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fE L gm i d A o 2) BATIIAS: 118 G, fE9m 4B 4% 1Y File S H Pl EFRE] Execute Python
Script I, Mo EEPEIR . py XARIATEAT .

1.1.2. AENZIHE

(1) BFILACE IR (L)

ZFILEE (Motion Matching) J2 fEZ) 5| — B TR MM BNE LA IEFERS, FET
CRPPR” (Pose Search) FHff. SEGMKHRENEGRE 2RI ZhHE RFEAF, &30
Be AT LA IS AT I 325 1 M\ Bl B 008 B o 5 B0 A U A IS 855 1 3 i 2 A AT HE I, B R AES)
1) 7 31) 22 1) 0 4 5 L o U R 5 i A

MISAT IR BER T, 183 UL AC 3 EEA B = AN [A) 45 R i 2 UL -

ILECEE &X HHERIR
B AEY N BRI E S i A
Tz s ) Lt 7 o (R A R s 3 Pose History 77 s

RkKizsh  DEATIARKEERIAE  Trajectory 9l CHFEHAM RO

7t UE 5.7 #, Epic 7K 7 i) UL HCEE B B IR SR 28 10 B SR L X FE AT ALk A P i i
PP AEIS AN UCHC R A ), TR AR IR, X R e R0 R Z 4 s, A RETE A
B R



£ UE 5.7 hiiAH, AT R Gl 8y, i el i de £ 28 iR i k02 i S5 4 b 2k ki
RTINS R

LR HUETIE RAEE (Pose Search) FBr] IE B L 8150, JF Hizsh LR
Ry R th A B AR .
(2) BETIRFREEZ TR

TERBLIBI B MERAEERTIERY, 1D B KO, 2) IRETEIR (Blend Shapes) Ul
3) RAEAAE 2B 7 B A WA CHERATE (41 Maya. Blender B¢ ZBrush) #1437l
R, S UE #HTHE . UE 5.7 JCASH B B8 g ds TSR, FTA 11X — R,
AT AR AR B R TAR VI RAE I ERE I T 91N ER . IUAE, FF R W] DALE B B A 4
FEPRIRE SRS SRIBCGEMBEZNRE SR, AT SEIE IR + BRI + AR
() — A A AR —F T A% AT DAAE = A AR 2 [R) TR 8 1)k

V5.7 ROARTE B 1B g dmias TH, IUEART DU 6@ MR IEIR . B HE NS B AL
H,

ILAE T DAEE B BE WA AR RN R 2B B8 . A MREZVR 5 TR
WA HIR AR
2 NG BEINATE U RN N S A
B E LA S AR TR, Bh 4T i&E AL 3 1 R 5
(3) 545 Yy 1t R b

25 1) 0 5 A E AR 1) THE S 4 B e YA o 1) R s P A BRSO ORG 48 5 30 1 ) B SR
filtn, wARMERINE, Kk, DU & — MU E Py, 6 A G S BOEkER N 42
B2 [H 2 1. T Control Rig M ERLEAR AT LAFELR € B % B BT JE S Bl A e
UTHEEE, AhEfE BEE EY R AR, A BT XSt A 7 R
I Z, B LR A A ) BRI B A I B o IXFE, B EE IS T, B
MARAS BT A B R AR K

V5.7 FRAHE SRR 51 N F5 01 90 5 P B SCRARAN,, A8 R I AT 57 ) LA A4 AT 36 ok
B BT LS REfh . HEBH AN B

® Tl SR P P PR AR B L R A2 L

® KGR AR AR TP BN RAE ALY .

o ERIAI RO AR, KBS A AR R
(4) BHIZERKBEEES

5 45 2 I 2 5 #% /& Unreal Engine 5.7 #7138 ) — I Control Rig i TH, &LITHT

) B REER B — ML R R IR B BIS B T AT BRI A AR AN TS — R A B e,
FENRMET B L — S B (0~1 Z IR EUED o 2B BRSSO, AR GUARHE A T2 TH 5 T () e A
NN S IR AR B B KB ) 1 SRAR T o 5% B S sl b e B R R R, @ T DU R T4 RTE HlZ 3h
U RETAR OURZTE Bbn) & Mol W AL 8 SR SR AL TE I BAR - Sae LN ERMRS A, B TEHESE T H
PRI (IR B8 MIASGESE) o 24T, 8 0 2 1 R AELRE HARIAR B9 T £2 & B I BIIERE M4 L, 24
RETER AT FRHRE . RETERIERR I I RN . PR RSELR B HMS SRR, % 5 ERE RN,
(81 P A R A — o EL IR AE RS AR R I AT S TR S AR OB, R0 T HY A CE IR i R . 52 T i
S HARRIARIEAN A, REZR T sl B A S O R AR T LT B iRt A, m DAL P s . B AR R e 4 4
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AP BB SRR A AR AR e R, Lk AR e B BV A

7E Control Rig &4tH, £ /M%H A (Control) « “H#% (Bone) FIFHL (Module) 2 [A]4F
FEERMIRBN G R . Bl : IRz 30 7 O i) 25 7T A (R Rom IRV ER . e o AR 22 ) e e . 4
e P AR, FaE T S HEE AN K 3 . Dependency Viewer 1E & AR HLIX S [a] @ AT o
A DA T T B 28Kk T MR e o RIS 0L, JFREREIN (A1 BE 8. M dsil. E gk
A2 (B o0 R AT A4, kvt i B W

& HEXTHMIGHEERR, —HTR.

® AL E AT, S TR R .

® RIS F AT AAL, .

(5) FBIK HIE € [ [

5 IK X & IE iz 8% (Forward Kinematics, FK) . 7 FK #53F, )i {2 F
ANBOE R — B BRI IERE M B, Rim b B AR m) T RIBR AL B THHEAFH . FRIEH THAKRZ
s —A MO R b H SR E O EER, FH FK IRENVEARZNE B R . S8,
AR A =GR T b T AL A B A, sE ST B R AR A B
IF, [ 58 ANAR R B ot 20 0 Agh 2 A B S, X I i A R 2 IK A\

£ EEREEI%¥ (FK) BrEEF¥ K

ST RY—-T9 dEBIRMAR TR, bR B

[ Liipe S A ek

D5 ShEi PR ERARTIIE S Ii s E R H AL E, REEE D

Ei Fefa TR

@M meBkEs. FEHRRE. I WA RERE. TR EY)

573 AT AE {ZSNEESEY N %'

i AR RS RN RSB ARG, To R Tl 1 AR A
7 ]

Bk TCAEMANA AR, Ao B TR, TRE HBLAERU K 5

TR Hth

IK AR SRIE— G A, S aeaE R mae s 2818 2 I HARhiE . BT HH
HHIEEAEZAAEE, BN R E AR N 2 JAFE T A EAE, FH R
BBk SRR AR AN 37 e F PR RSk, b AT RE L) 51 B R4 T 2 0 IK R
BEP:: 1) TwoBone IK (RUH# IK) ; 2) CCDIK (fF¥FALFR FF& IK) ; 3) FABRIK (Hfj
JEIEMH I [A3EE) %) ; 4) Full Body IK (425 IK) .

Full Body IK (FBIK) J&—F2mthAN IK &5, %1 H T R 2 R AR SE A B

¥ REIEFI% (Inverse Kinematics, fRiAR 1K) & —FhiEid 8 & A wm g4 88 A7 BORTHE W) S 35 He % M B B8 sh 22 7 ik
TEM SN RSN, 1K o vrshim Jiife & f ) TSR A 5 ZRE N E, KREHINTEIFRETE. RIS
BErR R ST DU EL MR, AR it A HE R B0 H bR A
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o, 5 R B BR B IR 3SR, FBIK RRVFIT R E E Xk ST SUHZEZ A IK
HArm, RGN Oe 5 I e 1) & B T406 K, B IR B ARIF I 21545 & A7
BRFEE, REFACEENHEAYR. UE 1 FBIK @ 75 T8 IKHER 2 b, ZHE
HEWE. EHIEMAE. FFEARMESEE, BERSEMNS e PR AT, 4
AT 2 TR T (0 B 55 B8CF R R AT . Ja H FBIK 7 278 4 B 4% 10 38 140 5 2288 FR T 3
FullBodyIK ffift, Fifi J5 7542146 2 K FP A% Full Body IK 5 & JE 52 s BT 8 A1 B E

RESSREINT L RS
e ERBREKE  RoEp fogh JA iR
TwoBoneIK [ 315 JU EL R AR SRR, TR . TR
CCDIK (1 K N e S
=2 RIS, . N
FABRIK &K X A 34 H 5E 7 I%TT,%%Q““}F o EE. RE. R
Re 15 1l N
SER. 4T
FBIK RS HTMASRRG 2 EE, aggn VIR, SRR

GALE:S

UES.7 WAt 4 B IK A IK HE [al 2400 1 MeRecdt, FEasin 176 Dhae. X uReett 1
FEIBAT N AT HE [ I 77
® FH] FBIK titit &, I HAREA Hm ST CEEREZ 20%) .
® fiH IK 4fE B SRR AR R A, SEI S AR aE AT I HE )
® [ FK e E A (Copy Local) B RUBIREEAN 45 BE I e % AL i S o
® {EHE MM b JE HERE T
® JyiFANELE M Ia HATAN LOD BIE -
(6) TS0 F B e A A L 457) B 52 )
£ UE 5.7 #, IK E ¥ 45 (IK Retargeter) % Hu [ £ i AKX LUl A e gt 47 7 L Iasdt,
fEShEEAFEARR OUHE S BRI AE) IR EMER . e, XFERae i
FE& Tl O (B AR S aE , AT KBRS 7SRRI 3h & =3 E e 1E] . BLAE AT AT AR
FT A 1A
® e IEE, PiibE @A I IR HiE ).
RS AR 2) 0, DA ESE T AR N ORFF 22 ELA & .
15 Y FK PR A58 20 0] AN 4 TEORAS Hn i 16~ R 25040
ISP RS HAT,  UURC B 4e B0 8 R B .
A58 FH e Fe PR A e B 2 SR A2 i JB AR 1 5% e A 2
FEIRAR T AR A R SO A RIS BB, A HEAT SRSl P Be S s B
W JE B AR IS AT, DU ORI M AT 3 € 0] I 25 B v G
(7) BEBRAEEN (LR
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7% [A) BN %€ 7] (Spatially Aware Retargeting) 7] ABEAE—AN 5 2 GE 1) 30 ] B2 78 ] R4 o
% A FH A2 S R AN R A Y A ), PR B Ak Ll 91 22 S B B0 30 1 2 LA R AR 5 i Il . XA,
AT LA B () J 7 B B0 i ) 2k 1A .

N TR BB AT, YR R IK HAsHES, LABT Ik B Rl .
AT AR IR B AT, MRS IS S U2 B br it BERF2 3 1K H Ax.

(8) FPFIRAESS (SEhuft)
FeA St a5 5 QIS SR 1 AT LAE 3 81 s B e S A A N A AR IR IR . IXFERERS
I/ 1E Sequencer F LA AT G A ZE ITEAE ). HE AR AT AR

Xt 2P S R PGEATH Y, R IR
R P9 P o B TR S 1 SR [ v B
R A4 7 BUE A R BCIIFRE 85

KT 3 BRI A6 A0 45 AR 172 58 R ol L.

