FALCOENGINE - BCTPOEHHBIE MATEPUAIbI

FALCOENGINE

PykoBoACTBO N0 BCTPOEHHbIM
MaTepuanam

HasHauyeHue, pasnuunsa noxoxmx MmatepuanoB 1 npakTuyeckme npasuna Bolbopa ong
MeshRenderer, Terrain, DecalRenderer, ParticleSystem, Sky n Water.

[(maBHbIV NpyHLUMN

HenpospayHas ocBellaemas reomeTpusi 0bbi4HO ncnonb3yeT DeferredStandard. ForwardStandard HyxeH
npexge BCero Ana HacToswen npo3pavyHoctn, mesh decals u cneunaneHbix Forward-3agay.
KomnoHeHTHble maTepuansl Terrain, ParticleSystem, Sky, Clouds n Water cnegyet npyMeHATb TONbKO
Yepes3 COOTBETCTBYHOLLMNA KOMMOHEHT.

MaTepuvan nogroToBreH no pesynbTatam runtime-ayauta BCTpoeHHbIX Wwenaepos. Tectbl DeferredStandard, ForwardStandard n
UnlitStandard: PASS.
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1. MaTtepuan v weungep

dann .shader onpegensieT anropuTmM OTPUCOBKU: MPOXOAbl, OCBELLEHNE, CMeLUnBaHNe, 3anmchb ryouHbl 1
OOCTynHble napameTpbl. Pann .material sBNAeTCA IK3EMNNIAPOM LLenaepa C KOHKPETHbIMU TEKCTYpaMu, LiBeTamm
W nepeknyaTensamm.

lMpakTryecky BCTPOEHHbIM material asset crnefyeT ncnonb3oBaTh kak obpaseL;: co3aaTh KOMuio B narnke npoekTa,
Ha3HaYUTb HYXKHble TEKCTYPbl U BKIMIOYUTL COOTBETCTBYIOLLME NepekntodaTenu Has ... map. 3anonHeHHbIn crnot
TEKCTypbl 6e3 BKIIOYEHHOTO NEpeKoYaTens He akTUBUPYET KapTy.

OcHoBHble PBR-kapTbl
* Albedo - 6a30BhkIN LIBET MOBEPXHOCTN 6€3 HAPNCOBAHHBLIX BITMKOB N TEHEW.
* Normal - menkun penbed 6e3 yBenmyeHns yncrna nonmroHos.
* Metallic - pasgeneHve meTannos 1 AN3NEKTPUKOB.
* Roughness - lWuMpuHa 1 pe3kocTb OTPaXXeHUs: MeHbLLE 3Ha4YeHne o3Ha4YaeT Gonee rnaakyto NoBepPXHOCTb.
* AO - nokanbHoe 3aTeHeHne yrnybneHun, oTHocsLeecs k ambient n indirect coctaBnstoLen.

* Emission - coGcTBEHHOE CBEYEHNE MaTepuana.

2. OcHOBHbIe MaTepuanbl 06bLEKTOB

Matepuan Koraa npuMeHsTb OrpaHuyeHus

DeferredStandard naeHbIi PBR-maTepuan Henpo3payHbix 06 beKTOB: He npepHasHaueH onsa HacTosiwero alpha
OKpY>XeHUe, CTeHbl, Mebenb, Opy>Kune 1 NePCOHaXM. blending.

ForwardStandard Monynpo3spayHble noBepxHocTu, mesh decals n 06beKThl, [NepecunTbIBaETCS NO UCTOYHUKAM CBETA;
KoTopbIM TpebyeTcs Forward-oTpucoska. 6e3 HeobX0aMMOCTH He NCMOMNb30BaTb

maccoBo BMecTo Deferred.

UnlitStandard OkpaHbl, MapKkepbl, AeKOpaTUBHbIE N300paXKeHUs 1 He pnaet dwmsunyeckn ocsellaemyto
3MeMeHTbI, LIBET KOTOPbIX HE AOMKEH 3aBUCETb OT CBETA. NMOBEPXHOCTb.

UnlitStandardAddirive Benbiwku, nasepol, 9HepreTnyeckne addekTbl 1 Opeorbl He nogxopaut ans crekna n obbl4HOM
Ha TeMHOM cpoHe. npo3payvyHoCTK.

DeferredStandard n ForwardStandard

O6a maTtepuana nogaepxmaatoT noxoxuin PBR-Habop. PasHuua HaxoguTes B aTane peHgepa.

