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dTepuasibl — 370, ﬂO)I(GHyVI, OAUH N3 CaMbIX KPUTUHECKUX aCllEK
O, KaK BbIlMMAOAT BALLUU 0ObEKTbI Ha CLIEHe.

dTeMaTnyecCkKkue BblipaxXxeHnA n cCetu

epBaga N camaqa BaxHas Bellb, KOTOPYH HY>XHO 3HaTb O MaTepumarn
TO, YTO OHUN CKOHCTPYUpPOBaHbI He Yepes Ko, a Yepes3 ceTb BU3yarb
ckpuntuHra nnu Hogos B Material Editor (Pegaktope matepuanoB).
Kaxxgaa Hoga cogepxut HLSL koa aonga BbinofiHeEHUA crieunduyecku
3afad. ITO 3HA4YUT, YTO co3haBas MaTtepuan, Bbl co3gaeTe Kog nyrte
B/3yarbHOro ckpunTa.



Ha gaHHOM KapTUHKE Mbl MUMEEM OYEHb MPOCTYIO CUCTEMY, ONpeaensoLLyo MaTepuan rpyboro AepeBsH
OpHako, cxeMbl He 00653aTenbHO A0MKHbI ObiTb MPOCTLIMK. YacTo pasnnyHblie maTepuarnbsl UMEKT 6onb
KONMYECTBO PasnnYHbIX HOOOB.

Kak Bbl HaBepHoe 3HaeTe, LIBET B TEPMUHAX LIMPPOBOro n3obpa)keHnst 3T0 COBOKYMHOCTb YEThIPEX OCHOB
KaHaroB.

G — Green

A — Alpha
TaK, OJ714 BCeX LI,I/ICprBbIX |/13O6pa>KeHV|l7l, ONAa KaXXOgoro rnmiKcernA, o6u.|,ee KOJTIN4YEeCTBO Ka>Xaoro N3 3Tux KaHarsl
MOXET ObITb npeactaBrieHo Kak 4Yn1crio. Bonblwasa yactb p860Tb| C Martepumasiom — 3710 MNMpoCcTad MaHUNynaun
ITUMUN YnNCliamMmin, OCHOBaHHAA Ha YyCJTOBUAX Cpedbl U MaTeEMaTUYECKNX Bblpa>KEHUNAX.
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0 Martepumasibl UCMO/Ib3YHT YMCIO C NJIABaOLWEN TOYKOM AR JaHHbIX, KOTOpble OTBEYatoT 3a LBET. B 0CHOBHOM 3TO
3HAYUT, YTO ITU YMCNa ANA Kaxaoro KaHana sapbmpytotca ot 0.0 go 1.0 BMecto 0 go 255, KaK 3TO NPOMCXOAMUT E
APYrux nporpammax ansa padotbl € UMPPOBbLIM M3006parkeHMeM. BaxkHO NoAMETUTb, YTO Bbl BCErga MOXKeTe
yBe/InuMBaTb BallM 3HAYEHMA, YTO B HEKOTOPbIX C/Iy4asaXx MOXKeT NMpUBECTU K pas/IMyHbIM NOC/IEACTBMAM MK Aa
HY>XHbIM 3ddeKTam. K npumepy, nocbiiaa UBET B CBOMCTBO «Emissive» B HACTPoMKax MaTepuaia, KOTOpoe
BbI3bIBAa€T BHYTPEHHEE CBEYEHME, NpU 3HaYEeHMAX Bbliwe 1.0 yBennumBaeTca APKOCTb 3TOro CBEYEHMUA.

BRILING NEEDS TO BE REBUILT (931 unbuilt object) e
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2 B cnyyae matepranoB, TEKCTYpbl MPOCTO NPEACTABAAIT BMA AAHHbIX,

" AlbedoMap

COCTOSALMM M3 NMUKCENEMN. | et \”T o
0 OTU AaHHble MOrYT ObITb LIBETOM 0O0BbEKTA, TO KaK OH B621eCTUT, ero = o/ it : 2
Npo3pavyHoCTb M Apyroe. CyllecTByeT Cnocob 0NACKY/IbHOMO Co34aHusA . o/ <m/—m
MaTtepuanoB yepes TEKCTYpbl, KOraa NpUMEHAETCA UBET K MIPOBbIM - \\
mogenam. CosgaHme TEKCTYpP TaKMM CMOCOOOM BCe elle C/I0XKHO U B = '
HacTosLLlee BpeMA — HYXHO 3ayMbIBaTbCA O TOM, YTO TEKCTYpa, 3TO NBral —
KOMMOHEHT MaTepuana, U TO, YTO KOHEYHbIM pe3ybTaT Ballen - M” _/’m_’>:"*"‘,

«® By
TEeKCTYpbl He coBMaZaeT C TaKOBbIM A4/1A MaTepuana. o : \f""“".
0 OauH MaTepuan MOXeT MUCMOIb30BaTbCA A8 pa3/IMYHbIX TEKCTYP, e

KarkKZlas M3 KOTOPbIX MOXET 6bITb MPUMEHEHA ANA Pa3/IMYHbIX LENEN.

npMmMepy, NpoCToM MaTtepuan MoxKeT uMeTb Base Color texture, Specular texture, u Kapty Hopmanen. B
TO MOXKET B6bITb KapTa cBeYeHMsa MM KapTa Roughness B anbda KaHane ogHOM MM 6osiee 3TUX TEKCTYP.