B 4G RIT B P AR P 1 P T AE

A\ Sequence Validator X

# Queue +Add @ Results

NotableFrames k& NotableFrames

3 » Section bound is within two frames of Camera Cut Bound

. MissingAssets b Section bound is within two frames of Camera Cut Bound.

k& MissingAssets

» » Sec SceneAudioSection_0 has a assigned binding/asse
Z Rules » Section M SceneAudioSection_0 has an unassigned binding/asset

<p Section MovieSceneSubSection_0 has an u g inding/a

Section Alignments - :
9 b Section MovieScene3DAttachSection_0 has an unassigned binding/asset

Y Check that sections are not off by a couple frames

o

from notable frames & WholeFrameAlignment

» Section bound is not on a whole frame.

Unassigned Bindings/Assets

N E » Section bound is not on a whole frame.
Check that animations, audio, subsequences, camera

cuts, attach/path sections reference valid assets

Ready to validate Start Validation

(8) ZFhihsk (AR A UX St
V5.7 lRAT] LLE Sequencer HF FH B2 11 (Motion Design) H 1225l it 28 (Ease Curve)

TH.

AL Ease Curve #ifFoR A B BEAh, BROCEFHAHOR 7 HE S —1I4T8, SR

A e, ARORTT PASE BRI AT A4

£ Sequencer. i 4445 25 1 UMG H 45 FH 22 5l ith 48 T 5 R N A ORAE A [R] 1 22 3 it
LN

AT DA 4 T80t E D RE TR B4 TR, SRALT Sequencer 7 FIR HH I THIAR

e 7R B JE G AR, AT RIS R 2 1R B RS R I TA]

PR EIFN Python DJRE, Vil BIERS (Rph. &, FH. BUENII D .

U 7 AR R A L AL FE IS (R HH H DA .

ESHL LRSI 7#48 2 ID (Binding ID) F1/F%1 ID (Sequence ID) %,
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(9) THFFEIE (L)

T HiHf (Dataless) 2 TN T R R A£G J730F, B nlfetE #0270 g 2 4 [ A0t
T, SRR . TR EEE T AR BRI TE S, AR R EE, e
/N BERIE

i AR P H 5€ X Object, MAPRIEACH BEIEFIL TAERRE . S8 A SEIB1T I 4b
PRI e, P gwm Pl FE sk, s SR ey, AR m s N

® K] U R A TR R

® HIlIZATH B SEL, PAFE A G i A

® GfH & UE %/~ —FEfd F s feT A,

(10) EFEE

) i 5 A A o R R U ) 2 A ik . X TR R AN P AN ], B
A R AN R B P R ) 2 A R/ s AR e . TS T S B Gui Pickers 25 H & T HK
SPUX—ThEE, RN B R AT RAIRRA, ST HoAh TR A i e

+ Add Set & &

0

¢ f # SKkM Cardbox
& SKM Manny

(4

Box_Body UpSquash LoSquash Flaps L_Arm

Ball_n_Hand L_Fingers R_Fingers

(1D FEEK UX M QOL st
V5.7 WRAN S AR A T BdE: 290 (Constraints) « Z5[A] )4 (Space Switching) Fl
W B T B (Snapper) T.EHIMESFEN—DHIIZLIHR (Constraint) & . FIFEZE R TIXNAN,
V5.7 RAZG QI RAZ AN 7 — L3 1)k 0.
® Ufimil: X ZUARTHIARHEDIRE. B AESHTW A — A ON M, IR HTAMERT A

i
® Mk (Hr) (From Start (new)) : IRECYETWI mFL =, I HAE B LIEE—M,
T AN A 4 HTL

® LR GFr) (Infinite (new)) : AAIISREEMW. M, Bk 2 aT s &N T
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B

WAE LA ZE (Pose Library) « fME T H. 290, IEBAE CHr) Azl & 2 o] i3 AR R
BT HEOCPHAMRE . EAFEAR Ja R AL B A RN B R AT o AT LK D) 480 8 B 11 1)
VESrBO 25 A5 L PR 4

1.1.3. MetaHuman

(1) MetaHuman Creator

MetaHuman 2 RE 4] 51 2 g o ) i 5 et NRX — SR IR, i@ — BB G
PERHEAREGHITT AR B T W SERBF N LT 2E TR,

MetaHuman Creator N /21X B4k R -0 AI1E T A, M/ IER2i#id MetaHuman Creator
KEM . &R 58 BN F I 46 B13E — e B N R A B A% 04155 . MetaHuman Creator
B REZ) 5125 5.6 KA, FHSCEE Windows V&, V5.7 A EZ]) 5] 227 i) MetaHuman Creator £
7 ¥F Linux A1 macOS “F & .

M P AT E AR g as b, B iR . S ESHRTT . RS RGBS T, R
TG BT 3 E e N %?ﬁ/\ H BN A BT A 50 B i % 4 5 R T B R 1 1 A 5,
TIEEEM T ahEGE. [N, Rt TSNS AEAIE (DCCO BATAE H S
%1417 Houdini 1 Maya $2fft 1 8@ M3 N B K/ = THA.

V5.7 WRAE SR T SRR AR IS TRE, B 1R 2 RSSO, IR SIN TG R
R AR 2 B ) UV 2 [T SO0 R OR &R, AERSE R AA 3R SERETE I 45 2R . S8k &
PRAER a5 B B, LEARAE S R bt O N AR EEBI ROV L, RIS TR P S 420 70
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BERR A SZ R548 F Python 8 K% MetaHuman £ €55 77 1 LT i B 9miE 5 0 38 B gt AT
H b AL AL . 15 08 APL % MetaHuman Creator 38 %2 R BRI E L S OMERIE, %
APL SCREREZ . LG e, ghE MgUEThRe, Wi e 8 MM A ifE. 7 {E MetaHuman
Creator " SEI PSR, 7ERELI iR Il 2 B iaty, BOdEN iR AR #AT B4 AL
.

(2) MetaHuman

MetaHuman #& 4] 5|2 (Unreal Engine) #EH &R EB T NLROE RS, THFFRE
POEAE R IR Sl R A AR L SRR R A 6. 383 MetaHuman Creator M TR 2 H
PRIG T EBRAAE . KA, A8, o ehED el & MM . BHaERIREE (329200 4
Blendshape) « SAEHENERKHERS, FFEEH T3hE5RBEHE. B304 RE ST
M) LOD 22K, I3 MIR AR A 3] UE Wi H Hrif % p in 54075 . A R 857 a] Jodé T
Mo LRI VR/AR 2552 22 Bt

REZ]) 51 % Groom FAER WL B T 517 B TARVRAE, SCIL 1 0] A AR 1Y 5 2 1) ) SRS 2 4%
il BAEVRTT LRGBS S AR KA NIzl 7870 I H & 8 A A s TAER, JFiE
Ik 18 9 () e AR RN 2 ) T HOR IR BRI SRR AIE B AL . 1% T R4 5 & ¥)7E Houdini H1 41
2] MetaHuman Groom 5E4 38 % o

(3) MetaHuman Animator

MetaHuman Animator #& MetaHuman HEZ2 N [t — 2 /5 {5 B 1 7 2% v 4 92 5 o A i T R
£, 'E1E MetaHuman Creator (FST“QIE” M E) )58, T T 5 5 S o1 1) 3R & 3ot
AR AE SN B, AR R R n ] L A L R B A O )

ZODIREESE: D SuBIRMESNE: SR S FieRIEA B A, HAR IR 2 A
KR e 7T HNHY 5 2) SR EEEXIUEN: B4 51 e i i shm, W
SCREN M AT S R B 2Ry, AR IR . 3) ARSI, Wi SOk (AR
G20, v DU 5 ah 5 SRS ERHE . ST, e e A R 4 ER
IR AT GR%R: A A Bl A s 700 S E R IR, A T MetaHuman A5 1946 8 35 il 55,
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Frkan e s 28, 8 TS ARIMAE 5] 28 8E Maya gt 47 IR %,
V5.6 FAS 7] o WA B2 1 3R EUCSR B MetaHuman Live Link Y5 F S22 .

BLELAS B Sk AR B AR HE R TARRURE (8 SRR S Al e Rk, R0t
SEAOLH EHBIWOEFEDIRE . BT AR p AL T, LSk E R E.

UE E M4t A
755423 1 MetaHuman Animator Calibration Diagnostics (SZEG1E) , AN HE R IE R A I
TERSHE RO, B SR b S e s 1 77 282 15 e e o
(4) MetaHuman f§3k
MetaHuman ffi 3k /& 5 #) H MetaHuman Animator 1. 2.4, il Live Link Face Z& N\ [ W
FH, IS5 8 SR A L S B 1 T R At R FL% 6 MetaHuman 07 A (5,20 I 1) 58

B .
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V5.7 AN I R SRR G ALITE R, 39558 T Live Link Face i0S 55 Android M F A )52
I Bl %5, 8L Live Link Face, 7] LA A SMESHGHIAE SCFF ) Android B4 88 iPad 2R
SEI TS E (. SERE 10S H AT ASCRIAMERAZHL « AATFE iPad FiE SRR
WM. HAITE iOS 1 Android %4 |, i1 Live Link Face EH B & AT 5 4 B SRAG MoK S
A Bl . AN ATAE 10S it iy B AR ML AL .
(5) MetaHuman for Houdini
58T ) MetaHuman for Houdini 5381 K 7 28 EK TR, M 51 KK TAERE
A CLE IS PO ERE R ITIE R . 1% T REE S BRAEMAS, FIACTE A& brd B 1) B K %
e, IRIEER . KEMERSE ARSI 4, RN RIELREE S mPATs dnpgik
O SEERIIRE. X2 PR A B AR K R S IR AT
A, AR K EEE AR KA, Epic 7£ Fab *F & & A1 1 ¥ Houdini ik
MetaHuman Groom 5 L EAENFA M 55 2] EUA
1E V5.7 liA, MetaHuman for Houdini £\i& A Linux.
(6) MetaHuman for Maya
MetaHuman for Maya 587 8 # Al 7 Linux B, FR5IN T % Maya 2026 ).

1.1.4. HFHE

(1) B HLOD

LOD (Level of Detail, #i75)/ZR) & — LRI SEREGARM A . F 5382 N R —
RIS 2% 22 AN [FDRS BE I LA hiCAS 38 AT IS AR A 20 5 B AR ML 2 TRD 1) i 5 B o o L
H 3 U1 B N RRAS . AP B A s, AT 25, I o 1 T A A 2R 5 A v A A
R, RS AEAN R RS BT RTHE T, RIE > RE R = A E M2 . R
Z)51 %, EA MR LOD Al 51 2 534 R, WX FaheE . R BT R E R
SEESHURIES & LOD WYL & .

HLOD (Hierarchical Level of Detail, 77240772 k) A& 4] 515 T R E g =4k
FIEE RS . SEX A LOD ANF, HLOD P st B AR B e A 4, B — g L
P — 2R A WA AR G I — AR AR Y . FEIe i B NSRS, 5] B AR S A B AR5
AR, 2 R H RS S E G = A, A R0 CPU 5 GPU fidH . 2R
ZJ51 %41, HLOD 8% H AN BAREE A, IS & 3P I 5 OEME T B LT SR A% )
SR FEREFEDE E Y EH HLOD 4, JiEid Mg ar 4 kR e World Partition 7%
[F] X % 2E il HLOD Actor. X% Actor 2xAR¥EALIE H Zh VI, (85 437 5 AE ORFFAL L IE S 1)
A SRAF T RAB AT R R, e alid& H TR 5t 5 KRB S T K& .