» DeferredStandard cHavana 3anuceiBaeT cBorcTBa noBepxHocTu B G-buffer, nocne yero ocselleHve
paccuMTbIBaeTCs AN CUeHbl. 3TO OCHOBHOM BbIGOp AN HEMPO3payHOM reOMETPUN U HECKONBbKNX MCTOYHUKOB
cBeTa.

» ForwardStandard paccunTbiBaeT CBET HENOCPEACTBEHHO NMPU OTPUCOBKE 0ObekTa. ATOT NyTb HEOOXoanm Ans
alpha transparency u cneuyunarnbHbix Forward-adpdekTos.

MpaBuno BbiIGopa
Henpo3apayHbii 06bekT - DeferredStandard. Monynpo3payHoe cTekno unu cneumaneHbii Forward-adpdexT -
ForwardStandard.
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Unlit u Additive

UnlitStandard ncnone3yet 06bI4HbIV LBET 1 alpha blending, Ho He pearupyeT Ha Directional, Point n Spot Light.
UnlitStandardAddirive npubaBnsieT LUBEeT K (hOHY: YepHbI NPAKTUYECKM UCHE3aEeT, a ipKMe y4acTku co3gatoT
CBeYeHue.

3. Terrain u Triplanar

Matepuan Koraa npuMeHsTb OrpaHuyeHus

DeferredStandardTerrain OCHOBHOI HeMpo3payHbI MaTepuan koMmnoHeHTa Terrain.  HasHauaeTtcs Terrain, a He 06bIYHOMY
CwmelumBaert terrain layers v y4acTtyeT B MeshRenderer.
Deferred-ocBelyexun.

StandTerrain Forward-BapuaHT Terrain ans Forward-cueH n Mpwn 60MNbLIOM YMCEe NCTOYHUKOB
cneumarnbHbIx TpeboBaHWI COBMECTUMOCTM. CBeTa MoTeHLMarbHO JopoXe
Deferred.
DeferredTriplanar Ckanbl, newyepbl, 06pbIBbl 1 MELLUU C NIIOXO0MN 370 He Terrain-maTepuan;
UV-pasBepTkoii. [poeLupyeT TEKCTYypbl MO MUPOBbLIM CcMelLMBaHue crnoeB TpebyeT vertex
ocaMm. color COLORO.

DeferredTriplanar ocobeHHO noneseH Ha KpyTbIX CKIOHaXx, rae obblyHast UV-TekcTypa pactsrmBaeTcs. Tpu
Habopa Albedo, Normal n Roughness cmelunBatoTcs Yepes LBET BEPLUMH MeLla.

4. Decals

DefferedDecals.material npumeHsieTca Tonbko Yepe3 DecalRenderer. [NpoekTop M3MEHSET CyLLECTBYHIOLLYIO
Deferred-noBepxHOCTb 1 NOAXOOUT ANs rPSA3K, CrefoB, TPELWMH, HAANUCEN U NOBPEXOEHWNA.

* Matepuan Henb3s HazHayaTb 06bivHOMY MeshRenderer.

* [MoBepXHOCTb BHE 06BEMa NPoOeKTopa AOSKHA 0CTaBaTbCA HEU3MEHHON.

» Heckonbko nepekpblBatomxcs projected decals noka MMetoT U3BECTHOE OrpaHUYeHne KOMMO3ULUNA.

Ecnun decal sBnsieTcst otaenbHom reomeTpuent ¢ cobecteeHHon UV-pasBepTkon, npumeHsieTcst ForwardStandard ¢
BKMOYEHHbIM pexumom Mesh decals.

5. PactutenbHOCTbL

Matepunan Korgaa npumeHsaTb OrpaHuyeHus

NatureaGrass TpaBa n getanu, cosgasaemble cuctemon Terrain. He npenHasHayeH anst o6bl4HOrO
Cube.
StandTreelLeavs MelLun nucTBbl, OTAENbHBIE MIOCKOCTU U TekcTypa A0oMmKHa MMETb KOPPEKTHYHO
nepecekarLmecs: KapTO4KM PacTUTENBHOCTU. alpha mask.