0O CBoMCTBa MaTepMasia HyHbl A1 BU3ya/IM3aLuKM MaTepuUasa 1 ero oTAe/IbHbIX CBOMCTB, HaNpUMEP CMo
OTpakaTb OKPYKalolllylo cpeay Min penbed mMatepuana.

1 He Bce cBoKMcTBa 06543aTe€/IbHO MPUMEHATb U BHOCUTb B HUX M3MEHEHMSA, TAK KaK OHM MMEIOT 3HAYEHUSA T
yMoJl4aHMIo. Hanpumep, Korza Bbl CO3JlaeTe CBETALMIMCS MaTEpPMa, BaM MOXKET MOHAJ06MTCA ToJIbKO E
Color, TaK KaK Apyrme cBOMCTBa He 6YyT MMETb 3HAaYEHMSA MM BYAYT HEAOCTYMHbI, B 3aBUCMMOCTHM OT Sh
Model napameTtpa. M3-3a 3TOro BaxKHO NOHMMaTb, KaK JO/I)KEH BbIrNS4€Tb Ball MaTepuas B UTOTE.

(P —
Matenal

| oo

O Base Color

O Metallic
O Specular
O Roughness

O Emissive Color

O Normal
O World Position Offset

O Ambient Occlusion




= L

i
]

]

4 Material

Bcero cyujectsyeTt Tpu cambiX BaXKHbIX NapamMeTpa:

Blend Mode — OnpeaenseTt, Kak Matepuan CMELLUMBAETCA C NUKCE
nosaau.

Shading Model — OnpepgenseTt, Kak NOBEPXHOCTb MaTepuasia BamMae
CBeT.

Material Domain — OnpegensaeT, Kak 6yeT MCNOJIb30BaTbCA MaTep
Pepaktop MmaTepuasioB aBTOMAaTUYECKU OTKIIOMAET HEMCMNO/Ib3YEMbIE
CBOMCTBA B 3aBUCMMOCTM OT MapaMeTpPOB.
[ToagpobHee 0 napamMeTpax MaTepmasioB.

I Blend Mode
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Thin Translucent

v Physical Material Mask



1 Base Color onpegensaet uset marepuana.

©0.02860.04780.254 A
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O Metallic

0 /JlaHHOe CBOMCTBO onpeAensieT, HAaCKOJIbKO MaTepMan MeTalIM3MPoBaHHbIM. HemeTanamyeckme matepmua
AO0JIKHbI UMeTb Metallic Ha Hyne, B TO BpeMsa KaK MeTaJlZIMdyeckme — Ha eamHuly. na YUMCTbIX NOBEPXHO
peKoMeHAayeTca Mcnosib3oBatb 3HadeHne 0 UJIU 1. [lns rpAsHbIX, prKaBbIX M T.M. MOBEPXHOCTEN BO3MOXKH
noTpebdyeTca MUCNo/sib30BaTh 3HaYeHne mexay 0 mn 1.
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Specular

0 /laHHOe CBOMCTBO B/IMSIET HAa TO, HACKOJ/IbKO GNECTALMM HEMETANIMYECKMM MaTepuasl. Ha MeTanimMyeck
MaTepuan JaHHOE CBOMCTBO B/IMATb HUMKAK He Gyer.

0 Ha npaKktuke, AaHHOE CBOMCTBO AOJIKHO OCTaBaTbCA 6€3 U3MEHEHMM(NO YMoNYaHU0 — 0.5) B 60bLUIMHCT
C/lyyasnx.
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Roughness

0 LlepoxoBatocTb MaTepuana. Mpu yBenMUYeHUM AaHHOrO CBOMCTBA, MaTepuan 6yAeT CUbHEE pacCeMBaThb
Braroaaps yemy, Hy/ieBoe 3HaYeHUe 6yAeT 03Ha4aTb MOJIHOCTbIO FNAJIKUK U OTparKaloLMIM MaTepuan, a
1 6yAEeT NOJIHOCTbIO pacceMBaTh CBET.
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0 Emissive Color

0 OnpepaenseT, Kakas 4acTb(NpU UCMOJIb30BaHUM MacKM) MaTepuana byaeT CBeTUTCA.

0 3HayeHus 6onbwe 1 no3sonAT cosgatb HDR addeKT u adhdeKT cBeveHus.
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0 Opacity

2 JlaHHOe CBOMCTBO ornpejenfaeT Npo3pavyHoOCTb MaTepMana M AoCTyrnHo TonbKo npu Translucent Blend Mo
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Opacity Mask

2 AnanormnyHo Opacity, ogHako ncnosibdyetca ¢ Masked Blend Mode. Tak e otamyvaetca oT Opacity Tem,
NWMLLb ABA COCTOAHMA: MONHOCTbIO MPO3PayHbIM MJIM MONHOCTbIO BUAMMbIN.

