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336LOL 5M69Mo:

3960Lo 0M0Ee3L FoMYOML EOBS0BL 3M0O307EHHYMO M80539d0LM30L o LEYWWHH6EHHOL ©demMY3L
LOBYOL FMEOSL, MY OHMFME 006900 gotYOM MebsdYEM™M39 06HLEMOYMO LEBEIGE)OOL
Bom30tmoLB06gdom.
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LoEMEbMYL LAYOL S SAMNYAHYOL oL 300Y5MYM 9:BYJEL.

30Lm30L 50 3xMLO: 30053 LYOL 0gMEYL AHMFME 006900 M6058700L FoMxdmML odsobo
0660090039 LEHS6IMEYO0L gomnzomobLBnbydom.

3396LOL §66063(MM0B590 §o0MY9x6969tmo0 3GIMgMo0900: Unreal Engine 5.7

006005760 0mmbM3z6900: LoTYoMM LOAIMO3MOL 3MA307EYM0 Unreal Engine-L LobEydyHo
0mmbmM36980L dgLOBSO0LO .

L653mMYo0L BMAA>G0: MBMOnb dxb39006M900


https://dev.epicgames.com/documentation/en-us/unreal-engine/hardware-and-software-specifications-for-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/hardware-and-software-specifications-for-unreal-engine

330615 1 -39b390Ms 1
®905: 99L635MO S 06LBsMoF0S

e Epic Games Launcher-obL o UE 5-0b d00mbom3s/06b@oemogoo.

e 3MMHJEoL 99J060 (Template-9dob 6MHHH3I0).

e User Interface (UI): Viewport, Content Browser, Outliner, Details Panel.
e 603080300 3D L03MEYA0 (WASD, 360960L LobJoMy).

09b3906Ms 2
®905: M009JBH900 o6 0x3omBo

(Actors & Objects) Mo o0l Actor?

GEobLFBMMAs300L byemLOBYmMYdo: Move, Rotate, Scale (W, E, R).
Snapping (660099 0000s) s Pivot Point-ob doMm3o.

Static Mesh-ob 3690e.

09b390066 3
®90s: Content Browser (0o g3o0mgdob 89693096¢0 smmegMgoob LEHMYIEGHYMHOL LEMMs
90006m305.

Assets-0b 003G E0MYds (FBX, OBJ, Texture @3onmyaoo).

Quixel Bridge-obL 06@9gMo30o (Megascans 808comm930L godmyg690e).

Migrate 3363300 (9600 36HM9JE0sb 0)MMH0 Bo0Hd0L goodsbo).

Naming Convention: g360¢m900bL LEMMO OLOLYMYOOL LOYGEMSIMGHOLM LECBEMEYBO.

09b3906Ms 4
®90s: Modeling Mode

e (Joo 0MEHMoMyds) UES-oL Modeling Mode-ob Logyd3zemydo.
e 00M3030 3)MIHEM0YMO G0agyMHY00b 89J06s o MYodGoMgds (Extrude, Boolean).
e "Greyboxing" o6 "Blockout" - ™m939tm0oL 30639600 0mMmbsboboL 39Jabe.

09b390066 5
®90s: 3mI3mMB0E00L LO6GN03eMY60 MY39t™ 0dDs06d0
* m35M0L AMIMOMO0L datm3o LEY6sDY (Guiding Lines, Focal Points).

e 00LIES00 O 3OM3MME0Y00 (Scale & Proportion) AMmodsdoL 39(ML3YIE0300066.
e LoMYyBobL 0603369(mmAB. (Silhouette Readability).

Rig



09b3906Ms 6
®905: 0©)MYMH0 0D5060L 306303900

o Mo oMobL Modular Kit? 396md9d0L o69mde dbs Babom9doLFO (39000980, 0oBe30, L39E900).
e Grid-by 0ydom0o0b 0603369(mMBs 0MEYMYG0o LOLEHAYEoLMZOL.
e Pivot Point-o0bL LEMEO FobMoggde 0MEYMHdJo.

09b3906Ms 7
®905: M6600IsxiE0L 99§065 (65600 1)

e Landscape Mode-0b 3065093 ®M900 o d9Jdbo.
e Sculpting Tools: 0009800, byMBd9B0L o 3639900L goomyzobo.
e Erosion o Noise 31639000 godmy9690s MH5oemobI0LAMZOD.

09b390066 8
®905: M6600doxE 0L 99§066 (65600 2 - Advanced)

e Landscape Layers: 39690006 01985Md0 (o65-009LE®YJ 300 3)NMEO).
e Landmass Plugin-obL gogbmos.
e Blueprint Brushes: d:980L 36M39096079tmM0 9696 oE0s.

99b390066 9
®905: 05 9M05(M900L Loggyazmyoo

e PBR (Physically Based Rendering) bob@9doL sbLbos (Base Color, Normal, Roughness, Metalness).
e Material Graph-oL 06496 @9g0bo s Nodes.
e Master Material o Material Instance-900b 897066 (m3@000boEgoobmzob).

09b39006Ms 10
®90s: Advanced Materials 0o &9JLEYM06M90s
e Vertex Painting: m®o @9JLEYM0L 3gMy3z0 098YY (0og: 9aM0 s BoMJod0).

e Decals: moJ900L, 3n089900L o BsMHB)MY00L odsd)0s DY30MHDY.
e Masking 93603900 00@9M05(m90600.

