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Normal Adjustment
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Disable Shadow
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Disable Shadow
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Shadow Pass Switch
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Halr Flow
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Kawall pnysics

By KaZ Okada @ Epic Games Japan

S #UE4| @UNREALENGINE (i) UNREAL ENGINE



Lifetime

Sphere

Initial Size

Size By Life
Color Over Life
Sublmage Index

B &
B &
Bl

Lifetime

Sphere

Initial Size

Size By Life
Color Over Life
Sublmage Index

[~ Lifetime

[~ Initial Location
Initial Size

[~ size By Life

%) I Color Over Life
] E' Subimage Index

Lifetime

Initial Size

Sphere

Color Over Life
Const Acceleration
Initial Velocity

Lifetime

Initial Size

Sphere

Color Over Life
Initial Velocity
Const tion

Lifetime
Sphere

Initial Size
Size By Life
Initial Velocity
Initial Color

(Random™

None @ |————D>@ A  Resut @
J
(Chiphadd Output
M— »® A Resut @ ———D>@ Particle Position
Result @ —>@ A Result @ ——————DP@® B O Particle Velocity
»® C O Particle Color
O Particle Rotation
O Particle Age

Y #UE4 | @UNREALENGINE

@ UNREAL ENGINE



OREX]5|ZE

S #UE4| @UNREALENGINE (i) UNREAL ENGINE



A AR T 2%

Distance Field3¥ziGPULF 38 b

Y #UE4 | @UNREALENGINE



Distance Field & 17

EEREMERES T .

0.5
£ 533D TexturefF i
Enging - Rendering
e:d;::; nnnnnn

S #UE4| @UNREALENGINE (i) UNREAL ENGINE



Distance Field Ambient Occlusion
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Show off performance
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Normal Trick
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A Minor Surprise
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Card Fog
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Volumetric Fog vs Card Fog

Volumetric Fog Card Fog
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Perform Collision Query Sync CPU
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Thank youl

http://Asher.GG

Bilibili AshBender
Twitter/Weibo  @Vuthric

asher.zhu@epicgamse.com
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Pnysics Tweak

STEREA

4 ImpactAngleSlerpToReflectedAngle |+* Uniform Ranged Float 002
Minimum 1.0 N\l

Maximum 1.0 Nl
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Procedural cloud / smoke generator Spawn Time
cheap and flexible, Can even base off a noise texture to generate large cloudst ::::
with ease 2 Count
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