LOD 5 HLOD WX 5IfET: LOD fE M FHAEA, il HLOD Xt 2 2 [F] i — 2 A
S .
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{
= 1
-= |

B X HLOD: fE{f ] HLOD 47 vER, it 45 5 ) B A e R 2 1 H 2R,
1M H 252 B PREAR LA 203K . € X HLOD SCRFEAHAS Actor BiZH# L F 2 L HLOD IR,
MR T 3% — PR o AT e s 35 b XA A 38 1 1 543 X 1 & L HLOD Actor 25

® EHIHENHEE KR R LK HE LRI T8 LE N HLOD 12171 73 X, FFRH

o s -

FH{EAZ HLOD JZIR#iN
® ARt E E IR Rl LK E & XERR1E N HLOD 2B e s N, 170 i B Hids
P EEINIER S N

(2) HLOD EEE& UX i
V5.7 IRAE et 737501 B (World Settings) > 543X (World Partition) ff]
HLOD JZBCE A HLOD JZ 5377, DA% w6 g Bl g 5 C L P () mT R

X ® World Settings  x 7= Outline

General

1.1.5. geiE38H Ul R4

(1) AI B5F (i)

UE 5.7 51 A AL BT (Al Assistant) /& — NN E T LR 4 0 Redii B TR (S
YEIhRE) » W EBERIEIEARN, BRI R SCUHeoR IR E S TAER R . T
e Tl R, R4 CHHARRD 7 BRI B4R 4R T . FE BRI E N E T
PEWH, JRE F18 Pudingpe.,
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FORE . [AIER T UE Dhfe. TAFR . Sefsc s i .

CHACRSAE R AR 75 5K A2 AR CHHARRS A BL Bl in &gk B C++Rt Actor #2h 245
ENLE

GRS BORREAESS IR BRI, Blninf oy f i B E RS

Ul &5 57 KR S S g UL o B, SRETI 35 .

® TSN REMEORE BN, X Wiki. RIZFRENER

HAZ O ThReE g6 & A Mg AR (Slide-out Panel) J&JT:
o
o

Al B F-H UEFN FIFREHE X AW L ITZRE AL SRIRIE SRy, w4 T TH T 3%
FE L) 51 3 Bh AR 5 b 58 BRAT 55
EAEH AL B, &3 1D EERUE: ST Hs2imm B, TR e E L,
5 WAE B S AT IRUE A, 2) AbER AT Z)%E: G0 SRBh TR M5 100 H SERRA ST RIME R, AT
DA TT R W e G s KRR R LA B E T30 3) BRI A ORI Al ge ks T
UE 5.7 SR SCRS ISR, 0T SE B RRAS PR AR 14 75 0 B R 35 . 4D SQ3E RS FA: Epic Mk
TR NEAR AL ER S AR, AR PR UK T H B E S E T R
(2) BuHi ERmBHRHEHZ
WA (Blueprint) 245 % —EE T AW AHA RS . iIETTREEASLS
AASEIEOLT, I B DR AU REA B, AR L. BRI SEARER ML T — A
EAERTF 6. ERZOZET M (Node) FliEL (Wire) , fE—EFE (Graph) HiL[H
SE T FR T B AR AN B I
® T BT EEERT - MEEIIEE, MR GIERTITUA . 17T IR
— e (RS E. Bt Bkt
® ELZ: TipURIIELER. EETEMOCHIEL.
B OOHATE: N TEFRPATINT, @M EIG RS .
B OEEHIEL: AT AR EEE (B B RS

XL R AL A R T B BA, BKE Actor AT A — AN B AT LLAL S 2 R AL
B2, PUEMNAE 7K

LRI S, EHISIEERRIRIIE SR, SEIREAERRE T ER k5 H . I,
£ V5.7 WA i B 2 o HH 206 0 H 2 S, TIUSE D W DA G AR I ORI 2%, T8t G B A
TEER I RS R AR T

® ] AR B g AR o B A I H 1A & BRI

® EMPIREIT AR, PREFEOELEE.

® /B 2 AT H N EE IR,

UE 5.7 fpEt—20, W 2 45 5 09 i RO
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1.1.6. 4% 5 nS i

UES5.7.4 TJf¢ 5 Intel NPUIOMZE, 4 UE5.7.4 JBEhA TR, B TREIRZIFET LIS, &
BV Zi54T UE W Z A NPU. £ IS i« UE KE>EIpiE R4 7 UES. 7.4 JB 3R
R T % 1FE Windowsll RGHI B S FRES UL, J<H] NPU EH],

\ MHF) BEA) =E(V) WEH)
e @ B HE & B EXE

Intel(R) Al Boos

| FERIhREESEEELLET. MEEEER
= iR EIE?

~ Dl Neural niacessars
g USDE 1 ises B 1Ean

I %28&
O siess £ A(N)

SR, M NPU 2 J, MR W2 Rt AN T BRENEZ Ab, DA RAE, Ei“UE
/NEF72024 FHXHRTCEZE R IIXFHE A M. JPI2b A, IR IET RS U0 NPU
(PIBRMCRI R . o AT B AR 1 [ 75 VE PR 2 25 T DNN BB &, BRI 2 &
NPU DL HUICI SE . PRIk, 581 9C P NPU 22 5 8508 40 71 Ak B A% B2 v B

Zi b, WA UES.7.4 B G NPU, RS IHTHTIT NPU, B SUIXAEIE, % UES.8 B
o

1.2. UES.8 FRA B (Fiik)

EAREELREF, UES.8.0 KA 1o Ki% T UES8.0, MIRMNR I NPU Fho A .

W | EFR A
o G| e

BAE2£>] UES.8.0 if, Epic X HE# / UES.8.1.

1.2.1. BLFIEE 5.8 %

N#k EPIC “F 4

@ Epic Games

00 Intel NPU (#2253 0D ZEERLAE Intel Core Ultra Z58F — AL S HH MR THAE AL IDEAE(:, L AKI 21T 1
ATHEBAT S5 Ak, dnsEir MUATIRIS . B . NGB SRS . 454G OpenVINO™ T B &4 BY Intel® NPU Acceleration
Library, ] {3 4@ FHRRHE PRV B I FRAIR T HE .

2245 UES.8:
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@ Epic Games

O smoaw

eI

HAkikst, BAAT:

Unreal Engine 5.8.0 Installation Options

DAY (67)
RIRFOINEE
31 IR

MetaHuman Creator Core Data

BANERAFS L]
v BinEa

FTHASA/ : 12.498 GB
FEFfEZIE : 31.784GB

ivdii}

RS O 934GiB

5.8.0
I

IEfEZR
[31MB/F 123GB] X

ot —5, KAFHE A/ .

5.8.0

LI
RE RN
Bl RER

Bk

BEIE
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UES.8 JBzh .

BN, TE. ETHRE

B #OME

- -

y \ >

EREEIE *" - N
WAL o | I
i

FHGERELSIR EO3IRRAP S

LT

ARAEO31%

3 4 WRCF L
=]
Unreal Engine 58.0

EmEERET

I ER IS Unreal Engine 57.4 15 ?

BFAERIRRTBIRE !

54

NPCintelligence StealthAlTest

Fab Library

1.2.2. LB AR

(D e EFa%E

f£ UE5.8 B, PCG & T AR EFHME 1o (2 & BW? sl_w LEE LT XK
FERP A A R B ZR PG, P . HifR e BeUm e, BEEJEM Ve Ik E .
FEAHPNS T AN SHE Mk B R T, B Word BLHIHEHE —FEG O
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BAE, R B BN R AT ARl N Fah B BIG I k. IEY 1 — AR E A
T, AR ST S P BT AR SR I8 R, T (B I A AT R
(2) BHEH:

PART PCG I TCEHE & 1t R R AR Lefal i Im & 38, BETHR 1, . ghitafk.
Bh B (MR T S CRHERTCHEERE, R ER MR, W RAME—HER
A —BAEEEEE, REREL B e, mESEEF —HRE.

Uk, HE TN S QIR AT EMRNINE T E, IMREEERREE X
Se T Je B, AFHSE 2 CHEEE .

(3) AR TFHER

DAEAR AT MR S KRB —FF, 75 PCG RN IBAIE TER. 80— BrE A K2 H
TTRR—NTEIER, Ak, MNEH, FERRBH/IEROCEE . XA 28T RIBEe,
(4) BRSHEIRERE

PCG B HEHLTE T LREMIRETL, EHNSEZERSER. 7T UEXEASH
S HEF L IR WEG, SR EE SR EM.. FAHE RIS T
(5) PCG HEEAL

2478 : PCG I GPU /T s, St a e baca sk, FORRhEfE, BUTEIE Al Hh
JEH W GPU Hth RE—FER, M HCOSEE L6 Bt 7, 2EHE.

T Actor/ TCHAFIZATHIAE R : IUEEAR AT AAEA G AT AT Actor BRI T, ik PCG
TEIBATI ERERAE i, BEG G615

Gt as NARAL: BT BRI CRC FZAFIMFERE AL T GAF R ME R PR A, e
BT . AR R RS AR, ISM CEBILERAMSA) MEHZEER T, AoERE
. BEIRIATUREE A T o, b 7 BRI, B R TG .

(6) PCG F 4L
UES.8 #k&E% 8, X4 PCG [ TAEGMN T A N A /NS -
® | NIRE: RN RIS AL 5] I AR ZR AR R T R, S T s AR 2
H2h R BoRAEEAR BT, A IRIE A IE T R . MR, R RIEE
BAHS, AT LA —H OGP I% .
® HLSL Wi%: B/EMRAT LB B HLSL W% (H e U tasis) BalgEdt, AH
MR R RERFIRmM T, b—Path—.
® HLSL Ju’E#: ARt a8 M 7R R/ NAT R LU 1, I ALARAE & .
® NEILII: £ PCG ZmfHasmm IR, Rl EEgmETohER, rLRIA,
ML LB R
(7) PCG Fi M2 HERF
UES.8 X ZEHE 7 —#H 15 al, 1LAERIEHEE R
® JCHUEAUHEE: AW B EER e H BT, Bl N, inME— (REER
o . A AR, BAEIT Python 1% .
® 5T ATUAE AN AL BRI, SRR AN ST, RS ERT
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AT o Fo i b —BRAR ™ 22 5 S U 7 — P Skl T L.

Wiz st O SR N AR B, AR AR5 18] AR B e — ok
P RRAE I S EIR L, GPU SR RIE T o

QU /AN & XY R LR R B3R B B A B IME B R o R PR,
Fie & AT U R AR R SO RE, IR IR

RRESR RN T2 TS PCG B AUFER B [ml 237557 th AT (I RE AR 2R L1
Fo HInfEg S B PCG HH — W EsAe, A8 ELRRTE o 1 S R T3l i AR AR 2%
%o

ik Actor MM AR LIRS 5 AT Actor BRALMRSI HITEINAL e (F63h. Tk
FWO o FKFFHIE SR T RRH PCG AR, fEgmiHa: Rulgex oA Wikbits”,
AHEEIBITI .