0 Moxete ncnonb3osaTb Opacity Mask Clip Value ana toro, 4to 66l OTpe3aTb MacKy A1 UCNOJIb30BaHUA C
CBOMCTBOM.
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0 Normal

2 /laHHOEe CBOMCTBO MCMOJIb3YET KapTy HOPManen, KOTopas CAYXKMUT ANS TOro, YTo 6bl co3aatb penbed(Ide
peaJibHoe BblJaB/IMBAaHUE) A/1S1 MOBEPXHOCTM.




World Position Offset

/laHHOe CBOMCTBO NO3BOJISIET MAHMIMY/IMPOBaTh BEPTEKCAMM 06BEKTA C MOMOLLbIO MaTepuana. dT0O Nones
TOro, 4Yto 6bl MEHATb (DOPMY CTAaTUYHOIO OOBEKTA.

Mpu ncnonb3oBaHnm WPO an1a Toro, 4to 6bl MI3MEHUTb FPaHMLbl 06BEKTA, YYTUTE, YTO PEH/EP BCE PaBHO
MCMOJIb30BaTb OPUTMHA/IbHYIO FEOMETPUIO, MO3TOMY MOIYT 6bITb apTedaKTbl B TEHAX.
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World Displacement u Tessellation Multiplier

World Displacement pa6oTtaeT npumepHo Kak 1 WPO, ogHaKo MCNo/b3yeT TeCCENNALMIO BMECTO OObIYHbI
BepTekcoB(kak WPO). [lna ncnonb3oBaHuWsa AaHHOIO CBOMCTBA, onumaA Tessellation gonkHa 6biTb BK/OYE
napameTpax mMatepuana.

Tessellation Multiplier onpegensaeT cmny TeccennaymMm n MCNosib3yeTca A1 Toro, Yto 6bl 406aBUTb AeTall
rae Hy»xHo. lMpu ucnonb3oBaHum ¢ World Displacement 3Ha4YeHME HYXKXHO BbICTaBMTb 60JbLLE HYAIA.

Mpu ncnonb3oBaHum World Displacement ans Toro, 4to 6bl USMEHMUTb FPaHULIbI 06bEKTA, YYTMTE, YTO PEHA
PaBHO GY/IET MCMO/Ib30BaTb OPUIrMHAJIbHYIO FEOMETPUIO, MO3TOMY MOTYT 6biTh apTedaKTbl B TEHSX.
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Subsurface Color

0 OnpepenseT UBeT CBeTa, KOTOPbIM NPOXOAUT CBO3b MOBEPXHOCTb. Hanpumep An1a matepmana JIlACKOM K
Subsurface go/iKeH 6bITb KPACHbIM, YTO 6bl CUMYJIMPOBATb B/IMSHME KPOBM Ha CBET, NPOXOAALIMA CKBO3b
MOBEPXHOCTb.

0 JlaHHoe CBOMCTBO AOCTYNHO TosibKo npum Translucent Blend Mode.
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0 Ambient Occlus

0 /laHHOe CBOMCTBO OTBEYAET 3a CaMO-3aTEHEHUE, KOTOPOE YacTO 3aBMCHUT OT HEPOBHOCTU O6BEKTA AU P
noBepxHocTU. O6bI4HO coeamHAeTca ¢ AO KapToM, KoTopas reHepMpyeTca CTOPOHHEN NPOorpaMMOX.
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0 Refraction

0 CBOMCTBO, OTBEYalOLLEE 3a NPEJIOM/IAEMOCTb NOBEPXHOCTU. MM0/IE3HO AN TAKMX NMOBEPXHOCTEM, KaK CTe
BOZa, KOTOPbIE NPENIOM/IAIOT CBET, NPOXOAALMIA CBO3b MaTeEpHal.

0 KoadhduumeHTbl NpesioMneHMa A8 HEKOTOPbIX MaTepUasioB:
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Clear Coat

/laHHbIM 3P DEKT XOPOLLO CUMYSIMPYET ABYCNOUHBIM MaTepuas, KOTOpbIM MMEET NPo3payHbii C/I0M NOBEP
Hanpumep aepeBsiHHaA NOBEPXHOCTb MOKPbITas CTEKASSHHOM NJIMTOM AN rnagkoctu. Ucnonbsyetca c Cl
Shading Model napameTpoMm.

JlaHHaa moaenb MMeeT ABa CBOMCTBA:

Clear Coat: cmnna adbdekta. 0 — 06bI4HbIM MaTepman, 1 — Matepman m Clear Coat cnoem. MNonesHo ans
MCMNO/Ib30BaHUA MAcCKM.

Clear Coat Roughness: LllepoxoBatocTb Clear Coat cnos.
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