Anpovpyia Ieivag

1. Metaeite oty emhoyn: File>New level (my Afternoon)

2. Awypbayte Tov KOPo.

3. Me m Ponbeta tov non uniform scale mode peyoddote o kdKKwvo brush frame oe
péyebog motivag (ewkodva 1)
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4. Matote CSG Add. Tavtoypova peidote to brush frame (BF) kot mathote dimha
and 1o Add to CSG Substract (swcoveg 2- 3)
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5. Amo to Actor Classes>Fluid>dnd to Fluid SurfaceActor ot péom g
moivag. Anpovpyel o GAAN empdveto (skdva 4)
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6. Me tm Ponbewr tov Scaling Modes ki twv vroloinov VPS kdavere v

ECMTEPIKN EMPAVELN aKPPDS OGO €ivol TO E0MTEPIKO TNG TGIVOG KOl TO PEPVETE
gvbeio pe v endve empavela, cov kamdkt (Eikoveg: 5 — 6)
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7. Me «hkopiopévo 10 kOkkwvo BF  matiote oty emtoyn  Add
Volume->PostProcessVolume (swkdvo. 7)

Persistent Level Persstent Level.Brush_0 Selected (12 Tris, 8 Verts, 0 Sectons). 11,0000




8. Kdavte 10 BF oty dkpn 6mwg oty ewova ko petafeite oto VP T. Khkdperte to
PostProcess Volume. Eivat pie pol ypopa 0tav 10 KAIKAPETE.
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9. Metofeite oto VP P, matote F4 dote va avoi&ovv ot 1010t Ttég Tov (g1kdva 8)
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10. Mmraivete péoa oty moiva. Oswpntikd eicte péoa oto vepo. H emdpevn
kivnon elvar va BdAiete Borovpa.
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11. Kikapete to Enable DOF. Apéowg apyilet n Boiovpa.
12. Thwo xdto to DOF Focus Inner Radius 1o aAAdlo og 100 (ewcodva 10)

» [@]Bioom Tint
[JBioom Screen Blend Threst
[V]Bloom Interpolation Durati 1.
[ZIDOF Blur Bloom Kernel Size
[¥IDOF Falloff Exponent.

[OMotion Blur Full Motion Bl
[Motion Blur Camera Rotat(45.
[Motion Blur Camera Transl
[Motion Blur Interpolation €1
[)scene Desaturation
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13. Axopa mo katw aAlalw ta Scene HighLights og: x=2.5, y=1.5.
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[Motion Blur Camera Rotati|45.000000
[CJMotion Blur Camera Trans!|10000,000000
[OMotion Blur Interpolation C{1.000000
[Iscene Desaturation 0.000000

# [Jscene Colorize ((X=1.000000,Y=1. oaoom
[Jscene Tonemapper Scale (1.000000
[Jscene Image Grain Scale [0.000000

[IRim Shader Interpolation ¢ 1.000000

[Ocolor Grading Lookup Tabl {None
» [JMabile Color Grading (TransitionTime =1.00000¢
» Mobie Post Process (bOverride_Mobie_BlurAn

Enabled
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Allow Fluid Surface Interaction  [¥]
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14. KAetvete 116 1010t1eg Ko pépvete to BF moh oty akpipr 06on tov.

15. IInyouvéte Eava AddVolume—>UTWaterVolume (tedevtaio).

16. Inyaivete oto CB>All Assets—> Materials and Object Type—>search water ko pe
dnd ewcdyete 1o 1o oty moive (M_FluidActor_Water) (swcova 12)
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17. AMGEte to Game Type and View—>World Properties o€ utgame xat PFH.