MIBTEIREE: A4 Object 51 BARIUHERIZE, JFURMERAGRE, Ti{E)5
B8 I

SR G 4 AL FE M AT g AL O AR IE R E R GHUALE . s ER, (EX
AR AL SRFEVR AT PAE G 4 A B LB B AL RO R A R A

FEENAS PR AR BB EA T B 5N 23025 RS A Kt b, AN A R A A
ISR A T T

(8) LR ES (SEhih)
AT 5.7 WA RS vEsEE, (£ 5.8 BIKR ORI, AEJIERTK:

AR R IR R DL S s B BRI, AHMANEE S ANBC T, BB s
R FEEEEDK TR,

AR WEMTAEREHE, BEHLEE R,

M 3D Mgk 2D BIG/EIE SR IUE#: IR A] LN AR AR A Bl — s ]
&, IERGHZNRIUE BT, AR A K.

TR SCRAEA RN SCER R, BlIERSTF A

Object AUBEMIFEZ]: Whi2 BZh#IT A BEYE, & RIEABIEATREZIAL T, B H
BB - SRS LIRS HhT A oy o] LSS 70 SCIE3AME BT, b e A LA i i 40 70 18
TNZHS

AR AL A 0t AR A A RS AR I A RS 1, SR T

AR B 2 Rl A s, T R A K A

FETMBE R WL A ETAERM R, B RT3hiE.

PLE, XA UES.8 £ PCG Ji A1 RIH D= JL. Bg—H)iE: PCG BIEAMY
BEH IR, WRETFII, REACPEE A8, seNiRTIRIR, SN, #BIEFER, Mid
AR ET T,
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1.2.3. HEZE

MEZR ARG K fo: StateTree. Mass. S Iris. Mover 14 —Hi A% L FE
(1) StateTree: EIGREMGFERY B

UE5.8 4R (State Tree) #4748, A LLBA# TR & M IR 4IRA, AR ARG ER
IR SRR 7 s B WA R 7, S BN T EIERIN, — B 7,
FEAn ORI 557 A 1, R H AR BRI 1, AN B IR IR 3 IS 2 AN 2 BB
1 o

JE TR E BT SR I A, REE RS O TS e, R R — MRS A,
BEPRIEHZED, BRI AT ARG 21
(2) Mass HEZE: B, BESU, BHREMAZSHAR

Mass, XML RNBESLAE (NT EANRAD FTEREEREI RS, 7 5.8 RS
7 —% . Mass Signals ({55) WAERK T 51O, AE M wIMEME. mHASR T T
JRRS R TC A RE, SEARGIE AT AFE I SR 2R RE < A2 T, e AR ELE, R

WK EHE 7 Mass &P I HAT OB AT 25, B9 A A, Pt B2 CPU,
LR IRARHE A p A5 S P sE 22 4 . SEAIRG B A FE D B AR 2 A M I A, iX — PR R
B

UbAh, 4% MassCore BEHURAZ 0 SL4E 540 I MassGameplay RALEHRIES 1 HK, ik
FoAm T o8 AR NI AN F SRR 2R, 2 b 51 ARITT S
(3) FMi: LM FRIE R ATERE

AL ERZAT AT LAFkiER 1 ! S AR TIAE EAE SIS AE BN, H O TR X I8 A
MIRLL 2 TR X o BT IR DL e 457 XS B X 388AS (Area Cost) KA, Hhngayb KNG F sk
Abr%s, Al gieakeaeseitl, mMASEF- P B EieRid 2, o B REA ISR (] 2% o

Xy gt i NavCollision AR EALFI X R BRI TS, 515 5> Recast ‘FMHiA:
FUE 2R, BB SRR T
(4) Iris: BEHRIRFIER RN, HFNEFHE

IH R Tris RZIRH— M2 Sl 240 78 UES.8 H C&is 2| 7l (4= A7 18 F 1) 4
FEEAEIRES, ARSI T TR BINE SITEE 7 RE A H & 2 AYE: D S CA LR,
2P s W VR I RS B, AR E HE KR 2) B i A ay i S & e A5 VR A
RIS F T T FR R CHEIn RTINS HLAXD o 3D k. SRR AL BEANZ I T A
WA, RPC DoS taliDiRethEHr i, PribB&Ehlmdt. 4 HHEERZ, Iis 14
BN A 5| BERAR K R T 0], BEhn T XT3 5t EAE AT RemoteObjects RPC B HH I SCHF, HEANTE
I o
(5) Mover: PEE. FhiE P42 KK

Mover 24t (FAORINFHELSL WK FYGE R, Witz 0%z, M. 3)E
F1 ChaosMover JU K,
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® %0 FEEN: 1BE T — KUK Bug, il X Detour Crowd [¥] NavWalking CHF; ufifE
¥t E (iR rm ERWEBSER 7, Aa—FR—: RiEshishEz kK
AP AL A B 22 3 .
® pEMEN: BRI ET ZHRH L, [RIADRCR B AR, [ [l AN S0 S Hr oK e e
® ZKIIEE: B Iris EHIAFESCR, JFSIN T HIERIN AR, b 1%
THIER)SE IR TT 4 o
® ChaosMover: 3470 1 T aAF UL EC TAR RIS TN DI 6E, BEIRAMEERNK T Chaos
AL A, SRS KE . 73285, Gameplay ARZEAIRII 2 S RHOR 152
Fr s .
SR, XK EhPREA Mover 1EFEIZD I B SKIOIRAS, A48 E M KD it ——
MR, T SRS, S AKE) AR, AR f SEf g
(6) G—RARS: B ULl ¥ ERMASH
UE5.8 & TEM A TARMA R 1, Rt s AFE A mA/UL & 8 —. KSR P
EFEA AL BbR. T BB i, ARREAEFEERSREET S, HEE
ARG B
IR FILAi K T
® R HEH S FAb PR
® IR ELT N
® IR RE LA SRy
® KMk GEIIEE
12007 NP O = = (1B 72 1 WANR ) R E DN e S T T S P A 5 e N LT =
B ONT, HHEAREES T .
SRSk, UES8 fEMEZLZTH T 7 ARY)K: StateTree 5 R G, Mass HIREANIF, Tl
EARLEE, Tris & TR LA, Mover fa B, MIARGK—Gt. DGR, WHEA
Al —FE T 1.

1.3. BAIGIERTEHF

1.3.1. The Unreal Way

REZ) 51T T 3R E — M & TR, #FR{E The Unreal Way (UNREAL 75i) , F
AFrZ 9 UNREAL Z . X4 OSSR R —f)il: “BRLI51 R B iR ik — AN
Wi HW R TR, R A S EsFETER. »

N T IEFIXAHAR, Epic 8T & &% Unreal 77 2R . XAJIEIERA S X, H
BEAE-MEESENEE, BL5IELE2 N CLEFTRAR RS . EARZHIGENT, F
DR F L S s 77 ORSEI,  #0A FLSEPRIE A . Epic 3L RTT %, FEREX]T
B BT, @E sl s
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AL R SE, AR REL) SIS, A S B m R (HA RIS
ANACHS 26 1) HAB R 3 D[R] AR, IF LART RS2 (RIS AT I, AT RE 2 51 R BB N SR i AL
Rk, B 7 b It R A S SR B I RSAR R T5 8, B KPR FE st/ 3t 5 B E 2
KW ERL-MERNEY, SERARPE, PnEEANEREL.

1.3.2. R 5%&

Wz, 251 B RERNAT A SEICRm 2 T #5KI, 1%E47? The Unreal Way 45 Hiff]
BRAE W, RERIIERIE, TRENEFERAE . ik FIRE i,
JRa] BE AR ARAZ O HAFIT2R, JFREFIREIIH A ZhRESE I . XAF MG AR XE N 1)
AWML LG %, Fra Bl mIRAE B SR Bk, ART5 Qs SR 5 S, 2) T8
FRAGI, 2 Epic KATHRRAS 51 0, ] DURAA UK BERT & F ER, AR 2 E S f2
T4

RE R Bt Esse, 518 TG, WHENR. TNz RFREMA T, AR
ALMEF &2 EHBAEK. R4 The Unreal Way SCRYFTHRBET), 75 BT & I 508 AR I 75
(RIS [ FIAS 07 5 R 7 R G B 4ol i SR I 30 B sodt” . BRAEA 780 3, S AEE
BoBEHEI L.

1.3.3. PRl

W6 The Unreal Way 2 5| %% 1T 1048 T B4R, AR (Modularity) #ft /& SE X —
BRI ATE. EEL51% 4, ik (Module) s&HAF 2RI IEARM L, BHUEHR 1)
iR ds TH. AT DhRe. PR Ad oh g B B AE A ARG g o XA R T LA R
BN 1 W4 GAES R IR, QR SN, B MERA S R R E A
. 2 AERA%E: NSRBI DIEARKIE B EH, BB R SRR —FE. 3D
ATfERME: fhAE (Plugin) AT Bl 5= iR AR EE & . 2R, AT E AR,
e R

GV Ly — AR A R, T RN I H R B AN S AN R S B . B R AL
BT R A2, WG EIRZ 2R ZE, JTo—Fl4b.

1.3.4. FHEIZY

RN FE L) G R IR A B R R AR X3 (Data-Driven) o i 24 Ik 5),
%0 AR R AT AR P I & A EE . ICE . SRR B ok, TS S,
. HERT ™.

N LX) BARER: SRR R 20 Excel #I&IFFEFFA,
AFEATHER. Bl s Bt 2 BRRSE: B R AsilERig, ®RIIn
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FITHASIE . &R I, BAT. 3) FmB: HR ISR REE AL 7 A N 7R
REAE, AN AEFIYERE .

MEHER (DataTable)  HHZEZR (CurveTable) FZ(#& i/~ (Data Asset) , FJ2|H &2
EAEIEM L (Data Registry) , REZ) 51 SN KN TRAE 75w T HASE. X 52—l
BRTREM RIS, RRAEERICH, oS saE .

1.3.5. —PIEXR

REL] G| BE BN RAERL, R — A E SR R — 48K B (Single Inheritance Hierarchy)
B JUF T SR E R BRI e 4k K H — NI [RI 258 UObject. X PR HIIL AU 1M 5
W D G—REaARAEE: UObject 24t 78R RIS, R EA 78 ZEFENE TN AT
2) Gi—HIRST RS UObject StH¥ /@1t (UPROPERTY) Mpk%y (UFUNCTION) &5,
RS BT LA 1) CHH AR AN R, S iR 28 vl LA B SRR UL 2 44. 3) SE—HIF5
t: UObject SCFRIG NI SUIRSIRAFRIMERL (RAFR R TRAFTE ™) MMREELINEL -

Actor 4k7K | UObject, 72 FrA A AR KR-RIINT RIPIES . Pawn k7K H Actor, ZFTH
Al SR R34 2K . Character 467K H Pawn, &% [ TANEMAER T IXFhEMTY
RYAERMK R, BT RFRE N R B EAR, — DR N B R i Ak 4 . XA 22 1Y
DB R — N RIS — W RAE R, ATE LR D RESE R STy £ .

