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AK oTpuMaTH JOCTYH 0 PYIHIS - OPIIMHAM
peno3utopi Ha GitHub

Epic Games x|+

«>cn

O Search or jump to...

@ github.com/EpicGames

(A) Overview

Pull requests Issues Marketplace Explore

L

S~

Epic Games

[ Repositories (16

Popular repositories

Signup Public

Information about signing up for a free Epic Games account, and getting
access to UnrealEngine source code.

wask %26k

DirectXShaderCompiler Public
Forked from microsoft/DirectXShaderCompiler

This repo hosts the source for the DirectX Shader Compiler which is based
on LLVM/Clang.

®c++ Wi %67

SPIRV-Cross
Forked from KhronosGroup/SPIRV-Cross

SPIRV-Cross is a practical tool and library for performing reflection on SPIR-
V and disassembling SPIR-V back to high level languages.

@GlSL w59 %34

[ Repositories

Q, Find a repository...

UnrealEngine | Private

Unreal Engine source code

@ Packages A\ Teams '3

A 8.6k followers @ United States ¢ http://epicgames.com

A People 4345k

ThirdParty Public
Modifications to third party software used by UE4

@c vr318 %269

ShaderConductor Public
Forked from microsoft/ShaderConductor

ShaderConductor is a tool designed for cross-compiling HLSL to other
shading languages

®C++ W79 ¥4

SPIRV-Tools
Forked from KhronosGroup/SPIRV-Tools

@cC++ Yrs58 Y37

® View as: Public ~

You are viewing the README and pinned repositories
as a public user.

208 ED
DE B
PO Sy

View all

Top languages

@C++ @C @ Python @ Mathematica
®GLSL

{8} Developer Program Member
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CTBOPEHHS MEPILIOTO IMPOEKT

U Unreal Project Browser [ =1
Select or Create New Project

Recent Projects

No recent projects found. Press More to browse for projects.
New Project Categories

Games
H Start your game development journey with one of our key classes, levels, and examples.

Film, Television, and Live Events
: Choose from templates and examples for nDisplay, VR Scouting, and virtual production workflows.

«. ~ Architecture, Engineering, and Construction
- Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies, or stylized renderings.

|

Automotive, Product Design, and Manufacturing
Find templates for multi-user design reviews, photobooth studio environments, and product configurators.

Opzn Projact

fB plngle & pinglestudiocom & notif@pinglestudio.com
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Ormsag 1ITepdercy pyms - Viewport

File Edit Window Help

R Place Actors

Recently Placed
Basic

Lights
Cinematic
Visual Effects
Geometry

Volumes

&= Content Browser

‘ Empty Actor
! Empty Character

s Empty Pawn

' Point Light
h Player Start
.-

~ Plane

- Box Trigger
—_—

Sphere Trigger

BX output Log

¥ Toolbar

¥v- =28 = M

Save Current  Source Contro| Modes Content Marketplace Settings Blueprints  Cinematics.

Perspective

9" =ooc ShooterGame

= World Outliner

Label
Highrise (Editor) |
W AudioTrigger_Atrium TriggerBox
AudioTrigger_Room TriggerVolume
' AudioTrigger_Wind_Gusts_CTriggerVolume
- AudioTrigger_Wind_Gusts_CTriggerVolume
AudioTrigger_Wind_Gusts_CTriggerVolume
AudioVolume_Atrium AudioVolume
7 AudioVolume_Room AudioVolume
Yy Back1 StaticMeshAct:
§y back_1_glass StaticMeshActs
§y back 1_glass_ 2 StaticMeshAct:
) Back2 StaticMeshActt
§y back 2_glass StaticMeshAct:
§y back 2 glass_2 StaticMeshAct!
Y Back 3 StaticMeshActt

~-100000000000000[

499 actors

@, Details

© View Options~

@ World Settings

Select an object to view details.

/import v

Save All € & ' = Content » Animations » FPP_Animations

game

studio

[_IFPP_Animations
. TTP_Animations
© i Blueprints
4 @ Characters
HeroFPP
. HeroTPP
. Materials
D [ Textures
> 2 Developers
4 i Effects
B ForceFeedback
4 @ Materials

FPP_ FPP_ FPP_ FPP_ o
Launcher Launcher Launcher Launche?Run FPP_RifleAim
Jumploop  JumoStart RoadieRun

FPP. FPP.
FPP_ = = FPP_ PP
Launcherajm LaUNCherAim  Lewneher | qyncherfire. Launcheridie  {auncher

Eauin JumpEnd
-
HeroFPP_ HeroFPP_ HeroFPP_  HeroFPP_Rifle HeroFPP_Rifle  HerroFPP_
i Relc

e rttte  FPRLRIfleRun Launcher LauncherFire. Launcher  Equip. RiffeFire._
Fauio  Montace  Reload  Montade Montace

FPP_Rifle

JumpEnd
P Montage

28 items

P_RifleAim  FPP_Rifle
ip

Fire Equi FPP_RifleFire FPP_Rifleldle

© View Options ~




£= Content Browser B output Log

d/import' v Save All

[E] YFiltersv
4 @ Content
4 @ Animations
(" 1FPP_Animations
Il TTP_Animations
U [ Blueprints
4 @ Characters
. HeroFPP
W HeroTPP
il Materials
D [l Textures
> & Developers
4 i Effects
i ForceFeedback
4 @ Materials
i Air
i Energy
i Explosion
> @l Gameplay
i LensFlare
| Ramp
il Smoke
i spark
il water
il Weapon
4 @ Meshes
0 il Gameplay
. General
il Weapon
D il ParticleSystems
D il Textures
4 @ Environment
| Materials
4 @ Meshes
> @ City_TDM
i Vista_Meshes

[ S S TR G S

FPP_Rifle
JumpEnd

gh) pingle

game studio

FRP.
LauncherAim

FPP_Rifle
Jumploop

€ > | & Content » Animations » FPP_Animations

FPP.

