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Latin Urban Cartoon
Assets Content

Group Asset Type Quantity
Houses House Static Mesh 10
Hang Clothes Static Mesh 9
Doors Static Mesh 4
Beam Static Mesh 2
Fence Bricks Static Mesh 4
Floor Static Mesh 1
Clothes Line Static Mesh 2
:rcil:(Si?S—MOdm Clothes Line Pole Static Mesh 1
Posters Static Mesh 9
Stair Static Mesh 4
Walls Static Mesh 14
Details Bricks Static Mesh 5
Water Tank Static Mesh 1
Windows Static Mesh 4
Props Street Props Static Mesh 12
Street Arrow Static Mesh 2
Street Block Static Mesh 6
Street Crack Static Mesh 8
Street Crossing lines  |Static Mesh 1
Street Hole Static Mesh 7
Z[treet Modular Street Long Line Static Mesh 1
Street Manhole Cover |Static Mesh 2
Street Road Static Mesh 1
Street Short Line Static Mesh 1
Street Sidewalk Static Mesh 1
Street Text Static Mesh 4
Minibus Static Mesh 4
Vehicles
Tuktuk Static Mesh 2
Collision Proxy
Collision Proxy |Minibus Static Mesh 4
Collision Proxy Tuktuk |Static Mesh 2
Environment Floor Static Mesh 1
SKM Minibus Skeletal Mesh 4
Skelotal SKM TuKtuk Skeletal Mesh 2
SK Minibus Skeleton 1
SK Tuktuk Skeleton 1
BP Minibus Base Blueprint 2
Blueprints BP Minibus Blueprint 8
BP Tuktuk Base Blueprint 2




BP Tuktuk Blueprint 4
Material Master Material 8
Materials Material
Material Instance Instance 27
Textures 2K Texture 35
Textures Textures 1K Texture 34
Textures 512p Texture 2
Maps Showcase Level 1
Demo Level 1
Static Mesh 129
Skeletal Mesh 6
Blueprint 16
Total Material 8
Material
Instance 27
Texture 71




Static Meshes: 129 static meshes:

MName &

B SM_A_Frame_Ladder_2K

B SM_A_Frame_Sign_2K
SM_Barricade_2K
SM_CHR_House_01_2K
SM_CHR_House_02_2K
SM_CHR_House_03_2K
SM_CHR_House_04_2K
SM_CHR_House_05_2K
SM_CHR_House_06_2K
SM_CHR_House_07_2K
SM_CHR_House_08_2K
SM_CHR_House_09_2K
SM_CHR_House_10_2K
SM_Clothes_Hanging_A
SM_Clothes_Hanging_AZ2
SM_Clothes_Hanging_A3
SM_Clothes_Hanging_B
SM_Clothes_Hanging_B2
SM_Clothes_Hanging_B3
SM_Clothes_Hanging_C
SM_Clothes_Hanging_C2
SM_Clothes_Hanging_C3
SM_CollisionProxy_Minibus_01
SM_CollisionProxy_Minibus_02
SM_CollisionProxy_Minibus_03
SM_CollisionProxy_Minibus_04
SM_CollisionProxy_TukTuk_01
SM_CollisionProxy_TukTuk_02
SM_Floor

SM_Kit_Beam_Roof
SM_Kit_Door_A
SM_Kit_Door_B
SM_Kit_Door_C
SM_Kit_Door_D
SM_Kit_Fence_Bricks_A
SM_Kit_Fence_Bricks_B
SM_Kit_Fence_Bricks_C
SM_Kit_Fence_Bricks_D
SM_Kit_Floor_Roof
SM_Kit_Post_Clothesline_A
SM_Kit_Post_Clothesline_B
SM_Kit_Post_Clothesline_Pole
SM_Kit_Poster_01
SM_Kit_Poster_02
SM_Kit_Poster_03
SM_Kit_Poster_04
SM_Kit_Poster_05
SM_Kit_Poster_06
SM_Kit_Poster_07
SM_Kit_Poster_08
SM_Kit_Poster_09
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89 with custom collisions, 40 without collisions(CollisionsPrims)

Type
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Vertices
1 356
432
345
1688
1609
2184
2519
3 269
2 825
2969
2677
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Mame = Type Vertices Triangles Collision Prims
B SM_Kit_Stairs_A Static Mesh 124 104
B SM_Kit_Stairs_B Static Mesh 80 72