1.3.6. C++ 515 B P15

REL) GV BE oy — MR B 2, 2 CH+ S BERR RS 5D T AR ik —,
1A B HrE AR

CHHTTIER T KB OBEE, B H. mthaett s, DLAK g ph g B A i) Th g
e CHHAURS2 g1 BB 4L, UEMH . SR e . MK TTHERR: 1R CH i 2k
b, PUEEATRE A Bk R ARBR SN R SRR AT, R, B 5
EF.

KR T vt 22— AR I Ry S R 5, CPU RN [A) 2 B
(K. SEREFF 53 BORS 7 W EEBE I B T B RS SR B B P AR B R, RN BRI 7 BEAR T B A5 A0
PACRIRZ 0 R G e B IR SRR AT DUEE I, 28 P SEIE CEE, ARESEA
FEF7 A HET .

Epic By HE/#W, WAV, SR edEEg R RIS, Shukfae)s, ®
KeVEREIAE ) CHES . X Mo tEItm s .

1.3.7. TREAANRS

B, HEAISI BT 22 i — B I 2 M R : JF R FE RS - T2 AE Slate
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UL HEZRBETEA, 36 A2 4E Niagara FFRUR ST BT, #AEE B — 5 152

Slate FJBLTE HARBLZR AL AT RERI TG AL T FE T B IR . 2P A AR 551, CPU TR
REAEE, Prel @ik CPU 2T i, tWEALREFP D .

Niagara ¥ i HAr 2 — A5 H P HISE (gets out of the way of the user) o %58 4 [ il AL
ALEFEAN, BT HREMNMA, MARIENERN T

PCG. HFH X, Bzl PraXLRgH aH#Aa LR, mebEE 575,
FFLEACURI, ALEIEEICHE IR E AR 5 .

1.4. UE6 5578

WERBEEZ]T 51 5 it 3 2 RN BB AR ER T € XHAHRTR, 4L
S1EE 6 [ 2R — R ZI e 1m), AN Gn o] 485 H SEORG S5 B 8D T % T /] SE B BA #LANIE . R AT
UE6 A AU B H AR F1IEAR, 112 Epic Games i T B HE RIS« & —BEE £
T MARAS b S i T R a2 — IR g #h 22, R AT DURSG N = MZ0 3
o G EHEADS . EatEmmEaER, D& AL RS RIT K R .
(1) UEFN 5 UES K—4i: EBAMELES

UE6 RA Wi FR MG« KWK EATPAT I K & —— RS T AAA FiEIT K
(1) e ) 51 48 5 AT A G4 41 X 0 B L) 9R#8 88 (UEFN) & 3FA— 14— 17 .

—IRMRE, BEEREZ UE6 K—S#Y M m& st HEMZITFRE R —&
TH, —RMEH R HIERERL, B 2L s n PCy 0L, B3 PG, DLAEXR
ABRG, EEZITKEHCHSEN RS EST.

FTRW RIS . UE6 @ . — /N HE e F i AR, RIS M A ] LLEEAS [R] R A%
A ZEHBFR. IAMULREAR ESE—, BRI 3, Epic A (B2
Z ) PEUERII UGC AP AN A TREMAES RS, (FRhtxor/ins ek,

(2) Verse 57 E: {55 SEMWKEM

N1 SRIRHIEL, FEAALBIFEZ T 5L, UE6 7822880 EiltAT T80, AWt
5 Verse F148 1) Gameplay HE4237 5t (Scene Graph) .

Verse NI HMET A KHT—ACIE S, Verse #E 1 N Epic A RgmFEfi A [ Enmt, &—
T L IREN KRR . FF AT P BT IR AETE 5 o Verse M eR . #2420y & 21l
FHRBCRIER, B AEMR A AR IT & R B B AR A AT 1 ] R

UE6 [—ANE KA 2 RIZE D IR E KR (Blueprint) R4, 1K HZET Verse FIHE
PR . B8 UE6 FHAMAS 2/ B W B DUSCHRFFIE TR, 1H Verse AR T ARBIT7 1A

3B (Scene Graph) 7 Verse [FE 6, s&—/ME Verse ZE:Aill B MR @A = 2%
Gameplay HESE . NI R FSRAL T, DMERIAGIRIFR, FHFAEAFER 2 A3 0] B #AE
OEAERC o

PR 14 (1) P 28 A5 8 i Verse B HL S an PERURF I . R 3 T DUE SR S B L AR ACHD — ¥ 4
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HML%IZ 4, 1M Verse IBATIN 2 1E)G & H 3 TAE 7 EGE B 7 K 3 254 LT

Verse H1 I T A BN E N R T 553847, HUEE I AT DRI AT SRR, AR b4k 1 &2
2% IR 28 PRI () 0T R HE T

R R, BT H SRS X, Verse IBATHA] LA H BN [FD ARAERR 7 QAT A
S JRPIRES, PR TR T Eh i B B A AR
(3) WRELEBKEREIF

UEG6 K5 AL M B T HA-TH A% O IT AR — 873 o

MCP (BER! E RSSO %, UE6 1HRIIEIE MCP PR B4 ik Claude Gemini Codex
E RN DN E=E St

BHRAETAEN ATHIE), AL IR S A S R MEgheE. BT RS
B SRR A B SERER HE B K578

Fbr 2R 3 A7, MK H br 2 KR8 A B R SEBATAT, K5I 5 R [R) AT
K TR R, BN BB B BEPE R R AEALT .
(4) TGk

UE6 T 3L —A> BN F I i w55 7 A4 e 4 2%

FHLTF bR #E: UE6 THRIE YR gITF. USD 25 TR HUbnifEAE A 8 254 4 1 Sl

ABHENAR ST ZREREEHNS. RIS E2L 5 REEARFRAES RS
A IS . — RG] 2, ARSRITFAE (B2 ISRk, PR ROy AT AE
fth UEG6 Jie %K 7 A5 B 5l A H

SIMTE 2, UE6 W tH i = AN R IR T 1 BE@ FL A i, 2 800 T8 — AR e
B Bg—Hr R SEEFE . WEEE s Qe AR B r) @l 7R AR SR8k
P, AT AT SE A M L GG AR IR ?
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2. XK E| EXL) 5 %

https://dev.epicgames.com/documentation/unreal-engine/understanding-the-basics-of-unreal-engine

2.1. BX) 5| R

2.1.1. BXIGIEERE

(1) B H Project
ME£)51% 5 i H (Unreal Engine 5 Project) HHAELE AR FITA WA . H FEE I REX
- JEERAERG AL b, 15140 Blueprints A1 Materials. FJ PA3% I8 B S0 208 iy 44 SR I ok R 3
FIWH Y. L9445 (Unreal Editor) H NN M#F (Content Browser) [HIHR i/~ 5 kit
1) Project SCAFJEAHEI H e 4h5 M . FANIE #0455 H B uproject SCF. .uproject ST
A THFERAIE 7775, ATUEIEEERENAFETH, K5 HATAHEEA].
JAZ) UES.8 515, HrduiH, TiH A eight it

»

NS i)

. FERIRTHIRIE

(2) ¥ KA Blueprint

W5 B 3 R B BIA (Blueprint Visual Scripting) FR 4t 2 5635 ) gameplay BIA R4:, 1EfE
L) e gs TR E L T35 S 00 A R A1) gameplay TG ER . G VFEZ H HNHA R SES, 7L
M TAE 51 g UL object %1 (00D HIZEEL object. FEMEFH LTI ZER, &% o KL
FH 5 B 52 LI object #4eFr N
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g, B DR AR — M SRR TR . RS E, A
BRPERR—F, DMK IIRe 0T S EE L, sk B M Eshik. ik
PR BB TICE R XA AR B — R 4R, e A U R A . i B, X FR 7 Ui
AR IR, i —iE B3I KB —ADREFTIFITT, 7R L) AR W B
ML (A P
(3) 2% Class

2% (Class) & X JEL]5I P EEE Actor B Object AT AFEM . KENER, BERESH
MIAE CRIYRA IS, Bl 28RkIED TRk & (G BIPRAE BA B4 H 70, "] LA
CHAAD B B A1 2K

KGR — ki Bk, MUE 7 —RARVUM L AR e 25 . B ansoN X ok B4,
ZEXMNE Z /D ME., BahEE 2R, DUARULE ., 8T R,

Bk RIE AR A LAeE — KB L ml B4R, B —sk i B4t ke 3l
ARSI A RHE, SR FEINEEN X K8 T H CRae /1. R4, AT LU R el
& CHAIT R HIX AR AR, a2 aldk.

(4) X5 Object

Object +& ML) 5| B g E AR, i 52, BATEREIE RGNREHR, AEFE7HK
HILATIRE. )5 JLTFrA Diae R4k 2 H object (B H A HIEE 2 TIRE) - 1E C++
H1, UObject £ 1A object ZEE, FILASLHZ FhDyRE, Hlansidk =i, HTHAZ BSR4 &
X9 AR o (UProperty) SCRF LA N T INBANERAE ) 2 F14L

X G g 2t A i R AR R, TR AR N AL AE T 2 b 3R TIRIEE
HNARBHKIRE /). ik RRefEgn iR o8 B B A 2 B EUE, A8 B St R Ui 21
FTE WAE, IEREAE AT BB RARASORAE ok IR INERIR . MR RIE & H R (R &
TR B AR 4RO H — A BRI R U, IR0 R T 7, RER—sKs 8
KAt ESRERT 10 MEM, X 10 MEESE DRI R, BT HE & A
[FEPRAS, Lo AT
(5) Actor

Actor /& ] LABEI AR AEAT object, Bl anF AR ML 5 A AR BBt 2K th A4 AL E . Actor
SCFFE 3D AR, Bl i g, v LAEN gameplay AU (CHEREEED G (RO
B Actor. fE C++H1, AActor S& AT Actor H3E2%,

Actor Ft 2 RBERGENE IR BRIV ARG, FEN . — R — R —DNIREAED
Pric KSR ER 2 Actor. R LABEEEZN. e 4amcedi]. miH, EATn] b g K B CH+Famf
A REEE S FTANTT: Actor SRR G ERE R fTO6. R, RERBEA RN, 48
J& T XA .

(6) KA Casting

FKME (Casting) & —MENME, KR E KT Actor Jf55120R AR Jy oAt i3 AT
AOEE . S — PP A Actor YRR E FRIER I Bh1E .

RALAR AT RE T, WATRERIG, WURTI T, ARELREAE RN B4 I D RE,
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B A] AFE ARSI 4 B () Actor 7 A4 € TR DIRE. Blan, i RARERIVE—kiExk, 7
Hodr B fe i LLAS R 7 G2 o A () 2 PR . Hop — AR Kt (Fire) , AT LA
bt I TA) BRI R ML & o 24 A 66 5 50 R A AT AT AR AR EE SN, 3t mT LR Z AR R 2R AL 46 (Cast)
Bl kg (Fire) b, PAsxivra i H i X &R .

® IRV AT, RUA R Br sl fe kK, WBEs 0 M s 146 B

® N GRS II,  RI A SR B St A AT AT FL A SR A FR A AR L B AN 52 5 o

I AR T T B HIAS & Actor 42 5 245 7 (I8, KR [l —A ik — & R (REi),
{HA VR G IS HAT TR E DI REREAT A T
(7) ¢4 Component

HA: (Component) & —Fh A LI E] Actor I ThEE. H AR INE] Actor BF,  Actor 7]
DI H B K DhRE . .