FPP_

LauncherAim  Launcher

Fire

FPP_Rifle
JumpStart

Eouip

FPP_Rifle
Reload

LauncherFire Launcherldle

FPP_RifleRun

FPP_Rifle
Equip

FPP FPP_ FPP_ FPP_ FPP_ FPP .
= Launcher Launcher Launcher Launcher | . nendroin FPP_RifleAim
JumpEnd Jumploop  JumoStart  RoadieRun

Y A ’
- |

HeroFPP_ HeroFPP_ HeroFPP_  HeroFPP_Rifle HeroFPP_Rifle  HerroFPP_
Launcher LauncherFire Launcher Equip_ Reload_ RifleFire_
Eauip Montaae Reload Montaae Montaae Montaae

FPP_Riflefim
Fire

& pinglestudio.com
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@ View Options v

& notif@pinglestudio.com



Ornsa 1aTepdeicy pyms - World Outliner

= World Outliner

Label Type

& 4gh bighise (Editon) World
W  AudioTrigger_Atrium TriggerBox

¥ AudioTrigger_Room TriggerVolume
7 AudioTrigger_Wind_Gusts_01 TriggerVolume
¥ AudioTrigger_Wind_Gusts_02 TriggerVolume
&7 AudioTrigger_Wind_Gusts_03 TriggerVolume
%7 AudioVolume_Atrium AudioVolume
»7 AudioVolume_Room AudioVolume
£y Back.l StaticMeshActor
Y back_1_glass StaticMeshActor

P0000000000000000000000

-

pingle

game studio

Y back_1_glass_2
§y Back.2

¥ back_2_glass
Y back 2 _glass_2
§y Back.3

§y Back 4

£y Back_5

§y Back_6

iy balLm_6

§y bal_mb_9

£ balr2_3

iy balr2_4

§y balr2.5
&S halm R

499 actors

StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor
StaticMeshActor

StaticMeshActor
Ctatinhdach Antar

@ View Options v
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Ornsp 1aTepdeicy pyuns - Details Panel

= World Outliner

Label
- W riCKup_rediui_zo

@ Q) Pickup_Health_32 |
S '@ Pickup_Health_35 Edit Pickup_Health
1 499 actors (1 selected)

@, Details ® world Settings

[N Pickup_Health_32

+ Add Component -

Pickup_Health_32 (self)

4 8 Rant Comnanent (CallisinnCamn) (Inheritad)

4 Transform

Location »

Rotation v

Scale v
4 Rendering
Actor Hidden In Game
4 Replication
Net Load on Client
4 Collision
Generate Overlap Events During Level Streaming .

Update Overlaps Method During Level Streaming

Default Update Overlaps Method During Level Stream RelpVEEVLEICR P BVETIES 2

4 Input

At Receive
it prioy

g
-
R
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Orsg 1aTepdeiicy pyms - Place Actors Panel

Rz Place Actors

Recently Placed
by . Empty Actor
Basic —_—
Lights R B Empty Character
Cinematic
= Empty Pawn
Visual Effects -

Geometry ‘ g Point Light
Volumes :

k Player Start
All Classes | Shg

‘;-«-' Box Trigger

’ Sphere Trigger
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Ornsag iaTepdency pymis - Toolbar

¥ Toolbar

T ey EROC OSSN T oA

Save Current  Source Control Modes Content Marketplace Settings Blueprints  Cinematics Build Compile Play

& pinglestudiocom & notif@pinglestudio.com



AK YBIMKHYTH OOCTYIIHI IJIar1HU

1 _ =E =
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S | X EE - < -

js sty All (387) .
Actor Layer Utilities version 1.0 I
4 @ Installed (1)
"= Mixed Reality (1)

*7) Undo Clicking on Actors  Ctrl+Z
m /& Utilites for interacting with actor layers from blueprints
4 @ Built-In (386)

(™ Redo (Nothing to redo)
€ ) Undo History
=20 m [ Enabled

2 Advertising oM Actor Palette ABETA Version 1.0
= Al (4) Allows creation of Actor Palettes based on existing levels to quickly select actors and drag them into the

| A level editor
- = .
%% Duplicate b+ i= Analytics (5) ‘:
“= Android ()
+& Delete e

Configuration

"= Animation ) W Enabled @ Epic Games, Inc.

“i= Assets &)
A Editor Preferences... = Audio )

W& Project Settings... "= Augmented Real (12)

g Open the Plugins Browser tab. := Blueprints @

S R e e New Eiugin

Actor Sequence (Experimental) A BETA Version 0.1
Runtime for embedded actor sequences

game studio
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Orsap Project Settings

4Project - Maps & Modes

Default maps, game modes and other map related settings.

(s These settings are saved in DefaultEngine.ini, which is currently writable.

4 Default Modes
Default GameMode _ShooterGame,Frechv 0+
Packaging D Selected GameMode

Supported Platforms
4 Default Maps

Editor Startup Map
Asset Manager

Asset Tools

Game Default Map

4 Local Multiplayer
Use Splitscreen
Twio Player Splitscreen Layout Horizontal
Three Player Splitscreen Layout Favor Top
Four Player Splitscreen Layout Grid
Skip Assigning Gamepad to Player 1
Data Driven CVars i Game Instanice

Debug Camera Con

Game Instance Class ShooterGamelnstance
Gameplay Debugger
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