRANTERRXINEENE. HEERM. mENLERRY
£E, UKERAENFLRESRE. —MWR, AENRR, FiESHYRI i@,

1. BREASE 7. MBERER (FTiE)
2. (RE EF — ABNIXRFRRENE (10%) 8 EnSaiHE
3. FEBRIREICER 9. BHizF

4. Style Zones — BMXIBARIRIFNN 10. @K R

5. AEMR 11. 325F

6. FTIE(RE CHIFNIL

Stylized Arcane Process

ik SEN

PostProcess/Materials M_SAP_Master — SR AK, (REEFIFHE.



Xk RE

PostProcess/Presets FEFERVBRYINIE (#4RSLf) : Default, Bold Ink, Watercolor., Moonlit
Night, Industrial Undercity,

PostProcess/Blueprints BP_SAP_Style_Default, BP_SAP_Style_Boldink, BP_SAP_Style_Watercolor,
BP_SAP Style MoonlitNight BP_SAP_Style_IndustrialUndercity — {$EH—1
AR, BIMEEMKLUETNZAE. BP_SAP_StyleZone — — M R1K, R1E
HIRRAMN Fﬁi/\ﬁu, FEAFUEFITE.

PostProcess/Textures T_SAP_Brush — AT SAEEILRINERISEE,
Demo —MERBERBGTIVNEERRAR. AEFHREFS: (ReJLAMBRIEES 4,

wiE, THEE: XEERERR. ERTHIME, TIEREEIER C++,

2. (RIELF — ABAXKFRENE (108)

BP_SAP_Style Watercolor

1. £ Content Browser (IZSIS58) FHFTFF PostProcess/Blueprints ,
2. ¥ BP_SAP_Style Default fEAXE., NELXEE: BBERENETE,
3 TGEEo —ED;&%A ;kl&m%gug/l\ﬁﬁo

BMXUISEEEE— NI Post Process (Infinite Extent) , TB— IR, BEIEMWR, BILE
WEPENEFE.



SHIRIMR

o MPREMENXISIEE], ASHEAS—: BP_SAP_Style_Boldink,
BP_SAP_Style Watercolor, BP_SAP_Style MoonlitNight =,
BP_SAP_Style_IndustrialUndercity,

o BPMRRARE—NXIBEE: MIMERRS.

o WIEH—LEEE, EPIZIEE, Bkt H Style 28{4, 7£ Rendering Features — Post Process
Materials FAJLUEREMTTR (BRE SRR, W58 6 75) . Blend Weight ((BES1XE)
RENBHNAEE (1=5%2) .

BMHE: (FHIRESAHI Post Process Volume

1. TEX~FME—"" Post Process Volume ([SGHIMEATR) |, Suk{REGHI.

2. 7£H Details panel (4HT5EIR) &, 4)i% Infinite Extent (Unbound) (FIRSEE) , FEHEBEZ
BIPXR~R.

3. ¥JFF Rendering Features — Post Process Materials (GERINRE — FEEIMNEMR) , = +,
EHE Asset reference ([7F5|[H) , RGIEEN MI_SAP_Default (E{HIEMTNR) .

4. 55h%. LERIRES—IRMERN FAEIZEAEH.

3. AAERYELL0ER

LEINMERTEEYR. BEREBRSAHIESA Custom Depth (BENXRE) HIMNEE,
LEFRIRREBPEAN AT E E.,

1. %P AEENMIEAZBME (Skeletal Mesh 8 Static Mesh) .

2. £ Rendering &1, 74Ji% Render CustomDepth Pass ((ERBEEMREIRE) .

3. Project Settings (IMEIRE) — Engine — Rendering — Custom Depth-Stencil Pass (BEN
RE-RIRIBE) ¥R Enabled (5|ZENANE) . AEFHANBERE (F7F) , BEHIR
79 Enabled with Stencil.



4. Style Zones — B XIEARAIFMR

& BP_SAP_StyleZone fEANX~. EEEANE, BECHURSEBHRERINR, HAFRLHEFS
B, HEMEE: [EYXRENLETR— 1 EERIN. BIRFS. Boss fi.