® OGRS Actor B DGR —FE K.

® iRl A AE Actor #F)).

® LU E Actor RERSHE IS RK

R, AR IUERER] Actor, ARESREAFAE. LAURMHEREAS Actor & EAH = L.
B—EEWUAEELETE (Actor) A REERE M,

(8) Pawn

Pawnl'!;2 Actor (128, RN FITEREAAR, Blanie kb i /. Buag sl xk )
AL FTLA#% ] Pawn, WG HAENIETFEMAE (NPC) o I AKEL AL Bik 4% Pawn B, 2045
MA hA o MR, BAIKEAL BiORE ] Pawn I, 208 AN AR LA .

(9) 1t Character

Fth (Character) 721X FHIEDTE A 1 Pawn Actor (172K, Mt TRAFEREKE .
B3z 3 N G0 5E LA S T e 5 6 sh V1) oAt A LA

a2 Pawn WiE—DHetl, LT TAMBER . BN —FEaIn K MadEsr. B
b EE . AT EBRER PG E, A Sk B ARG . TR, W R R B —
MANEEA, BEEAE RES, EOEER. BhxX e 18T ey 1.

(10) BLFFEH]SE Player Controller (GBI%E%)

FE %% (Player Controller) ZREXITZF M, IR H RN KB H . BANE
AN ER B B — AN B s g . Do s i i #8005 545 A Pawn BUA O AE N Bu oK £ AR
)RR iR EHlERIL 2 2 NER FEEZMN G B . £2 NFRIAE, RSEHEE
TR A BN Bu o BT XA i d5 ) — AN, RUOA B I 06N B0 S AT 2% D RE VA FH
B Sl R — AN S B0 M B s ds . IF H R e Kb K ish88 5 iR Ss d kAT I8
fG. KRB C++-35 2 PlayerControllers,

xR EH SR A TSR AL . AR TR, R R E. A

U0 SEf/NEIR: (EE PR G, Pawn P IUE . £ UE h &1 THSRARISR B giztz &, in—Mhaf, —22
WHle BuXEE AL #RATLAEHIE . HEPIHRE AL f2HIR, AT E A7 BRI AR, sl R L7 7R
ATPAEE A RS B — MO T R (e IBHIEE AL 3618 Elk, et SAN: BENAE, ez
B,
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W DH — DI Ehlds. 2 NIRRT, RS IRSNE—DIux & — ] 88 52,
ERE AR B HE B TR — Mg, CilFEESE— Pawn B, 1ERNIRLE
WA B S . XBAR TP g g, ARFESMR, B A A 8.

(11) AI I8 AI Controller (HZHBIERF)

LR T F A | A 4% Pawn 1R ABLFAENR 2377, AL %2645 (AL Controller) #
2 Pawn 7RV R 2 AR R A E (NPC) o BRIAEOLR, Pawn FIA G ATCLIIEA AT 4551 4%
Agh, BRAFEAIT iR B 8 T T 1R s F W B8 S A RV N H O AL %85 . SRR
C++357& AlController -

AP PR ERREL, AN ER T ITHREEIERE AT (NPC) RN, BRIAEDL
T, = Pawn BUA IR B IR IESIS A, ol AL #HSEE, 1IEEERIHIKE
WHFEAT RN B ESIFEANTA I, SUEHSE NERT AL RIKS).

(12) IEFIRE Player State (FE4f#)

IR (Player State) &2 5 & R HIPIRAS, 440 A\ Rbr K 8B40l Br K AL
g N BT ALE IR R — o MAEAE, WA R . IR et & It (5
IS VAN KR AR

® UK

® i g

o I

® 15

X2 N, A R IR AL A HLas AR, AT LR B s AT Hh &2 1) 2]
% P LORFEF N A — 8. XA T Ik s, BovEn s 8 U7 E T Ik B L8
.

MERBURARIR BN S EHENAHMER, . £5, F%. L&, 575,
RA R IEWM K SUEI I K L N XK, 246 AL [ NPC 2 A K. f£2 Nk,
i NI GOIRS T 2AE A Ve BRI, XFEARA REE 2N B M s& M 5. X LL 3§
I I P AT R e o i, A NERRE
(13) WRAER Game Mode (FH+HMIH)

TERAL T (Game Mode) ¢ B ZZIEAT BT AR o I L0 ) AT DAL 4 -

®  Lr WA I A TERK -

® ik A DL .

® (R EAT N, BIANER M AR AT

] AR H 5 B B BN, FRE AN FN ) e B AR . To IR R R DA
a7 setl, ARG REA A — MR 2 Nk, W SO 278 TR 55 3
b TR S CkOED BIREAEREN R P . KRB CH35/2Z GameMode.

(14) PRIRA Game State (AFEEFIR)

TWERRA (Game State) & —PMds, B & VREAE & P 2 6 BB % w45 B . fa i

T, EREAIEEN AR ERARAE" . WESCIRAS AT RE L B N s A
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® SRk HKINE R

® LI GITAE.

® B TPt R EEH E AN Al I EREE

X2 N, BEADUR BINLES A — DA IR A L] o A< i e SOIR A& SEA51) A il
ORI 55 2% SR B B 45 B o RBKI C++252 GameState.

TGRS —ME BB, FBCE T EiLIr A Bux #ONE W R VG, L. HaITis 1 g2
BRI A2 D MERBEEAERZ DA AL TN? BAIiK LS EEE — A
PIRIA, XARIAR S AW MRS Z AL E R EiFtintE B AL RS, B HLFEmT A,
sy, RN NHE B —FRE R
(15) %2R Brush (ZERERA)

ZEh (Brush) J2—MHKE X 3D JRIRI Actor, BIANSL 7 AREERYR . AT LUK 2E Rl
B AR A LLE R JUAER GREL LR RR g — ki 23 8] 43 X B BSP 280D o 140, wf
DAL EATTBAE R B 5 R B . AR . RAEOX B LRl 45 10 GXAE 51 3 5L BSP 2.
W R E A — fy XAk, BRI R AU AN, R RIBARIEAN SR
(16) #F Volumes (F§B%k/13%)

A (Volumes) A5 3D 25 [A], AL AT LA S FCR, REERE 2HAR 2L
R, BRAARMPAEHT . Fln:

® [HP4{AFI (Blocking Volumes) &R WL, FT-BHIE Actor T EA].

® it hinf5 AR (Pain Causing Volume) X 55 H 8 & T4 Actor ifi 2455

® il A AFR (Trigger Volumes) HI4wfE T NN, 7 Actor A BGR H AR il & S5 4F
(17) %F Level GHE//R)

KR (Level) ZIRE X gameplay X%, KREBESIME T UERIHSHLZHLIAE N
2%, Bl JUaAR. Pawn F1 Actor. KEZ] 51 KR RN RIA) umap XfF, XHEA
P 2ARIE LS N 2 F B eI ] (Maps) o XEUEHZIDET R 1-1. 1-2, &—
INRE AR TR
(18) JRk it World CKE28)

HF (World) 244 Bl A R RIE AR . AAFE SR ImIENZIA Actor AR (6]
@) o MAR—ADEES, TR B ITA KRR . R TR ISR IRk
(A= XETEEE IR T — AN XD PLEBIAEA K Actor. VRIEFEDLH — 85Ik 5,
e MEAEREE AR R, bV E T AR,

2.1.2. TH. /REH. R4

T LAEREZ) 515 5 G — MGk L), Bl =R HNTHE, LT
Rz LB SHER S
® T H(Tool): WMERMNTHMIRLT], HESEN. & FTHERTFRE )/ E,
FEARE 37 5t B SR B Bl — i b
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® Y a%(Editor): HRRE & I EERSRLEE. IR EERENIER L,
BLERRIARE, EERM Eamp i, miMim=". EfMRL TRAGHE
AT o

® RZi(System): NEH 5 HIBEEMNARI KL, Loan<ii B R85t HiEL K 77 ik
BB N B ENS], MRS R A R EER TSI E R ZBR. A
fie, —ANp5lE (GiEds) A TMETEIIEISR (R 4 ARE, ERTEX
FRd: guiEas R RARFE AT TR AE AN F i, ARG il —Ula sl ok 5 Tk .

FAh, X T HAERAREE G EE T, A& UERN M —t G FLLE
() App, T EAATHRERATH, AHBE, RfF R AREL. s T 5 E
LA CTAEE”, THRENMETHAr, DUSHREAR SRS T .
(1) RFRERE: RPETH

XRARIT I 51 A I BRI K E, W RIREF SR AT . IREEX BIEFTA 45 065
AN ATBL RIS R AT, BN, TEE, R B, FAERSGMN. &,
A ST
(2) BEMEGRER:. HEUXAE

MR FN—IER TR 3k 3D LS, MR AR T, AR IR AR, %
BEMRBAE CRAERRRES, TAERRMEAD o AR TR 11 7 .
(3) MEHpES: MEER

PRABLEHUAR T LR A ARSI RS ? AR L B R YEEIGE I 2 1K A1 R0 2R 1 i gl 2 1]
SRR ), A — AN TER, SR JE GBI
(4) BEGERE: THRUFES

AHEARRY, AR E AT SOERR, BREE— R TTH ST IF. b EnzH] 4 m
JEA Ko BT Ry S SR AR T, AR Bt i e e i . X Rk — DB R 1 B
PRI
(5) VEFEF=IpiBIE: IR HE

U SRR LR A €T B B DR AR R A B R R B, sl R Rk R, MiEiX
HEMELN EERAA. vUHE M T RPGEA R B E, MBS EAY T
a3 R K
(6) ITAMGERE: Al KINiEi35

RALFN &8 B EREIE MK T el 2 X B 57— R s 177204 NPC i
SR AT B . RS <l S S T
(7) Niagara w838 RBE LY

KIES RS N, BIE. TAE.TE MR RRRGET X . R DU R S 2R R AT
oK, TREEERM S HE A A T
(8) UMG EL)zs) B A mmES: VIRBTA

BRI B2 E. SR XEAE, ERRTEX AN AT TH BPHH R . %
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Hl, RANEERES, BOFSes e B R BIRUR . AU A T B R A A AR (Y b
(9) FihgmEg:. 7HhEHER

FSR G NFA . R SRR, BRIk B SO AR [F /N R EEm T s, &
FEAKIGEE.
(10) Sequencer 4i#53: MY IFHEIHEE

R AR i s, LA dE TR Bk, XA ZHUE R . RS
EEfE. TR R e Rt — &R A A b RN SR TES.

(11) FIEFRIIF A EEH
® ZjHEguiRdr: N DAgmiHEEE. B0 B — U5 M asEAE ST .
® Control Rig ZfE#%: IR EBAETI EREMOHETEH . MIERETW, AHBRATH
FIIABIAT . 7ETI N BN ER RN =
(12) Sound Cue 43 %%: TXRAZE
MBI EREREG AR EIR S . B0 LEIE 75 BRAE AN R b T & HS AN [R] A e 2 7E
X AT 5 RO RUERR, B a H R R R R
(13) HiEgmiEss: MMBRREFR
ANREBTERAAR, (HREHE € 51 % AR O Bo AT A Bl M 280, I BB A H BRI
IEEZ Y7 O = =R S INE S = B 97 G =i B
(14) SH3F R AR KRR PR g 1 4%
® nDisplay 3D EEEJmiE A% W RIREL B SUEPHER EERRMELI 5,
AR EAERX I E L & WoR a8 [R5 TE G H 8 0R G 4% 1 7] .
® DMX EJwiEEE: H THI LS8 WENL. BOLFE B %%, Bid DMX
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BRI A A B7 R R . JE5| A R & 151

2.1.3. HREW

|5 o8 .