Rig



09b390066 11
®90s: Auto-Landscape Material

* 53¢™M0sGYM0 MobEIogE 0L doBgMoomob dgJobe.
e Slope-Based Texturing: 9JLEHYMOL 33M0MYOS POLGHOEMBOL F0HHI0M (FCIY VS BOSLO).
e Height Blending ¢9J603o.

09b3906Ms 12
®90s: UV Mapping o Texel Density

e Mo oMoL UV Map o MHo@ma 069mgos @oJu@yde?
e UV-L 3mMyggos Unreal Engine-ob dogbom.
e Texel Density-0L 3Mm639g3300: boHobLbob 9B Mg3o6MH™M3690s Mg LEY65DY.

09b390066 13
®90s: Nanite ¢ggdbmemmgos

* Mo oMoL Nanite o doLO MHY3MMYEOYH0 3609369mMdo.
e High-poly 0999800 go0my9690s 3mmM0gMmb980L d9dMY30L goMnay.
e Nanite-oL 0ogbMLE0Zo o Visualization Modes.

09b3906Ms 14
®90os: Foliage o Set Dressing

e Foliage Tool: bggdob, domobob s J3900L doLoYMo gobmozbyde.
e Paint Settings: LOA30EM™M3Y, 00LIBGBOL 3605300, CSLHOMMBS.
e Collision-0L goLBMM YO (39BHLMBSOL 06EYIHOJ 300 FoOHYOIMLMSH).

d9b390065 15
®90s: 666m900L Logyxa3z3m9do (Lumen)
e gobom9ydoL Bn3gdo: Directional, Point, Spot, Rect Light, Sky Light.

e Lumen Global Illumination-ob 0y3smod0L 3M063030.
e HAOmMHdoL 3Mb6EOHMMOo o Soft Lighting.

Rig



09b39006Ms 16
®90s: Advanced Lighting Techniques

e 0639M0ytMolL vs 9JLEYMH0YMOL gobomgdob mo30LYdYMHY0HD0.

e Emissive Materials: 066000Mm39t0 Mm309JE900 (69M6900, §3M66900) HMaMEM3 LOBsMOL BYyoMM.

e Light Functions: 0md®o30 bMHomgoob 39706 (0og: MYdcmob bOHomo, 396@omodm®ob
b&omo).

09b390066 17
®905: 5GHIMLGBYOHM s 9BYIG900

e Exponential Height Fog (60Lbmo) o Sky Atmosphere.
e Volumetric Clouds (®2)0¢M900) o 0om0 36Ms09EM)d0.
e God Rays (bLob6smobL Lbo3z9d0) s BoMO FOMM3Zo.

09b39006Ms 18
®90s: Post Process Volume - 30975360 mbGmdo

e Color Grading: 89M900L 3MM9J 300 S "BoAoL MmyJoL" d0MHds.
e 3069008MaMHoxz01mM0 939JB9d0: Depth of Field (3m31Lo), Chromatic Aberration, Film Grain.
e Exposure-obL 3Mm6GGHMMO (035¢M0L 0o3Eoz00L 9x9YJE0).

99b39006Ms 19
®90ds: 69cmoL LobE9ds s VFX

e UE Water Plugin-ob godmy9690s (00006069, o, m39069).
e Niagara Particle System-ob Log3y0d3tm9do.
e 9539J&900L odo@ds: 0¢39M0 309MT0, FMMMYB0L 33960, 39EbMO.

d9b39006Ms 20
m9ds:Sequencer o 3509MH0L byemm3zb9oo

e Cine Camera Actor-ob 30M0039@M9d0 (Focal Length, Aperture).

e Sequencer-0b go0my9690ds o Timeline.
e 30096M0bL 0MAMomMdoL 66005300 (Keyframes).

Rig



09b39066 21
®90s: Blueprint-ob L6503 Y60 PODs069Mg60LMZ0L

e Level Blueprint-ob gogbmdo.
e 00M3030 0649MJ300: LOBSMEOL S6MYS/HoJOHMBS MOMO3DY, oML gomydo Trigger Box-om.
e 3063030 Blueprint Actor-ob 99J06e (00g: 0mME003009 Med30mb0).

09b3906Ms 22
®905: M3E0d0ds30s - Game Ready Environment

e LODs (Level of Detail) 53¢™00&3MH0 o 05671070 doMHm30.
e Shader Complexity View o FPS-0L 0mbo@mM0630.
e Texture Streaming Pool-0L 36M3¢M90900L 0Ma3eH 0.

09b390066 23
®90s: PCG (Procedural Content Generation) - 9gbsgomo

e PCG Framework-ob d0dmbogmgoe UE 5-3o.
e MHMZIMO 03039069M0MM®M BYg 96 J3900 03¢ MAsEYMe© B9LYOOL (Rules) dobyzom.
e PCG Graph-obL 066030 056g5(M0mMY00.

09b3906Ms 24
®905: 0650 3MHM9gJEoL 3M9-MH96gMo s 3Mme0d0bg0

* LEYY6E900L 650798930M900L IGO0 gobbom3ze o BowdyJo.
* 39300M0900L goLBMMY0s o VYBOMHB0L ob3zybes.
e Lighting Build vs Dynamic Lighting - bodmemmm ombhg3060.

09b390066 25
®90s: M9609MH0 s 3MOHATMEOML 569mMds

e Movie Render Queue: do(omo boMobbob 30009ML godmyzobe.

e High Resolution Screenshot-ob goomyde.

e 3mMFGBMMomL 3M)bY6F 0300 ArtStation-oLm3z0L: HMaM® 39)3J060m Breakdown o 30H396mm
36mggLo.
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