FETLIEAER: — N XUSIEE (fI20 BP_SAP_Style Default) 4#HIEN KR, JIMNXIEERER
BERSNI.  XIERT Priority 79 1, XUSIEEIA 0: EHEAREE, XEER.

o FEER/N: 155 Zone BHFHENH Box Extent (2SBE]) , S48z Actor,

o JEIRHNI: % Style B4 — Rendering Features — Post Process Materials — EX—/ Mg,

o ITEMIFFFEE: Style A4 EAY Blend Radius (BE¥R, BfIA cm) .

o fUSEHK: WRMNMXIKES, Priority (L5EHK) ESELEN. BHRIFEAT 0, FRBBRES
F2BXIE,

XIFIIAAIZBFNAIUE, MARABNUE: BEE=ATRUAT, BEITABSEERL,
EIBEXEIREBREA,



5. hAEfng

Default

Watercolor

Moonlit Night Industrial Undercity

g Blueprint SpR

Default BP_SAP Style Default SN BRYRERYE. REBRIBER.
EEf., FNNE%., NXBEFA.

Bold Ink BP_SAP Style BoldInk MMRSEL, TEMIMIREPELSR, WHE
ﬂ]@, Egﬁ gﬁ/'f'tﬂl.]lxu_tX)blu o

Watercolor BP SAP Style Watercolor TEITEEE: NMEFRVELD. EfpEkL.
FEOGEEITEFIXHENER.

Moonlit Night BP_SAP Style MoonlitNight RIEEER,. SHBEARIERYS. IEGHERHI

£E, KIBNE. THREFME, BAERX
BRI R,



Fug Blueprint VISUl

Industrial Undercity  BP SAP Style IndustrialUndercity f#REEER. BIINBSEREGTISERSE
. RIENTIVSE.

6. FTiERE SRIFMR

Oil Brush Strokes 0 Oil Brush Strokes 1

’ Def_ault |

o

-
tﬂ:’.ﬁ"'&" e ¥
oS

W

FEERFERFETIINR (EHSBEIER) . BXEM:

1. ARRERATUR — Create Material Instance (SIFE#ESLHI) , SEHEEHIZNRE 28I
e,

2. FIFHRAUFSL: FREIREEIRREDEAS, NEEEN (1) FIHEHEAR
(Advanced) . IERTNKENESE, RioiEsiEE: MOSLE.

3. BRIAEBEEERRE LI EEEER. 88 CEfIEAMBENTESIRLSE 9 1.

BEEANIJRETHIZSE: Ink Strength, Oil Brush Strokes, Shadow Tint, Light Tint, Saturation,
Atmospheric Depth,



7. PAMRERE (RJiE)

T RIBEZ Aiiek, SBEerI LAt EPAMAEE:

1. 48 Custom Depth-Stencil Pass i%/9 Enabled with Stencil (553 73) .
2. EB NAEMIEIK L : Custom Depth Stencil Value = 1 &< ABA, 2 37 B BA.
3. TE{REYFIE S, I8 Team Colored Ink i 1, Fi%k#%E Team A / Team B Ink Color,

8. RS EHIE

o RBIEMEN. BUEXFTHEEE I XIEIEE. EFRIRE S Post Process Volume, &
WBEBREE/A Unbound (RGEHEEMTHREE) , LARFNIZREEEFIFE Post Process
Materials FEINE A 1.

o ABRAERE. HMIEA LB 4k Render CustomDepth Pass (553 1) .

o SHFIIRERR., RTASHIUXMER, MNRTEHBERRELHINING, BIEGAIRS
Occlusion Tolerance,

o BEAREANE. Z/MIEEEERE/CIERAY. ERAY Post Process Volume #1, 15
Exposure — Min EV100 71 Max EV100 iZ/9tBREAYE (BTN 1 FH48) . AASTEZE Exposure
Compensation (BEJ¢kM=) .

o IHABEEFRREIR /iHKRKEE, JFZ Full Style Up To #1 No Ink Beyond (55 54H) .

o EEIEMFTIABIS. IES Haze Start Distance, T([&{[k Atmospheric Depth,

o LFRFERRMIEE. 12V RES ZRINEIMETIES (TSR/TAA) ZENETT, FLEBSKER
HREo—F0 8, AR,

o MEBARYKRZ, RERAIBEYE. ZXIBE—FEHIME: SieiRRECRFTRMENERE. BRA
R MEERAEYtREELL B HE.

e Debug View (FRfg—4H) tIEr-ABIES, BRIMNELSFERRRE: BT EERE
"7 H4.

THEOMEANEMRIFOAME: BN TURESBEETRI—ED.