A M RISAE T (R, RITKEXT 51 3 BN SO M A SR PIHE 2 . IRA R 2
—IFIRHUE Tk, RERIERAE AR PG KA R B, DS HRAR AR Bt AT

(1) FARZLEKIR: /RE CHIA5I 2K

BERIRH RN B 7 — B EL) 91 %, Eim BRI HXE, REF AR EERRAR

e
=,

=

® Engine XK. XRSIEHCHEK. BEE 5| FisiT 7 ZRPTA R i—IR5.

Bir TH. WENEEE, EHEEH SIS, R RAS XSSz B A,

> LB > OS(C) > ProgramFiles > EpicGames > UES54 >

@D W N ERE =#EE
£ a pereEs e
-egstore 2026/4/7 13:52 S
Engine 2025/11/19 22:30 =
i FeaturePacks 2025/11/19 22:30 preiss
Samples 2025/11/19 22:30 it
Templates 2025/11/19 22:30 el S
—| ToolComplete.txt 2025/11/19 22:30 SCARITRY

® REUEE MR I H SCAF . L g d 17— <eight” I H , waH — xR
eight 3. FTA A8 TR SO, AR

> eight >

{EE=h]
2026/7/10 7:59

2026/7/10 7:59

I > - Data(D) > Data > UE_Project
N HF - = &E -
£ B
Config
Content
DerivedDataCache

Intermediate

Saved
6t
@ eightuproject

(2) BHEEWLEZEK A ?
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2026/7/10 7:59

1

1
2026/7/10 7:55

1
2026/7/10 8:08

1

2026/7/10 7:55
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Templates (BB = B g 0 H IR L8< 58 — AFR LA B BT H AR, #RAF
BAEX . A TEIRUERS L T LA ER  .

GenerateProjectFiles.bat: X & N—HA K T H. RAREM Visual Studio 5 C++ X
i, MIZATE, BRI EMIH AR Visual Studio BEFTITHYJT 3.
Default.uprojectdirs: — /M ANERHR KI4H B SCAE, REFE 518 B 30 A AL T H 3¢ HLjCE 1) 10
Ho

(3) WILEHERERSE
NHEIXEESCAER, S EH ORI E, NRERITH KR, AR E R BN
TobE, BRI RONE OGS, BT, BURAENR T REL) SIS .

4) R

Binaries (AJHATHIFEY)) « B ERBTTHAT X ShAREEES. e
AR AR B AR 7 I H R B B B B« RN TR T Bl E X L.

Build (RO« AFIG 1 51 BB xR I /5 R B S E,  thingakie &
(FHL. E=VD TR AR E

Config (BLE M) : & pini B M, 615 51 BEABER AT . /R0] DA &
AW B IR AR . — MBREZERIFN: JiERITH Config AR E, &E@y%E
Config HIFEIAEE. FrUiRBEM, SRE I HEK Config BT .

Content (NWZET ™) :« XPMHFRKKEE 7, IRELGIERFAWTEES LS
HERDE B, WG, EE. BhiE. MR TR B . 5] 2 5 I S B 5
JE4E Engine/Content; R H O HIZR P52 TRAE/RIH (1) Content ST . AR H AEAL
MRAC Content HAIZART, (H5ZEH4 Content & KZKHAHEH .
DerivedDataCache GIRAEFIRLEAT) « 51 AL INEIELL N 22T, 2 H shfRal B iy —terp
(B4 R RAFAEIX, TIRFTHEUMEZ . WM 7e, NIRITH 51 B SR K H A &
B, BT FEM e, BRARETE B AN R = AE

Intermediate CIEHS SCAF) « J PR EE A ER T H B = A2 (R I IS SO AEDERR I H B,
HORI RS SEAET . XA SCHIenT DM, B 000 H B 2 B A B
Plugins (3D : 46t & —En DL RGN MERE BRI TRt . 5l 2 B 5 1 46 14 7E
Engine/Plugins, VRZ5 11 H S5 F F4d 50 H 1 Plugins SCAFJEH .

Saved (fFt5iEx%) « HBMRGFH XK. FMPEKE. BiTHE. BHRRkESLE
X B MR IR 72 ] DRI B H B A R XA SO I B ZR v v DA B
FIBE N IREE.

Source (JFAXHE) : BIEESJFRMTA C++ A SO i R 2 HER, JUIF
ANHREIX B o AHLEVRIE R E B Source Hx T, UG 2 4% FBit R 43 U e i),
AR A

W Private: Ji¥l.cpp SEILCA, WESIZH

B Public: JiLh SK3CHF, XHAMATTHIA

B ZEAF LR X

X SR L AE Engine H 3% T H A

Documentation (3CA%) = F|ZEHM R, H HTML MR, AT Markdown
B

Extras (RN « —Leid A0 T B0

Programs (FLEFEST) : {714 Unreal Frontend. Unreal Header Tool 5|2l E&F%
Jr )5 H e A H .

Shaders (CEO8%) = AP BEAG LR 0RO Cush) P55 BT A SIS FOTE G RCR «

(5) REGEFRIAE HxX—R
HIRITIT B BRI SOOI, 5 L)X .

40



XAFF W IHEFE
Binaries PR BRY i 3G 19 S ) T AT S

Config LR TARK DR B, B I BN RE .«
Content PR RIVTA XA FHET, R B

Intermediate G A A ZE SO, AT, EEBTAE K
Saved Qiﬂ{%ﬁ\ E]TTIL:\\ @aﬁ%'ﬁj\7 Efﬂﬂﬂ, %Qiﬂiﬁo

Source TiEx% C++ AR, TR
> IbFBfM > Data(D:) > Data > UE_Project > StealthAlTest > 1 StealthA
N HF = BF -
£ ) e Em 2 o

vs 2026/4/14 15:34 MfEFE

Backup 2026/4/14 15:34 gt

Binaries 2026/4/14 20:24 prele

Config 2026/4/14 21:46 prel o

Content 2026/4/15 9:00 i

DerivedDataCache 2026/4/14 22:03 St

Intermediate 2026/4/15 9:00 Bl

old 2026/4/14 21:59 M

Saved 2026/4/15 9:00 prale s

Source 2026/4/14 15:34 R

#HA9ma 2026/7/9 12:54 MfEgE
D wvsconfig 2026/4/14 15:34 VSCONFIG 3{% 1KB
o] StealthAlTestsIn 2026/4/1419:27 Visual Studio Soluti... 160 KB
@ StealthAlTest.uproject 2026/4/14 19:38 Unreal Engine Proje... 1 KB
% Upgradelog.htm 2026/4/14 15:35 QQBrowser HTML ... S5 KB

F4b, WRARH] Visual Studio T3 H , S AEMF LR TT 500 4% FLA 21— RE LA “External
dependencies” CfF R, B IRGIRER AH I, AHE
RTBLR vs. 184
® il ACHLRIRIARER. IRENEIH A S & — MRS, | Build.cs SCHREEIE .
B S, AREE S 3™
® i R Ry A eAND, AR (R B , I8 —>.uplugin
RSO, ATRVRIMAT B HIR AR S AIN, B m H B E R . A0S ThRE el T
HAL, s 1.
WIFF46E R 75 2 8 fUOCE Content £ Config X AN U, BRI URGN I B3 U5 AN AR i B
HAER . FERRIEIIEE C++, 2274 Source HFR MM AR . X LSRRI R
AR SR 68 o3 B o3 2R T80 R R AN & 41, BUR GRS FR O R T 1

41



2.1.4. ME AL

HEZ) SRR — /DR B 5, B A S R i, e e E B R
TR ELTE . AT — TR 7 10 Bk S, At 2 K, BEERED. B,
SIEE B A R PR A BOA IR AL, TE XA, IRNEA A A ELE.

(1) BRINEAL: AR B Pl A RS
HEZ) 5 B BRI (R R AT] LA S B B Az ] (ST, BARZ IR

PEESACRE: EOK (om), MRTESIERER AT, | BABAHE 1 EK. — 180
AL, A2 1.8 K.

i Trikg), —MORIERERAL

W E: FHFP(s)Er (min) RH

R H(deg), Ji¥k—lIZ 360 .

T Kb (m/s), VERARER/APH.

B #IREC).

73: RN, LR TR .

A AWoK(N-m), HCandTigez g /.

A DI 8 LA AR G i 5 B B il s, oI E W E, BahE A%, #oe
PR ALK B
(2) TBEERIET B BREEA?

GRS S A, e A SE Y, BOE R N, AR S g B BE I
BN B o R EAR T B

FETRERSE A Sl 9wdE (Edit) —TH W E (Project Settings) .

TESLH I AN, B dmiEds (Editor) —4MW (Appearance)

EAMAE TR, LEHBA (Units) 4328, RITHER =4 (Advanced) .

X R R A B S A8 AT AL 1. TS IA M N SR, BiRe H BRI,
ARFEA B M EOR BEORRE~F (in) BT (), FERTE T 72Ut (1b).

R X RS A A AT R T 2 AR S BN LR Eis B (N
TRAT IR B BR AL o B EEAR AT DAFE 2R U o BN BoR, (B TR S AU 5
oA UORFIRD Ay kv, HORARIRAE B BIMIAE 7o FrLUBCOUREE, AR XL
(3) HHHBAER

REL)BIHESC R AR 2, B LR ARG R, LA 75 B DR

S LR e

B AH: Bk (um). 2K (mm). FEK (em). K (m). Tk (km)
B O] ) (in). PR (f). B3 (yd). EH (mi)

B RPN EAOLE (y)”, BOREHER T RER 2

JiR A
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Afil: 238 (mg)s 78 (g)s T (kg). M (b)
Bethll: 27 (0z). 5 (Ib). FAT (st)
® HL: K/ (m/s). TR (km/s). SEHL/BF (mph)
® HE: HRIKE (O). RIKE (F). JFIKE (K)
® [ [ A4

B EE: 998 (ns). ZF (ms). B (s). 4r (min). B (hr). K (d) %%

B iR W% (Hz). T#f2% (kHz). ¥%/57 (rpm)
® IR 5R

B ) Rl (N). TR (kgh). B57) (1bh)

B JE3E: MR (Pa). TMA (kPa). JEMA (MPa)
o Hfth

B G0 (%): 0 F] 100 KIET

B OORE (x): FORfEEL WA SRR ERAL.

B GRFEE (PPD): 1§&K/TET.

A B RAL, BRI (B) BIRTY (TB) 88075 B AL, (et
ORI AT RE2 L

WIANT IR R TR E: BAIE 1 ANRAKE =1 FHK, REE0AEH EbRRAL, X
it PE. Rahexis b DU BSURR AL, mt B0 WE RO B AR EE
ARELGES, KBERIE AR R Rt 1, H2IEA, Aaetrs.

2.1.5. IHH

(1) 5%y 2em
BLE L) 5 B 4di T, G AT LA 2 ER: R, # R % 4R (Edit) > 46 (Plugins).
KT (Plugins) & 1.

