Anpoupyia AltAov Material
1. Metaeite otn ypaupun pevou otnv emihoyn New Level = mty Morning

Lighting (Ewkova 1)
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2. Metafeite oto Content Browser, oOTO 0plLOTEPO UEPOC TG 000vVNG emNé€te Packages.
ITn ouvéxela oto mapadbupo twv UAkwv kavte Sefl click kal emAé€te New Material
(Ewkova 2)
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3. Xto mapddupo SLaAOYoU TIOU AVOLYEL HAG PWTAEL O TIOLO TTAKETO OEAOUE VA AVIKEL TO
material pag, Snuioupyolpe to S1KO pag TtakeTo Tty material_test. Avikel oto Group—>



Materials , Slvoupe ovopa kat matape Ok (Etkova 3). 2tnv 086vn pog avoiyel o Material

Editor (Ewkova 4)
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B Unreal Material Editor: material_test.Materials.anastasia

Window
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Preview: material_test.Materials.anastasia

Properties: material_test.Materials.anastasia
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Material Expressions: material_test.Materials.anastasiz X

WorldPosOffset
CameraWorldPosition
ConstantClamp

FoliagelmpulseDirection
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LandscapelayerBlend
MeshEmitterDynamicParameter
MeshEmitterVertexColor

Material Function Library
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I} World Position Offset
CameraOffset
ObjectPivotPoint

ObjectScale

PivotAxis
RotateAboutWorldAxis_cheap
SimpleGrassWind
SplineThicken
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4. Me 6¢gti click mavw otnv kUpla 08ovn gudavifovratl 6Aa ta Materials mou pnopouue va
npooBeooupe (Ewova 5). MMnyaivoupe otnv emhoyrn Texture > New TextureSample

(Elkova 6). Me oplotepo click petakivouvtat OAa  pali,

UeToKvoUvTal éva-£éva. Me tn pobdEAa KAVOUE zoom in Kal zoom out.

pue aplotepo click+ctrl,
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Color

Constants
Coordinates
Custom

Depth
Destination
Font
Functions
FunctionUtility
HighLevel
LensFlare
Math
Obsolete
Parameters
Particles
Terrain

Texture

Utility
VectorOps
Vectors
WorldPosOffset

New Comment

Paste Here
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Color

New FlipBookSample

New FluidNormal

Constants > New FontSample

Coordinates > New MeshSubUV

Custom > New MeshSubUVBlend

Depth > New ParticleSubUV

Destination > New SceneTexture

Font > New TextureObject

Functions > New TextureObjectParameter
FunctionUtility >

HighLevel > New TextureSampleParameter2D
LensFlare > New TextureSampleParameterCube

Math > New TextureSampleParameterFlipbook
Obsolete > New TextureSampleParameterMeshSubUV
Parameters > New TextureSampleParameterMeshSubUVBlend
Particles > New TextureSampleParameterMovie
Terrain > New TextureSampleParameterNormal

New TextureSampleParameterSubUV

Utility SplineThicken o I

VectorOps > st
Vectors >
WorldPosOffset >
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5. Xto peyalo kouti Preview Material Bpiokovtal oL onUaVTIKOTEPEC MAPAUETPOL. IAUEPA
Ba 6oupe Tg mapauetpoug Diffuse kat Normal. Kavete Import otov Content Browser



pla pwrtoypadia tng emdoyng oag. Av €xete elkova amo 1o 3ds Max Umnopeite va tnv
eloayete (my og popdn .png, .psd, kAm). H eikova Ba pEMeL va UTEL OTO TPONYOUUEVO
package mou ¢tiafatre oAAG oto Grouping Balete Textures kal matdte oK (Ewkova 7). Av
nate oplotepd ota Packages Ba Seite to material_test mou ¢tidfate kal péco ta
Materials kot ta Textures.

Import

Info

Package | material_test

Grouping I Textures

Name |Porho Lagos

Build From File Path

Options
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6. Ermuotpédete otov Unreal Material Editor (Ewova 8) kot mnyaivete oto kouti Texture
Sample yia va npooBéoete plo pwroypadia. MNa 1o okomd autd Kavete click mavw tou
KOL OTO KATW HEPOC mapatnpeiote OtL epdaviletal to mapdbupo Properties omou €xel
éva mpaowvo PBelakt (Ewova 9). Matiote mdvw oto BEAog yla va TpocBEécete Tn
dwtoypadio. MNa va epdaviletal n dwroypadia cag, Malpvete To MAVW 0OpPLOTEPD
KOUTAKL Tou Texture Sample kat to evwvete pe to Diffuse Tou PreviewMaterial_1 (Ewova
10). AnpLoupyelte e TOV TPOTO QUTO TO TMPWTO oag material 6nwg BAEnete oto Preview
napabupo. MNatiote Apply. (Mpdocwo TIK otV TAVW OPLOTEPH ywvia Tou
napabupou)Twpa av nate ota Materials BAémete OTL AuTo Mou PprTiaate £xeL mMAVW TNV
€lKOVA TNG eMAOYNC oag. To kavete drag and drop otov kUBo tou level cac. PFH.



# 7 Unreal Material Editor: material_test.Materials.anastasia
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Use selected object in Cont]
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(ENAANAKTIKA)

Av 8ev MeTUXOLV TA MOpANAvw Tpoonabolpe va slodyoupe dMo format (amodekta
.bmp, .float, .pcx, .png, .psd, .tga) elkdvag kat oto mapabupo mou Ba cag avoifel Balete
Materials kat 0yt Texture. Entiong ota options kAlkapete Create Material? (Etkova 11)

Package  testl
Grouping  Material

Name 1

Build From File Path

Options

Alpha To Emissive
Alpha To Opacity
Alpha To Opacity Mask.
Alpha To Specular
Blending

Compression Mo Alpha

Compression Settings
Create Material?
Defer Compression
Dither Mip-maps Alpha?
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