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e UV:UV of Render Target,if you want to sample Output RT of Drawing
Board,you should use this UV,so that it will be mapped on the
ground.
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Instanced Static Meshes
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Level Coloration
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LOD Parenting

Mass Properties

Mesh Edges

Mode Widgets

Nanite Meshes

Niagara Renderers

Paper 2D Sprites

Physical Material Masks
Precomputed Visibility
Property Coloration
Render (3D) Text
Selection

Senses

Separate Translucency
Shadow Frustums

Single Layer Water Refraction Full Precision

Splines

Streaming Bounds
Temporal AA (instead FXAA)
Vertex Colors

Visualize Instance Updates
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ALT+0

b |_DemoMap (Editor)
BP_DrawingBoard_Foliage

BP_DrawingBoard_Mud
BP_DrawingBoard_Snow

BP_DrawingBoard_Water
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Rename
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+ WorldInteractVolume_Foliage2
Debug + WorldInteractVolume_FoliageAr
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WorldInteractVolume_Snow
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World Drawing Board
Active Mode
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Use Interact Volume
Interact Volumes
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Wulating L SESTTTI EATiL & SO

—RRiE

e Simulate World Size: 584 :cm, 2B RIFELIATH TR K/, H40,
LIFEHAIZE N 1024 BF, LEMRE S K/NFH 1204cm*1024cm,

e Edge Falloff: 2B RIAZMZ R, HlN, EBFARNID ZIZIEHE
%

e RT Size: B BFRMIK/N, 1024 RRIHLEIRIFTAE RTFIRE RN
1024*1024,

e Output RT:ZBHRENNAEMNEINBEIR. EATREAEMRE
EH.

Eih

Snow Thickness: EH#[EE

Shadow Softness:0%l1, 0F RIEBEHZZ, 1TXREMBAZ,

Self Shadow Intensity: Eith BBAEZEE

Bank Intensity: E#h ¥R E, AR ZHNEFEFEHNEHE
Bank Width: i HRTTE

Bank Base Noise: XM RS HFEEHRMRIK,

Bank Base Noise Range: “Bank Base Noise” 2= i B &t FI3X N SE o
Bank Base Noise Size: “Bank Base Noise” Bt F 4R <,
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Bank Detail Noise: X ME RS T2 &R K AT,
Bank Detail Noise Size : “Bank Detail Noise” 4t 5 S48 R ~f
Bank Detail Noise Intensity: | “Bank Detail Noise” 5% JE
Snow Sub Surface Color: E#t#M R R REEE

Simulate RT: i FZ {1l E th #EFIAIRT,

Save RT: ALLRTF L — A E RS,

e Hi

Save RT: Al LIR7F £ —tiaYE R3S,

JKE

Travel Speed : JKE ¥ BUEE

Normal Intensity: /KK xR E,

Update Rate : ZK;EAELAMIZR

Wave Fade Time: 7K 5 JH L BU AT [E] o

Water Displacement Strength: JKE Tl R R E E .
HeightORT,Height1RT,Height,RT: FA FHE /K ;K B — R FIRT.

HE#H

Fade Time: §E# L 30 JE S A [H] o
Save RT: A LUMRTFE £ — MAIHE RIS IR S

Interact Brush

Interact Brush
Drawing

Culling

Drawing Mode
Drawing Board Type
Multi Draw

Current T
Previous T
Previous Drawn T
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Drawing

o Size:EELFIMHIERT,
Culling

e Override Cull Radius: M1 RILEEBHLEMREE, 56855k, 5
BREFRERANNME MREBZZE, BEA.

e Cull Radius Override: MR EEBHLERER, [FH5I1&. 10
B = A“Override Cull Radius”, X G EBEiZ{E,

Drawing Mode

e Draw Every Frame: @ BN LU EF ML H,

e Draw On Movement: EHR TR LE|, INEEMNERFIHLE
,BEA,

e Movement Tolerance: ;ZaIH{E., X: & RE, Y:EEBE, 2: 4
WMEE. MRXFHERELNE,

Drawing Board Type

e Use Draw Only Drawing Boards Class List : 3l 52 #R 48 35 |t |6 25 R BETE
BFEM2BRB L2, HEA.

