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Yckopaem urpy Ha UE4:
MHCTPYKUKNA pa3paboTyunka

o




OnTnMmnsaums TEKCTYpP

* YMeHblLUEHNE pa3mepa

e Cxatme

o «[leBATKa»

* BblpaBHMBaHWE pa3mMepa no cTteneHn 2
« KoMOMHMpoOBaHME C NOMOLLIbIO MNKCESbHbIX LUenaepoB



OnTuMmmnsaymsa TeEKCTYP:
yMeHbLUEHNe pasmepa

Pasmep B kunobantax ogHOro KaHana TeKcTypbl




OnTuMmmnsaymsa TeEKCTYP:
yMeHbLUEHNe pasmepa

4 Compression
Compress Without Alpha [}

Defer Compression

Compression Settings Default (DXT1/5,BC1/3onDX11) v
Maximum Texture Size VB A je

ES




OpHMrMHana

OnTuMmmnsaymsa TeEKCTYP:
cxxaTtue

CooTHoOWeHWe pasmepa TeKCTyphbl OT hopmaTta cxXaTus

100%




OnTuMmmnsaymsa TeEKCTYP:
cxxaTtue

Compress Without Alpha [}

4 Compression

Defer Compression

Compression Settings

8
Default (DXT1/5,BC1/3 on DX11) ¥

Default (DXT1/5, BC1/3 on DX11
Normalmap (DXT5, BC5 on DX11)
4 Level Of Detail Masks (no sRGB)

Grayscale (R8, RGB8 sRGB)

Mip Gen Settings Displacementmap (8/16bit)

y VectorDisplacementmap (RGBASB)

LOD Bias HDR (RGB, no SRGB)
Userinterface2D (RGBA)

Texture Group Alpha (no sRGB, BC4 on DX11)

DistanceFieldFont (R8)
HDRCompressed (RGB, BC6H, DX11)
4 Texture BC7 (DX11, optional A)

D Padding Color
SRGB B




OnTummnsaymsa TeKCTyp:
«deBATKa»

Yrnbl PUKCUPOBAHbI, LEHTP U Kpasa pacTarmBaroTcd




OnTummnsaymsa TeKCTyp:
BblpaBHUBaHWE pa3mMmepa no cteneHn 2




OnTumMmnasaumns TEKCTyp:
BblpaBHMBAHWE pa3Mepa No CTENEHU 2

4 Texture
Power Of Two Mode Pad to Power Of Two v pal
one
<ad 1o Fov ';7 :

D Padding Color

sRGB




OnTuMmmnsaymsa TeEKCTYP:

KOMOWHUpPOBaHME C MNOMOLLbIO MUKCESBbHbIX
LLienaepos

Y: 1024x512

512 K6anT \

Pixel
shader




OnTuMmmnsaymsa TeEKCTYP:

KOM6I/IHI/IpOBaHI/Ie C I'IOMOLLI,bI-O [MNKCEJIbHbIX

shader

YUV444 B RGB888




OnTnmmnsauns GPU

* VcknoyaeM TeKCTYphI C anbda-KaHanom
* MIP-map TEKCTYpbI

o [etannsaunsa mogenu

* YMeHbLUeHMe pa3peLlueHus Viewport




OnTnMmnsauns GPU:
MCKIOYaeM TEKCTYpPbI C anbdpa-KaHanom

bl — X




OnTtumMmnzauma GPU:
MCKIIOYaeM TEKCTYpPLI C anbdya-KaHarnom

4 Compression

Compress Without Alpha [}

Defer Compression

Compression Settin gs Default (DXT1/5,BC1/30onDX11) »




OnTnMmnsauns GPU:
MIP-map TEKCTYpPbI




OnTnmunsaumsa GPU:
MIP-map TEKCTYpPbI




OnTnuMmmnsauns GPU:
aetanunsauna mogenwu
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OnTnuMmmnsauns GPU:
aetanunsauna mogenwu

4 L0ODO
4 Sections

A
Section 0
Material Slot m

. Highlight
@ 'solate % Cast Shadows
Clothing m
b o 7 members 9

4 LOD Settings
LOD Import Base LOD

Number of LODs




OnTnummnsauns GPU:
YMEHbLLEeHne pa3peLueHund Viewport

 r.SetRes

e r.MobileContentScaleFactor



OnTnmmnsaumsa CPU

BbIHOCKM UIPOBYIO NTOTNKY N CNOXHbIE pacyeTbl U3 Blueprint B C++
[MpaBunbHO onpenensieM Blueprint meToabl B C++

KawwmnpoBaHue pe3yrnsraTtoB pacyeToB

BbiHOCKMM pecypcoeMkme pacyeTbl B OHOBbIE 3aa4m

[ns obLen oueHKN ncnosnb3yem NpUbmKeHHbIE BblYUCIEHUS
[MpaBunnbHO UCcnonbL3yem cobbITUA 1 AaeneraTthl

BbipaBHMBaeEM CTPYKTYpbl 4aHHbLIX B NaMATU

icnonb3yem BEKTOPHbIE MHCTPYKLXK MpoLieccopa

He ponyckaem npogormknTeribHbIN Harpes npoleccopa



OnTnMmmnsauust dannoBou
CUCTEMDI

« OOLWme pecypchbl Ans BCEX KapT HAXOAATCS B OTAENbHOM rnake
* Cneuudpmnyeckne pecypcbl 4na KapT nydiwle ayonmposaTb
* ACUHXpPOHHas 3arpysKka pecypcosB (streaming)



OnTnmmnsaumus dannoBou

CUNCTEMDbI:
@CUH)Eraine - sueaming

f}, These settings are saved in DefaultEngine.ini, which is currently writable.

4 Package Streaming
Async Loading Thread Enabled .
Event Driven Loader Enabled

Warn If Time Limit Has Been Exceeded

Time Limit Exceeded Warning Multiplier

Minimum Time Limit For Time Limit Exceeded Warning m
Minimum Bulk Data Size For Async Loading 131072 N

410

Asynchronous 10 Bandwidth Limit _

»

4 Level Streaming

Use Background Level Streaming

|