1 - Ink Outline



Parameter Range Default What it does
Ink Strength 0-15 1 REFEFLREENEE. 0 FrxeRREL; 1 AEE
.
Ink Thickness 05-6 23 SMEERREERE, B ASEIEBLAEGE. MIEEEINEE5)
354,
Ink Color color  (0.05003,  ELHEMEE, REFEIVERERKEZR.
0.05)
Ink Takes Local Color 0 -1 0.5 0 = B FERE—MER., 1 = HRTHEEMEENRR
WA (RREREAIRE, REEIMK EAGRE) |, KIUEBHBE,
Ink Bleed Outside 0-1 0.5 EMECERINGHIER, RUURKENIE, 0 = LERRHE
RERED,
Ink Brush Breakup 0-1 0.55 WERISORR S, FHERRGFERMARIRELER.
2 - Painted Look
Parameter Range Default What it does
Paint Strokes (World) 0-1 085 IBINEP RTINS SR AEGR, 0=15
MrRYREEA.
Stroke Size 1-5 |25 LEBHRAIAN, BAAGE. (FER/NIEREFEHEER.
Paint Strokes (Characters) 0-1 0.35 SRENAREINMR. BREFETENSE: I5ait
EEREEEE,
Canvas Grain 0-1 0.25 EEE N EENEMEHSOE, SHRESHFARA—EK.
Stylize World 0-1 1 INEIEZREINIFIRAEREE. 0 = HFRERERE, A
IRETTENIE.
Saturation 0-2 1.18 MBS ETEI TR ERNEE. 1= 72,
2b - Oil Paint
Parameter Range Default What it does

Oil Brush Strokes 0-1

Oil Stroke Length 0-24

0.75

IREEAERR (T, Bl SER8) Bk, ORHEEH.

B XN ERFEE R R
HEEMINRE, BAUNGE.



Parameter Range Default What it does
Oil Impasto 0-1 0.3 EFRT: BBEEMNE/NSEHIEYE, NRERHE,
Canvas Weave 0-1 0 R 70 BIAYRZRAE D,
Canvas Weave Size 2-12 4 EfRRLASHIR/N, BB,
2c - Painted Atmosphere
Parameter Range Default What it does
Haze Color color (062,078, EHEEBNHE. BXAXKER, RSHERIEAG,
0.92)
Atmospheric Depth 0-1 0.7 LEXESEN: FARENRARS. &%, R
BNEERF, WRSEBEZNESR. 0 = X,
Haze Start Distance 0- 1500 EEFHRHIANES (cm) .
20000
Haze Full Distance 500 — 9000 EBAEEAEENIER (cm) .
60000
Foreground Color Boost 0 - 1 0.6 ESEREBGN. NS mrECEIMEINEFIE,
3 - Color Grading
Parameter Range Default What it does
Shadow Tint color (058,056, EANERAEG. RREBETSUHIN. (NEE: BEXR
0.92) BB EEERE.
Shadow Tint Strength 0-1 0.85 FRs EEN BT HRIEE.
Light Tint color  (1.16,1.04, EAENHEE., BEEERLBHER, EEHNER
0.86) RO EIRTR.
Light Tint Strength 0-1 0.7 SEPBIEN AT HRAGEE.
Adapt To Scene Brightness 0 -1 1 1 = [BASERERBXRNEASE, BLE—
g ™, SRR EE 2 I 1Ef
AU,
Tone Edge Hardness 1-40 9 . PEENSESRZEIARNZIEE. 2910 = LE

&% 40 BRI REESR.



4 - Rim Light

What it does
ARtNs (LARSTAMER) HIN—BEE A,
Yoomigne., EeRmAse, It RESE.

HEES, JOoEE, BRI,

ST IR PRI BEIMNEINECERYE. SNRRIAIXRATECED
BiexkH, BEEE.

What it does

EEEGNZIE (cm) DLNBNAESIREEAISEEL NS,
AJ181d Post Process Volume & kKRB,

BULEES (cm) &, TR skAEL, RREH
&, EXHNEEZE, BSaFEXE.
HFBESREETE SIS (am) . BERIFE
RUEEHLEER.

BEEENABASKENSER (FaETIEESD
EE) . SNSRFARRALRIXASUERHILIANE, BREHIRR

FRINGIRISLIENSHIGEREL, ANERnSIRit. LR
{ERHRARI .

Default What it does

Parameter Range Default

Rim Light Strength 0-1 0.35

Rim Light Color color (0.95, 0.72,

0.40)
Rim Light Width 05-8 3
Rim Light In Shadow 0-1 0.65
5 - Distance & Masking

Parameter Range Default

Full Style Up To 500 - 4200
20000

No Ink Beyond 500 - 6200
25000

Line Reference Distance 200 - 1400
10000

Occlusion Tolerance 0-50 2

Screen Edge Margin 0-16 4

Advanced - Characters

Parameter Range

Character Brightness 05-2 1.08

Character Shadow Lift 03-15 0.78

Character Contrast 05-25 13

Character Contrast Pivot 0.02 - 0.3

0.8

(eI ERNEBEIRSERTT.