e Draw Only Drawing Boards Class List: &% 2 tL B2 R REFE 435 € Y
LBREPLH, IMEEFEHE, “Use Draw Only Drawing Boards
Class List’ NIZIRBENE,

Multi Draw

e Use Multi Draw: IR IGEEMLHIZ R, MR true, NS HIT
BYFEURFBINES, BEXREHRD— R,

e Max Draw Distance: 315 “Use Multi Draw” RE, £ &R EEUR T
BOMEE XRIMEEERLH 2 BNRKEE,

Line Trace(Only for Child Classes of “BP_LineTraceBrush” )

e Max Trace:mxARMSE, MEAHFMNSEXRTZEE, XS
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e Trace Offset: & ERE, HlaN, — X FN 20 BBRKIR, LUikKEE
= 20 KRB, XBEBEEAGMLTFESI LD, ATLL“Trace Offset”
MNMiZZ 20,

Turbulent(Only for “BP_BP_LineTraceBrush_Turbulent” )

o Strength: PLZIAEE, XM EFEWELUX—MMBIANEER.

Shape Settings(Only for “BP_LineTraceBrush_Shape” )

e Shape:iEFR It BEIEMHIK, B EIMXZFRAFIEF,
e Bounds: 24Kk HIBounds, BT LLIEAE A R~F. K/,

Pattern(Only for “BP_Brush_MudStep” )

e Render Texture: — texture2D, ML 2— M EEHEREHR,
e Mirror Flip: IR EBHSEIFEKICSIE, BERH. XTELSHIBIENAE
A,

Wheel Setting(Only for Wheel Brush)

Wheel Radius : 8 FF %,
Wheel Pattern: ¥ 8 F11i2

fERtEm™

Version 1.0.0

& FRIEF 2 S iRk

RN EMELT, SHEREFSMCZE MR tE. BFA
AR LE D i RFHEEACE RIS, XEDETE 2 W%
 MRMRAFTEXLEDRE, FERERERESHEL,
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o IHEHAJLIKRTHIFormatt NR16EH A E7F 5 FH

o JEMF_Snowinteract N 2RI Rk, FEREEAEZSRESE
HJNormal from Height Map.,

5 Sequencer—itt{#

NTENKZEMRE, BRIEARBITRPawniZal, & A
SequencerfY, BRIAZRERAIRIIREN I E RTRER IEFA, K £ #EHR
SequencerBJ A FH AR ZPawnfIfiI B . E 5 SequencerBd & {F FH, AT LL
IRBLUTAERER:

Bz P HIDrawing Board Actor, 7E 40 &k B #k ZSimulate
Following B 3%,

Ri&Follow Target ActorATrue, #iﬁHETarget ActorA— M RFE

*JiftEBJﬁE’]Actoro XA Actora] LLE — N ZE B Actor FF 7E Sequencer i
BERRESH T, XEERITE EEBL XA Actor,
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o EihLow Quality X #F

o 1BINT BE XIRMActor, XSequencerE i ih 37 ¥
o AFTHHMETHANRBEE, AILIEEER

o B TEREMRBTIITHIZHEEIIBUG

1& & Hil

£54: 0P S b S pE L L ORI
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https://www.bilibili.com/video/BV1gW4y1x7Sz/?share_source=copy_web&vd_source=26cb85417ffe3140f31edb42c19b67ab

b&vd source=26cb85417ffe3140f31edb42c19b67ab
XEEARLAFBBPXRAEENEHRAM. XE2—xTFaM
FRELEMEDREEHRFHNREE, FIFZRET BEIK. Ik
FIHEW R B BRIED
XERREAMEHFZLEEME T XNMEERE T, FBiEpic Games
chERIAE]

[UES] XBEEAIESE
https://www.bilibili.com/video/BV1PR4y1Z74e/?share_source=copy_we
b&vd_source=26cb85417ffe3140f31edb42c19b67ab

XEEHER 5 MM ES, HAFEFES s A4iE Rl
BECHMXREAEE,

https://www.bilibili.com/video/BV16Y41197t5/?share_source=copy_we
b&vd_source=26cb85417ffe3140f31edb42c19b67ab