,/ Ability System Game Feature Actions

Actor Layer Utilities

g Actor Palette 8 Version 1.0
o Allows creation of Actor Palettes based on existing levels tc i Epic Games, Ir

A A, 18RS U RN, R, X T IEA S ST, 9 AR AT
AIRESFE B, BURIREIAMRAE S Az

NGRS EL) T BB =TT AT REEOR AT RSN IR, R A RER LR . TR
Epic Games X 25 = J7 i {1 1) N S EAS 11 97 o
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(2) M Fab Z3EHHM
REZ]51 5 F 5 Be SR (VT 2 DhRE M d1F, [N /Rt 0] LA Fab 223584 4dift, EHAE Fab

Xy b ) S A B 4D 5 A, AT PATE Epic Games J& 888 /) Fab i R H o5 [ g4, 2
MAZ sk R 3, 15 T% DL 2D R
7f Epic Games J& shi#% F 4K 2| Fab £ Ti~, R EIEMIEME, F A %ams BT 51%R i1

Al :

Q. gITF Exporter

= 3% Fab 3¥51

WERE

PREJSE 2%

PEURMAIRA RENE, BEItmEE7 B 14 BEE 9 R 59 7

UAAF

;c?jﬂzﬁé%—'i’ﬁa# TEIZ LU T PR RO b, SR E (Add to My
Library) :

Q. gITF Exporter

Q. gITF Exporter /& Fab /5
=&
gltf exporter
@F THEShHH
% GLTF EXPORTER" = RB—RE:

@ Unity 0 Unreal Engine 0 UEFN I’,§) MetaHuman

BiTE

-
h‘ Mobile Fun Explorer

$%52 FabEULA:

Cancel

DU, PRI G B4 1 2> U BAE RS2 T Fab P35 _E[¥) Fab FE L% Epic Games 3 3884 .
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2.1.6. 5 R 5APRZH

(1) IR
N LB FGEAAR R ? R T, AREAET R I — 04 Tt T IER ? 12w ?
FARRANT7 1) 2 EEANBROR— i1 ? IR L6 ) AR 75 B B RS R . AAr Rk 2 — B A
MZEEFERIES, L5, LR, P AREER BB A R0 2R . B, 2 K.
WIRARM Maya. Blender. 3ds Max S5l B AE R 4) L SBLAY, R IUBI AR 75 _F Bl
AR, A )\ UL AR AR R B 55

IR REHME &Fab ©

4]5 Blender 445 R IEIFA R

LIV AR R AL TR, HH 72 38 E. A AEFAER? Rl E Affi—4
SIS AR AT, BRfEMIERT, & X#IEd . s, fRmiELd, 2 Y #iEs
Mo PLFERGE KR, FRR0771M, Bt 2 8iEJ7m, MR by, XmEAFEll. BLRE
X JEHl, Y &G, Z2&LE

XYZ EFHIRR
JE &5 (Origin) Bl = REASIC A 25, AR 2(0, 0, 0). FTAPIIRTE T 4 &,
HB A AT T R B
(2) ALFRZEH]
AR R — AN KAERE, (HFE Ak, TEARRIFAA R B BE, AARERA . 4T
AT RTE S BARTESE = HESE DU, XM E R TR E Y. (SRR K |,
AR T KR UARIIAL B, A T HOECSR AR B — BT, ZRAANE, ALiaA

21 Z g /bR R, JRE 1630 AR K E R REMRA BT MR RIEMR M K. J5RNE TIRAR. =4iAb bR,
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Ao EREXTTIEEE, fH I ALFR A 1K 1A

R 23 [E (World Space) 2 Jm hn & . B FILH —B A RHL, B SRR IR
(0,0, 0). fFf Actor JAERRHE, BAEMFFRPHN A ¥ 4 #RARN T X4
J R RORTFRE . D ALE: A T AR w2 Bede: A Tt A AR AR R 5 1)
3) Giff: AN TR RN SR AR EA AR ? SRR ARG AR EdL Ty
A2 3), B TSR E AN Lot A BN, B2t AR A .

JA#82%[E) (Local Space / Object Space) . T MR H CIIE R . BAS Actor #iA H C
P/MES, FEAfEE S B, ZREEE R O . RS EHERZ: —DNREENTEZ
AIE . 1D R Actor A XY (HHEBMAERRE) , IBAEH R E=tF 46, 2)
R Actor AR (Lbin—fESHEEMETF L) , IR EI RN ZFEX T XHN, SIS
TFHAERO,5,0), HFES), SIHALREERES. HARMERARBEME? YR8k
TR R AL SR ) A A A B, R/ A e, EHr. o
£, EATERE MG, HAENAEATE.

PLEZEE (View Space / Camera Space) o PARENI NI S AL R R o AR HLAE IR
o TBALMIERTTT A2 Z Bl (BREFEAR, Bk T HARSLID o R s Bl = E )G,
IR R, IR PR AR, WAAIN. H AR ? 778 Y 261 B
BB, SIS AU AT VAR D 3 (B e e S0 R 28], 5 8 5 Bt S TRl 2K P AE S8 AR LT 1
AR L&A T

JEFEZME (Screen Space) o 8 3D 522 2D bkt L2 519 B AL bR . AL b Y F
W1, 1] (BRE AR, SRR R E A A B . H AR REREZE? Y
RABLERE R BB IR— ANk, R IRAET AR N CKTI, ARTE ZEARIX AN N tH T AR il
Al by, A R AR 12 L LE T e R A

- |
PLOZE[E] (Viewport Space) o Bi%: B H R LR 30 HFR, 192215 R0 hR. b
11(1920, 1080) K R BEs A M. AHARHMERAM D2 ? @ UL % UMG B E,
e MO (B SkREMT.
XI5 R AR A —
25 ] WA R

152 ] L7 JERAER R AL, TS — SR R
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L] B ER S

Jey 2 [ FEXT T2 00 B ARG HORBIRR, IREH K
PP 2 ] PLEAZHL A SR A PR A A ) — R, R 7R
%7 [ 3D—2D #FJE AL bR JuEE[-1, 1], H TR TE b 5 b AR 47 B
A =[] Bt B AG ZR AR b 411920, 1080), I UI &AL
(3) ZEHE#H

AR B A2 NI B o — AN R e 4, IS (AR . R 4] 51 B n 44
AEHRE, &K 2 AIERIE.  bean:

® WorldToView: M tH 5= [H] 148 K] 7 [A]

® LocalToWorld: M\ J&y = [ia] 21| {H 52 ]

® TangentToWorld: M1 75 [A] 2| H 5 73 [H]

TE Y8 2 B H L) R «

JR3 BB 2 ] — 1 574 1] — AL 1 2 (] — Bk % [A] — A 1 2 ]

PSR, (BERTRE, MATRETFHERXE, 2B R2MT. MR
BHITE: AR E T ERAE, 1F2IBCR A 4.

Zi b, MR RRELIHANZENES, AT R Z s LR EAREE, AR A 2 A
FZHRA TS, AT GLALE, RSN E, b mu i E. &
TEIX L, REtESRE T 7E 3D i B e A — VIR SRt R
(4) YILZ N

TESE G e, A — A28, B2 VIZRZEME (Tangent Space) — VA2 K 1)
SRR R o DI (AR R T A AR bR 2R, 1R B BR AR M AR — 1, MEEAR AT 434
100578170 w119 NG5 1B S 8 1ol TP e | v S = A 2 P = s S TP <3S 7 K N E B /S ) - W 187
A7 [ R AR WG AE — kG B2 B ARFRAR, R MR R & — =M b, IRERME,
b5 R . ERARI R R — DA b, U147 8] B = A BOAH 28 B Al 2H

L H 4 75 [H] BIAEE
1 Normal (N) HEH TR, $RHH HE H L AR T — AR %
IEY Tangent (T) PAT TR, FRMSCHEAAER) U A GRS A SN B R G &

mIVIZ;  Bitangent/Binormal (B)  “FAT 13RI, RIMSHARARI V J5 R (R EHD  ESUNL E 5 &

ATFEN: FREL)G1%F, P12 (T) < IPIL (B) =A% (N) » AERHEHF A,
BURES R =1~
N ATEYIL A ? B B R R R EZLNE K (Normal Map) - JEZRGE & — iK%
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—AN ORI VRN BRAR TR, RUHEAZS AN ? WA R AT, R
Xk B R RE AR E A AR b Bt —sk AR, VAR ARl — BARIER TR
MBI AR MRS b, SERE A T, BEATRAX T .

flR T R VI 1) VEZRIG B ARG, A TR 3R i J5 3 7 1l A% .
FOEUL, W EAFRRAN TIRAREL, SAm 720, 4k T 20, EAMN T 200
KIE (0,0, 1) (AisK(h) FoR“woBIEE TR, BAMS. MEHE (0.5,0.5,0.7) KRty
A7 WA EIVI 2 T7 m A S 1 — r, ARRR A MITEN . X AWM. —ikhehE )
TR, o] DAEEAT AT 5 ) AR b, WEEPHE B WSRO AT by WE/E TR R
b, FRREIEM R RN . BN G SRR YT, RIS B B AR 5 ) 4 B Y pi AR Y 5%
IR T i

2.2. WAL
2.2.1. AAEN RS

WARNEE, SRR E 5 . ARSI TE ARG, AR I
K. FEEs M. E RS X B nl S N AR A O R S R S B
e LTI RIT Rt

= XH

= dHE i @ : BT
© RTINS 5

= 80 EHEHES |

L @v 5 P
s Media

N TIREIRE

B Actor

Z Pawn

Pan FFR

NS RE AR A 7 X AP AN A SR, A IhRESR K oy, EERE

Fix e,

o NINiLEH: G, MESEIHBENIEER, JFERMEER R R

® HAEHER: MA TP, RS mMTRiLas, A BosAT ki,
BE HAx.

® MR U MR B G WO CRVA L AMEEE RS ), T ERER B .

® (Rt E: HIhH IR AT REAT RN B, AEIRGERTACER, SR

® TV BEEAFICIR I, HEARIE ZE, ZeiEr s, Aotk
.

BN AP Rt
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® MR TSR RAATE & (Window) —iE#E WZANYEAS (Content Browser)

o MPENH, S THEF B Gl (Create) 144, HEEIKEIE.

® MJRFFE: s g AR R TEAE B NAEMVEEH (Content Drawer) %4 .
SR NI I B RS, AR AT DL AT B ] E AR i b

B Quixel Bridge

& Fab
£ Eht
® ER

N R
£ LiAEE

NG ATUAEN T % 4 DMAERERR. tan, — PN REFSEY, —NREMT,
Hu A PR T

IR ZEMTE K5 X2 —MFIR I TRAE R AN 0 D ds s Bt 1SR T

® PFEHAFR: BT SJEERIE4L, Windows ib 7] DL ERFEHEE Ctrl + 25488, Mac R4 K
T Cmd + S zz/\r}%%%ﬁﬁﬁai%, TCAEMITE R K.

® H3hHR: MR, mfiHARTy, EeENgEEE, AN G RERET

o ibE—HEMR: WRMBILEEEE, ST LEK FEEMEF (Dock in Layout) 1%
AT -

HE; ii'r?%§4

2.2.2. AN R FHE

NAMW %25 (Content Browser) 73 AN VLTF JLAN X 35
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