SM_Kit_Stairs_C Static Mesh 56 44

SM_Kit_Stairs_D Static Mesh 28 20

SM_Kit_Wall_a Static Mesh 64 32

SM_Kit_wall_B Static Mesh 120 64

SM_Kit_Wall_Beam Static Mesh 48 44

SM_Kit_Wall_CenterWin_A Static Mesh 216 136
SM_Kit_Wall_CenterWin_B Static Mesh 272 172
SM_Kit_Wall_CenterWinTop_A Static Mesh 136
SM_Kit_Wall_CenterWinTop_B Static Mesh
SM_Kit_Wall_Detail_Brick_a Static Mesh
SM_Kit_Wall_Detail_Brick_B Static Mesh
SM_Kit_Wall_Detail_Brick_C Static Mesh
SMW_Kit_Wall_Detail_Brick_D Static Mesh
SM_Kit_Wall_Detail_Brick_E Static Mesh
SM_Kit_Wall_Door_a Static Mesh
SM_Kit_Wall_Door_B Static Mesh
SM_Kit_Wall_DoorWin_A Static Mesh
SM_Kit_Wall_DoorWin_B Static Mesh
SM_Kit_Wall_TwoWin_A Static Mesh
SM_Kit_Wall_TwoWin_B Static Mesh
SM_Kit_Wall_wWinSide_a Static Mesh
SM_Kit_Wall_WinSide_B Static Mesh
SM_Kit_WaterTank Static Mesh
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SM_Kit_Windows_B Static Mesh
SM_Kit_Windows_C Static Mesh
SM_Kit_Windows_D Static Mesh
M_Light_Post_2K Static Mesh
M_Minibus_01_2K Static Mesh
sW_Minibus_02_2K Static Mesh
WM_Minibus_03_2K Static Mesh
W_Minibus_04_2K Static Mesh
;M_0ld_Phone_Booth_2K Static Mesh
SM_Pedestrian_Barrier_Fence_2K Static Mesh
S_ Flaa tic_Soda_Crate_2K Static Mesh
M _Steel_Barrel_2K Static Mesh
Street_Arrow_01 Static Mesh
treet_Arrow_02 Static Mesh
street_Block_01 Static Mesh
treet_Block_02 Static Mesh
treet_Block_03 Static Mesh
street_Block_04 Static Mesh
itreet_Block_05 Static Mesh
street_Block_06 Static Mesh
treet_Crack_01 Static Mesh
treet_Crack_02 Static Mesh
street_Crack_03 Static Mesh
treet_Crack_04 Static Mesh
treet_Crack_05 Static Mesh
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tic Mesh
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tic Mesh
eet_ManholeCover_01 tic Mesh

eet_Crack_06 Stat
Stat
Stat
Stat
Stat
Stat
Stat
Stat
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Stat
Stat
eet_ManholeCover_02 Static Mesh
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treet_CrossingLines
street_Hole_01
treet_Hole_02
treet_Hole_03
IE'E'._HC-|E'_E-i
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eet_Road
eet_ShortsLines
eet_Sidewalk
eet_Text_School
treet_Text_Slow
treet Tex_J |:|
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SM Tla“n: Cu:ne 2K
SM_Trash_Cans_2K
SM_TukTuk_01_2K
SM_TukTuk_02_2K
SM_Vintage_Chair_2K
SM_Vintage_Mailbox_2K
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W DockinLayout {} Settings

T19PPFIE

SKM_TukTuk_02_2K SKM_TukTuk_01_2K SK_TukTuk_01_2K SKM_Minibus_04_2K SKM_Minibus_03_2K SKM_Minibus_02_2K SKM_Minibus_01_2K SK_Minibus_01_2K

Q

Blueprints - Vehicle Dynamic Material (Autovariation)

@m Al > Content > LatinUrbanCartoon > Blueprints = DockinlLayout ¥ Settings

(o} = Blueprint Class

XXX

BP_Minibus_071_1K BP_Minibus_02_1k BP_Minibus_03_1K BP_Minibus_04_1K BP_Minibus_Base_1K BP_Tuktuks_01_1K BP_Tuktuks_02_1K

N MNN NN

BP_Tuktuks_Base_1K BP_Tuktuk_02_2K BP_Tuktuk_01_2K BP_Tuktuks_Base_2K BP_Minibus_04_2K BP_Minibus_03_2K BP_Minibus_02_2K

& &

BP_Minibus_07_2K BP_Minibus_Base 2K
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16 items
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Material Masters

Build ot Help

= Outliner

Material Instances

MI_Minibus MI_Tuktuks MLTuktuks
Door_2K [ sters 2K n ;! 2K 2 ation

MI_Houses_1K 1I_Houses, ==} MI_Kit_Cloth MI_K I MI_kinibus MI_Minibus, MI_Props_1K £ - MI_Street MI_Tuktuks MI_Tuktuks
4L ariation A Door 1K Autovariation, 3 - Colorhas ks 1K Lutovariation,
1K 1K 1K 1K