O6a maTepuana ncnonb3ytoT alpha cutout: nukcens nMbo oTobpaxkaeTcs, NMBoO NonNHOCTLIO yaansdeTtcs. Ons
NINCTBbI 3TO 0ObIYHO HAAEXHee 0ObIYHOM NPO3PAYHOCTU, MOCKONbKY YMEHbLLIAET NpobremMbl COPTUPOBKA U
Nno3BOMnsieT NOBEPXHOCTU yvacTBoBaTh B depth test.
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6. Particles

Particles.material HazHayaeTcs Yepes ParticleSystem.

» Additive = off - gbIM, NbINb 1 MArkMe YacTuubl ¢ 06bIYHON NPO3PAYHOCTLIO.
» Additive = on - OroHb, BCMbILKK, NCKPbI N 3HEpreTnyeckne apdeKThbl.

» Z-Write = off - TunuyHasa HacTpovika, 4Tobbl YacTuLbl HE CKPbIBany reoOMeTpuio 1 Apyrme Yactulbl No3aau.

7. He60 n obnaka

Martepuan Koraa npumeHsaTb OrpaHuyeHus

SkyboxProcedural [rHamuyeckoe HeBO Co BpeMEHeM CyTOK, CONHLIEM, TpebyeT GonbLue HacTpoek, Yem
3B€3aMUN 1 TEKCTYPHLIMU CNOsSiMKU 0BaKkoB.. rotoeast cubemap.
SkyboxStandart CraTnyHas cubemap-naHopama, korga guHamuka Heba HyxxHa koppekTHas cubemap 6e3
He HyXHa. nepenyTaHHbIX rpaHen.
Clouds / CloudSystem CawmocTosaTenbHas AnHaMmyeckas cuctema obnakoB ¢ Jlyyiie ncnonb3oBaTb BHYTPEHHWIN
Coverage un Density. mMaTtepuan KOMMOHeHTa C
aBTOMAaTUYECKN Ha3HaYeHHOMN noise
texture.

Skybox-maTepuansl HasHavatoTcsa kak Sky Material B okHe Lighting, a He komnoHeHTy MeshRenderer.

8. Water

StandardWater sBnsieTcst CKpbITbIM CUCTEMHBLIM LLENOEPOM, KOTOPbIA co34aeTcst kKomnoHeHTom Water.
OTtpenbHbI material asset 06bI4HO He TpebyeTcs.

* MoooepxmBaeT BOMHbI, MEHY, OTpaxeHue, npenomnenune, caustics n depth-based okpacky.

» ForwardStandard MoxeT co3aaTtb CUHIOK NOMynpo3payHyto MIOCKOCTb, HO HE 3aMeHSeT NonHoLeHHbIn Water.

9. CuctemHbiun Deferred Light

StandardDeferredLight.shader Henb3si Ha3Ha4MTL 06BbEKTY. OH UnTaeT G-buffer n paccunTbiBaeT ocBeLLeHNe
Deferred-cueHbl. Ero pabota nposepsietcst kocBeHHO Yepes DeferredStandard, Deferred Terrain, Triplanar n
projected Decals.
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10. BbiCcTpbIN BbIOOP MaTepuana

OBGbIYHBIN HENPO3PaYHbIN 0O BEKT
MonynpospayHoe cTekno

O6bekT 6e3 peakuum Ha cBeT
CeueHune nnm VFX

OObIYHbIV NanawadgT
Forward-naHgwadt

Ckana unu mew 6e3 xopowen UV
Mpoeunpyemas rpssb unu cneg
TpaBa Terrain

JluctBa Ha kapToykax

[biM, OroHb, UCKpbI
[OnHamunyeckoe Hebo

CraTnyHas naHopama

[unHamunyeckne obnaka

[MonHoueHHas BogHas NOBEPXHOCTb

DeferredStandard
ForwardStandard
UnlitStandard
UnlitStandardAddirive
DeferredStandardTerrain
StandTerrain
DeferredTriplanar
DefferedDecals + DecalRenderer
NatureaGrass
StandTreelLeavs

Particles + ParticleSystem
SkyboxProcedural
SkyboxStandart
CloudSystem

Water

Mepen nposepkom

[ns ocBellaemMbix MaTepuarnoB HasHaubTe TEKCTYPbI, BKITOYMTE COOTBETCTBYOLWME Has ... map, oTknunTe
Realtime Gl gnsa nepsoro koHTponsa u nosepHute Directional Light Ha 180 rpagycos. OcBelleHHasi CTopoHa
[OOrKHa crnefoBaTth 3a UCTOYHMKOM CBeTa.
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