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Base Color
Metallic

Specular

Roughness




" Texture Sample &

Vs O




4 Material Expression Texture Base

Texture

Sampler Type

Is Default Meshpaint Texture .

& Mormal

Texture Sample &

Cr» World Position Offset
s .
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Drag & drop colors here to save

4 Advanced

=4 4.0

i 2.269

g0

354 FFFFOOFF

oc " corce |

Texture Sample

UVs (o]

%.\\

Emizsive color 01 A

.'—________,___f_________—— B

Muliply ¥
A & —

ssOuterMaterial

@ EaseColor
O Metallic

O» Specular

& Nomal
O World Position Offset




Texture Sample &
s (9]
ssOuterMaterial
@ GaseColor

‘-\ O Metallic
O» Specular
f : C» Roughness
Multiply ¥ arns
e — @ Emissive Color
&

“Emissive color01 A

Param (4.2 = _______,--"""'"_F._._-_-_ E

& Nomal
C» World Position Offset

Texture Sample &

o —

Uvs

O Ambient Occlusion

¢ Pixel Depth Offset
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TexCoord ¥




4 Advanced




TexCoord ¥ Texture Sample A

® — UVs [

Texture Sample A

UVs O




Texture Sample A
UVs [ 2

@ Normal
O World Position Offset
O World Displacement

TexCoord ¥ Texture Sample A s
BlendAngleCorrectedNormals sellation Multiplier

e i o
’ ~ @ BaseNormal (V3) Result @
3 @ AdditionalNormal (V3)
2 O Ambiel
i Lerp "
" r4 A S O Pixel Dep

o — 1 1 B

Alpha

Texture Sample A
UVs O




Drag & drop colors here to save

4 Advanced




Texture Sample &
s D

Emissive color 01 . g _

Lerp
e

Emissive color 02 .




R
L g \ BoussOuter
@ BaseColo
Texture Sample & & Metallic
UVs (o2 O Specular

- @ Roughness
. _ @ Emissive Color
\ Multiphy v
O A @

B
@ Normal
O World Position Offset

Emissive Colour 01 Y

O» Ambient Occlusion

Emissive Colour 02 Y

o

O» Pixel Depth Offset

Texture Sample
Uvs

[ BlendAngleCarrectedNormals
@ EaseNormal(V3) Result @

Texture Sample
TexCoord ¥ @ AdditionalMormal (v3)

uv
./’ 5

Texture Sample
Uv's







8s Drag & drop colors here to save n
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—
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Drag & drop colors here to

4 Advanced 4 Advanced
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Texture Sample &

Uvs (@]

" Emissive color 01

Param (0.668.1.0

v

A [ L ~

B

Alpha

" Emissive eolor 02

Param (0.552.1




Texture Sample & " BlendAngleCorrectedNormals
| @ BaseNormal (V3) Result @
@ AdditionalNormal (V3)

/
™~

Texture Sample

TexCoord ¥ / Uys
®

Texture Sample

UVs

“Lerp(-20,20) ¥

A ®
TexCoord V¥ " Mask(G) ¥ B

® — @ ® — Alpha




ssinnerMaterial

O» Roughness

" Lerp(-2020) ¥ " Clamp (Min=0) (Max=1) ¥

@ Nomal
O World Position Offset

> — @ [ B
Min

L 0 ormal
@ AdditionalNormal

O Ambient Occlusion




4 Materials

Element O

Element 1




Chapter 9: Creating a Networked Shooter

Community
Learn
Marketplace

Library

Animation Starter Pack




Animation Starter Pack

QEPN rorroiec |-




|-

_+
-

root
4pelvis
4spine_01
4sgpine_02
4 gpine_03
dclavicle_l
4ypperarm_|
Alowerarm_|
4hand_|
dindex_01_|
dindex_02_|
index_03_|
Amiddle_01_|
Amiddle_o2_|
middle_03_I
4 pinky_01_1
4 pinky_02_|
pinky_03_|
4ring_01_I
4ring_02_|
ring_03_|




orce Feedback Effect

. A predefined force-feedback effect to be played on a controller
H hack Effect
hold (Ctrl + Alt) for more

t Library

Touch Inter

Time 0.0 o [ Value 0.0 )




4 Montage

(oefour | | [ | [ [

R I R N R N D

Final Animation Pose

R —— A\

Locomotion Slot 'DefaultSlot’ P
- faul e
b [ J

| e f souce ) e Rl '/,.'_

3




4 Transform

Location ~ 4 cocm [ oocm [ -1o00cm
Rotation = {00 1100 T eosossos I
Scale - I VR 7 EC




4 Transform
Location -
Rotation -

Scale =

» Relative Location m ¥ 53.0 S0z 105 R -
» Relative Rotation Roll 0.0 o | Pitch 0.0 R

> Relative Scale 3D

> Relative Location z 10675244 )
» Relative Rotation Roll 0.0 o [ Pitch 0.0 o
» Relative Scale 3D m Y 0.05 o [z oos o

» Relative Location X -110.0 o Z -13.0 R -
» Relative Rotation Roll 0.0 > [ Pitch 0.0 o
> Relative Scale 3D

Gameplay

Fire Sound FirstPersonTemplateWeaponfirell- 4= O
Pain Sound Explosion_Cue ~ 4 D
TP Fire Animaiton HipkreMontage

FP Fire Animaiton FirstPersonkire_Montage

[ 55 Feedback HitMarkerEffect




4 Collision
Simulation Generates Hit Ev .
Phys Material Override
Generate Overlap Events
4 Collision Presets Custom... - =

Collision Enabled Collision Enabled (Query and Physics) »

Object Type Character -

grore Overlap Block

[ | %

Collizion Responses

8

Responses

ae
)

ject Responses

Destructible

|
|
|
|
|
|
|
|

OooOoOoOon

Character

Can Character Step Up On

I







4w Cubes










BLUE TEAM:

start game

BLUE TEAM:

Waiting on Server!!

LIGHTING NEEDS TO BE REBUILT (1 unbuilt object(s))



Chapter 10: Goodbyes and Thank yous

| s/ Package Project » Android

efresh Visual Studio Project HTMLS
dio g 05
Cook Content for Windows Lirux
Windows
Import... Zip Up Proje
Export All...
Build Configuration »

) ) Packagino
Add FirstPersonExampleMap to Favorites =
Supported Platforms...

4 Project

Build Configuration
Staging Directory C:/Users/bccar_000/Desktop/NS_Package [

Full Rebuild
For Distributicn

Include Debug Files

= Packaging project for Windows (64-bit)...




» M5 Package » WindowsMNoEditor

Mame Date modified
Engine 05/18/2016 11:03 ...
MS 05/18/2016 11:03 ...

=| Manifest_MNonUFSFiles. b 0512872016 11:05 ...

@NS.EKE 05/18/2016 11:05 ...

‘D M5 exe - Shaortout
[

Target type: Application
Target location: WindowsNaEditor

Target: NS _Package\WindowsNoEdior\NS. exe 2Lister]

> This is the console_




R to start game

Frame:
Game:
Draw:
GPL:




4 Framerate

R SO A
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