
UE4之地形及环境特效的
制作与表现
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地形 流程化 体积

Volumetric Fog / Cloud

Lansmass Brush

Erosion

Niagara Procedural Particles

Volume Material

Quixel Megascan
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Volumetric Fog / Cloud 体积雾/云

Lansmass Brush 地形笔刷

Erosion 侵蚀

Niagara Procedural Particles 流程化粒子系统

Volume Material 体积材质

控制

灵活

多层

即时
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Landmass



#UE4 | @UNREALENGINE

Editing Tools: Landscape
缩放性意味着:

让 手工编辑 更强大:

大可移山 vs 小可接木

或 流程化 生成的内容:

草实木等素材的自动放置

控制

灵活

多层
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Landscape: New Layer System
4.23 地形分层系统

所有的数据都可以分层存放
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Landscape: New Layer System
用层来给数据分类

实力：

● Blockout Layer

● Spline Layer

● 地基 Layer
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Blockout
Houdini procedural generation
Material only brush
Alpha 笔刷
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Houdini SideFX Labs
Houdini - a good base
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Erosion tool

控制

多层

灵活
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Niagara + 
Landmass Brush
实现环境特效
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Landmass Brush



#UE4 | @UNREALENGINE

Landscape Brush Erosion Map
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Landmass 
Layer

Landmass 
Brush

流程化工
具

手动编辑

Niagara
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Volumetrics
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Mesh Voxelization / Fluid Simulation 
by Ryan Brucks

http://shaderbits.com

http://www.youtube.com/watch?v=HZJ_jruMwro
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Volumetric Fog
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Why volumetric fog
● Volumetric
● Engine feature. Interacts with every light
● And every mesh
● Efficient vs raymarching shadowed
● Volume Material
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Shaped by Distance Field
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Shaped by Heightmask
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Distance Field 距离场

距离最近的表面多远
作为3D Texture存储

2米

-1米

0.5米
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Temporal Supersampling
可视距离50000 可视距离5000

Temporal Reprojection 关

Temporal Reprojection 开
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r.VolumetricFog.TemporalReproject
ion 0

r.VolumetricFog.GridSizeZ 1024
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Bonus: Quixel 
Megascan
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LOD
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Blending - Depth Offset
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Depth - Virtual Texture
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r.Tonemapper.Sharpen 3
r.ScreenPercentage 120
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Thank you!

http://Asher.GG

Twitter: @Vuthric

Asher.Zhu@epicgames.com

http://asher.gg