MI_Environment




Textures 1K

im Al > Content > LatinUrbanCartoon > Texture: < = Dockin Layout

]
-

1 s 3 :

T_Atlas_Cloth T_Atlas_Cloth T_Atlas_Cloth T_Atlas_Cloth T,A[Ias).!inihuej K T_Atlas_Minibus_1K T_Atlas_Minibus_1K T_Atlas_Minibus_1K T_Atlas_Minibus_ T_Atlas_Power_Ups

PosterDoor_1K_ PaosterDoor_Colored PosterDoor_Colored PosterDoors_1K_ Diffuse _Emissive - _Normal Logos_1K _Diffuse K
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_Alpha_1K Border_1K Diff Emissive MRS Norr Logos_1K_Diff Difusse Masks

T_Houses_TK_ T_imperfections014 T_Street_Mask_ T_StreetElements_ T_StreetElements_ T_StreetElements_ T_StreetElements_ T_StreetElements_ T_Tuktuks_1K_Diff T_Tuktuks_1K_
Normal _Opacity_1K Colors_TK Alpha_1K AQ_TK Diffuse_1K MRS_1K Normal_1K Emissive
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Mask lormal Mask
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Textures 2K

mm Al > Content » LatinUrbanCariocon » Textures 2K = DockinLayout {} Settings
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T_Atlas_Cloth T_Atlas_Cloth T_Atlas_Cloth T_Atlas_Cloth ) Minibus2K_ T_Atlas_Minibus_2K T_Atlas_Minibus_2K T_Atlas_Minibus_
PosterDoor_2K_ PosterDoor_Colored PosterDoor_Colored PosterDoors_2K_ nissive _MRS _Normal Alpha
Normal _2K_Akpha _2K_Diffuse ARMM
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T ower_Ups T_Atlas_Powerllps_ T_Atlas_Props_2K_ . s 2K_ T_Atlas_Props_2K_
Diff is

_A Atlas_Props_ T_Houses_2K_ T_Houses_2K_
Ipha_zK Border_2K

T_AT
Normal Logos_2K _Diff Difusse Masks

CREI

2 g
T_Houses_2K_MRS T_Houses_2K_ _Im tions T_Street_Mask_ T_StreetElements_ reetElements_ T_StreetElements_ T_StreetElements_ T_Tuktuks_2K_Diff
Normal Op: 2k Colors_2K Alpha_2K AO_ZK Diffuse_2K MRS_2K I

T_Tuktuks_2K_ T_Tuktuks_2K_ T_Tuktuks_2K_MRS T_Tuktuks_2K_ T_Wall_Noise_2K_
Emissive Mask Normal Mask

Textures 512p

@m Al > Content > LatinUrbanCartoon > Textures > 512p

=2

T_Standard_Color_  T_Vibrant_Color_
Palette Palette

Q

This project includes only one third-party texture, used exclusively as an opacity mask:
T _Imperfections014_Opacity 2k (1K) from ambientCG, licensed under CCO (Creative Commons Zero).
All other textures, materials, and models were created manually by the artist.




Houses: Autovariation for Position / ISM (Instanced Static Mesh)

To automatically modify the colors on the houses, enable Autovariation by Position and then move the
mesh without snap (linear movement). If you want to keep the same color of the mesh (House), move it
with a snap value of 1 cm or another. The variations are generated in linear intervals.

For Autovariation by Mesh Instances (ISM), the variation will occur for each new instance created.
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Show/Hide Posters




Vehicles Autovariation: Activate Simulate mode or Select Viewport to see the Auto Color Variation on
the Vehicle

Show/Hide Labels

Materials with Automatic
Color Variation (BP. Vehicles)

save itfling

Jctivate Simulate mode or Selected Viewport to see the Auto Colox Nag

File  Edit
A LUC Demo

&, select Mode v i Y Platforms v
% Perspective D Lit N show
Selected Viewport
%) Mobile Preview ES3.1 (PIE)
New Editor Window (PIE)

Standalone Game:
Simulate

start simulating the game
/A DESKTOP-H4IDGTO a ctr +

W<« Current Camera Location
% Default Player Start

Number of Players 1
Net Mode

ﬂ‘
! Advanced Settings

. detivate Sinulate mode or Selected Viewport to see the Auto Colox NaxeX sntee
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Props: Show/Hide Labels
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