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Chapter 2: Quixel Bridge, Megascans, and Fab
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Chapter 3: Ingestion and Static Meshes
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Chapter 4: Project Structure and Naming Conventions
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Asset Type Prefix =~ Suffix Notes
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Chapter 5: Managing Levels and Layers
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Chapter 8: Introduction to Materials
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Chapter 9: Create Your World’s Atmospheric Lighting
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Chapter 10: Setting up your Post Process Volume
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Chapter 11: Understanding Programming Logic and Blueprints
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Chapter 12: Optimizing and Testing Your Scene
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Base Color

Custom Depth

Custom Stencil

Final Image

Shading Model

Material Ambient Occlusion
Metallic

Opacity

Roughness

Anisotropy

Scene Color

Scene Depth

Separate Translucency RGB
Separate Translucency Alpha
Specular

Subsurface Color

World Normal

World Tangent

Ambient Occlusion

Custom Depth World Units
Scene Depth World Units
Velocity

Pre Tonemap HDR Color
Post Tonemap HDR Color




Gzrne:
Drays:
FIEIIT:

GPY Tirne:

19.66 s
35.57 ms
2287 ms
35.16ms
pported




Item Label a
Lit
Unlit

A General (Editor)

1 Wireframe
Lit Wireframe
Detail Lighting
Lighting Only
Reflections
Player Collision
Visibilitv Collision
Optimization Viewmodes
Level of Detail Coloration

GPU Skin Cache . :
_ e “# Light Complexity
Buffer Visualization . :
Lightmap Density
ST
Lol d e Stationary Light Overlap
R Shader Complexity ALT
R AL Shader Complexity & Quads
Virtual Shadow Map # Quad Overdraw

Virtual Texture *-- Material LWC Function Usage
Actor Coloration

Primitive Distance
Visualizers Mesh UV Density
B LoD Material Texture Scales

Required Texture Resolution







GPU Visualizer

Load Save
FRAME

SendAllEndDfFrameUpdates
UpdateDistanceFieldAtlas

P Scene

| 1 N

p SlateU| Title = WBD_01 - Unreal Editor
||
FRAME Leaf Events

Zoom: 1,00x

Q

Name Duration (ms)

0,00
0,00
0,00
0,00

BufferPoolCopyOps
TexturePoolCopyOps
WorldTick
SendAllEndDfFramelUpdates
ClearGPUMessageBuffer 0,01
UpdateDistanceFieldAtlas 0,22
Scene TLIT
EnqueueCopy(GPUMessageManager MessageBuffer) 0,00
AccessModePass[Graphics] (Textures: 14, Buffers: 4) 0,00
SlateUl Title = WBD_01 - Unreal Editor 0,32

GPU Visualizer
Load Save
FRAME

SendAllEndOfFrameUpdates
UpdateDistanceFieldAtlas

» Scene

» SlateUl Title = WBD_01 - Unreal Editor
——— R
FRAME Leaf Events

Duration (ms) =

RenderVirtualShadowMaps(Nanite)
Nanite:DrawGeometry

RasterBin

RasterBin¢

RasterBin

CalculateS terizerArgs
ClearBuffer(Nanite.RangeAllocatorBuffer Size=4byt

InitArgs

ClearBuffer(Shadow.Virtual.CompactedViewsAllocation Size=8by
NaniteFeedbackStatus

BuildHZBPerPage

BuildHZBPerPageTop

SolaniD SEarllZn




Refresh Export




B Resource Usage

Resource LUsage
rwaded Built

Resource Type Count Time (Sec) Size (MiB

i

Count Time (Sec) Size (MiB)

=
[ ]

Texture 1
StaticMesh
GlobalShader
MaterialShader
Shader
DistanceField
BodySetup

Audio

BulkDatalList
MavCollision
MiagaraScript
CardRepresentation
BulkDataPayloadid
MESHDATAKEY

0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0.0
0,0 0,0
0,0 0,0
0,0 0,0
0,0 0,0

0,1 0,0
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A, Merge Actors

Merge Method = % Merge %

® Merge the source actors components to generate a single mesh. No simplification pass is performed. Will generate a single static
mesh & optionally bake down textures.

Mesh Components to be incorporated in the merge: 4 Merge Settings
StaticMeshActor_8 - flower_05_05 - StaticMeshComponent0
StaticMeshactor_2 - flower_01_01 - StaticMeshComponentD
StaticMeshActor_6 - flower_02_03 - StaticMeshComponentDd Generate Lightmap UV
StaticMeshActor_4 - flower_05_02 - StaticMeshComponent0

Settings

Target Lightmap Resolution
Computed Lightmap Resclution
Pivot Point at Zero

Merge Physics Data

Merge Mesh Sockets

Gutter Size
Bake Vertex Data to Mesh
Output UVs B Array elements

LOD Selection Type Use all LOD leve w L

Replace Source Actors Merge Actors




& Details

Material Slots
MNanite Settings

LOD Picker

Advan

LoD O Triangles:
LOD Settings

LOD Group

LOD Import

Minimum LOD

Default (¥)

-]

Streaming

Num Streamed
Number of LODs

ompute LOD Distance

Default compression Greyscale compression

P

1024x1024 4th mip-map 512x512




), Foliage

xR

All nvalid 0 Paint Reapply Single

" 4

Fill Erase
Erase
161,900391

05

0.0
Single Instance Mode:

Place in Current Level
Filters
Landscape Static Meshes BSP Foliage

Translucent

+ Folage Q

Liniform

Min

LoD 2

[0] MI_Fern

Visible In Ray Tracing Affect Distance Field Lighting

3862 FPS
2589 ms
rrame. 2552 ms
Gamnz: 1464 ms
Drayr. 2534 ms
el 1769 ms
GPU Tirme: 2510 ms
Dynrigs: Unsupported
Drayis: 503
. Prims: 652K
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