(BT 1 HSRESACHESERE, BRNfTSREES

ABIILE, EBSHGEENPO.

XLUERTERIFERE, BRSEREEMER, 5
SCEERRE.



Parameter Range Default What it does

Character Saturation 0-25 125 AeElNerEE.
Keep Original Character Colors 0 -1 0.6 EREBNSICCRNER, EARBRANEHEREE

], EEESEX FHASRERX.

Character Shadow Tint 0-1 0.25 AE P ER. BRFRE: ReREsEEH

=R .

Character Light Tint 0-1 0.45 A R=EEA.

Advanced - Ink

Parameter Range Default What it does

Inner Line Width 025-4 1.1 WEPELERNEE (BRRIANFE. BEfpAE
E8) o

Inner Lines From Shape 0-1 0.6 IV RESESNERRIAEESR. e HEEED
G

Inner Lines From Surface Detail 0 -1 0 H AN EERMRIRER&S. AKX EFERY
At L, S EREESTHR—FRE.

Shape Line Threshold 0.005-  0.05 RHINEEERTRIRERE. M, &&REE.

0.3

Surface Line Threshold 0-1 0.55 SRR ALEITENAREDRW,

Surface Line Softness 001-1 02 RELEZNIZFERE.,

Outline Softness 002-1 04 BEFRIPIRE. WE, SN, BERE, H
BARSNE.

Line Wobble 0-3 0.6 KEXETEIFLEE, BUAGR. BFlNmeLe
A .

Line Charcoal Grain 0-1 0.55 KBS REZEI, WRKE.

Minimum Line Scale 005-1 035 HFRETA TR ETIX—LEE, ELizEitavs

R EEM T IERTEC ER.

Advanced - Paint



Parameter

Brush Texture Scale

Grain Texture Scale
Shadow Threshold
Light Threshold

Shadow Exposure

Light Exposure

Reference Scene Brightness

Range

0.5-
16

0.3 -
1.5

05-2

0.05 -
1

Advanced - Team Colors

Parameter

Team Colored Ink

Team A Ink Color

Team B Ink Color

Range Default

0-1 0

color (0.20, 0.60,
0.95)

color (0.90, 0.20,
0.30)

Advanced - World Sketch Lines

Parameter

World Sketch Lines

World Line Width

World Line Threshold

World Line Grain

Default

4

22

0.34

0.66

0.88

1.08

0.53

Range Default
0-1 0
05-6 2.5
0.005 - 0.05

0.5

0-1 0.45

What it does

AT TREFMBENRAERISGREA/N,

R E AR EFAIAI AN,
BT ZRENGREIARY (ESEHESET) .
BT IZRERGEEMASER.

ME—RELLRRR ARRERIEHIN. 1 = 73,

RRNEESISEE, 1= 7%,

BEEMN\EREERINNAYZRSE. BRHRIRNIR
HNEEXRRFHERE.

What it does

1 = 82 M Custom Depth #EtR{EFEREBMEEE (1=ABA, 2
=BPBN) . BEITEEANIRE S,

BER(ESN 1 REEE,

RIRMEDS 2 RTRISELERE.

What it does

AIERIERELS, SHEMRTREHRRE (FEHKRE.
AXJER) . 0 = XiF.

INGRZRIEE.

ERHRLRATERTRRIR, 85, RUREARIECES.

HRE AR ETALL,



Debug

Parameter Range Default What it does

Debug View 0-6 0 0=3XM, 1=MABES, 2= X&EL, 3= GBufferix, 4= ABRE,
5_6 = Eﬁi)ﬂ“ﬁto

10. J@RXE

Default

Default




Default

¥TFF Demo/Maps/L_SAP Showcase , Bth Play (%ﬁﬁ) . BEATBE/mMEsn: R WASD flER K17.

<R RIE T BP_SAP_Style Default, BLHEMNMFR, BEEZREMINL: HERE,
)\ BP_SAP_Style BoldInk (EREMBXIEIEE]) , BIRIEROFEEIZW. AREA—D
BP_SAP_StyleZone, SJFEANXEEFEECHIINL.

EAIERRE Unreal BFREEYEER, NERMERE: EABTARRE. X RREMNBIKXETE
TR ARAJLARBR Demo 3Z443K,

11. 3285

IBJRX, Bug. X : 15i@IY Fab SESKTUEEAZ TINY RPG, BIRMRAVSIEEMRA, a0EwRIRE, iBMY L
Debug View 1% /9 1 FSRYEE].

TINY RPG - Unreal Engine 5.4 - 5.8