Niagara for Interactive snow

— T HEMREENF TERXTNNEMBEERINAEEER
L,

[UES5] EFRE 3R B /K 3%

https://www.bilibili.com/video/BV1YY41197mK/?share_source=copy _w
eb&vd source=26ch85417ffe3140f31edb42c19b67ab
Infinity interactive water tutorial video

HIEMG, X FFERANBREIFA “WaterSurface BP” FKIREEZ!
JLFERR KR /K m A=,

https://www.bilibili.com/video/BV14R4y1a7zx/?share_source=copy_we
b&vd source=26cb85417ffe3140f31edb42c19b67ab

fa1c

REEAUREBEERKFIELFI
EHMEEPRNEEMZRORA, X
—Y)EETF 20214, EEMIFEEZE12 l;g HHRSE T8
NEHENNEERFBRHEN—EX |
o URNFKIHERZEZTH, (BHEX LR BEORTSE
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https://www.bilibili.com/video/BV14R4y1a7zx/?share_source=copy_web&vd_source=26cb85417ffe3140f31edb42c19b67ab
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LISEIEY,

REME—1TFUMHE, HME TX4EH, (5§15 A BEHEA
ZUENEH, 120080, MEHERHFEIEREMLL, TEHSE, BB
M EHFRLRELF, BEZFEFEFFAER, BXTHEREHRR
ERFH ML 8F, AL o F A AT LR 2

AT A3 = 145 IX 4~ S b i
5t, MEIEWE X, KEB®RT PRODUCT STATUS
¥R, th+ 5 R EpicRI T
EN R A R E S5 H
FiEHmRE, 5 HER,
RAHE LR TN ES, BX
3 BB B —FRETAT R A BIHIA Hidden
RIS, EN—1IEITEMN
TUMWESE, 2EFRAZEF

Interactive Snowfield

UE, 2B H LT LIRIZE A $19.99
AR RIEBARY, Tt FEHK ]

MR 4 o TIXR, FHATFH

UREAEFRRMT, KFED

RERLERANERABEMNETRIENE, MEAEMEE.
ATEEXES, T TAMARERD, BENBESRDAT (HK

ZBIE R EOS EERAAR, R EREEE MAERA/L+1 %

2 ), JURBEFEMAN. <FHNEFEARBIET, A

HERBBELAARE.
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	特性 
	World Drawing Board（世界画板） 
	Brush（交互画笔） 
	雪地模拟特性 

	特别提示 
	限制 
	值得注意的点 

	快速开始 
	Step0：开始之前 
	下载演示功能（可选项） 
	启用 InteractiveWorld 插件 
	在文件夹里找到这个插件 
	示例关卡 
	处理输入问题 

	Step1：在你的材质里添加材质函数 
	找到这些材质函数 
	雪地 
	泥地 
	水 
	植被 
	示例： 

	Step2：将Interact Brush（交互画笔）附加到你的角色上 
	找到Interact Brushes 
	画笔种类介绍 
	BP_BP_LineTraceBrush_Turbulent 
	BP_BP_LineTraceBrush_Wheel 
	BP_Brush_MudStep 
	BP_LineTraceBrush_Shape 
	BP_BP_LineTraceBrush_Capture 

	示例： 

	Step3：使用Interact Volume（交互体积）来设置交互区域 
	放置Interact Volume 
	设置交互区域 
	示例： 

	Step4：启用Drawing Board（画板） 
	运行编辑器控件 
	绑定交互体积 


	设置 
	World Drawing Board 
	在屏幕上显示输出RT Debug 
	一般设置 
	雪地 
	泥地 
	水面 
	植被 

	Interact Brush 
	Drawing 
	Culling 
	Drawing Mode 
	Drawing Board Type 
	Multi Draw 
	Line Trace(Only for Child Classes of “BP_LineTraceBrush” ) 
	Turbulent(Only for “BP_BP_LineTraceBrush_Turbulent” ) 
	Shape Settings(Only for “BP_LineTraceBrush_Shape” ) 
	Pattern(Only for “BP_Brush_MudStep” ) 
	Wheel Setting(Only for Wheel Brush) 


	使用指南 
	使用低质量雪地模拟 
	启用方法： 
	进一步优化： 

	与Sequencer一起使用 

	细节 
	Flow map 
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	我的关于这个插件的视频 
	后记 

