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What’s new in Unreal Engine 5.4

Updates in rigging and animation

Production ready Vcam

VR scouting quality of life

Quality and speed improvements in rendering
New tools for ICVFX

Further integration of 2110 for nDisplay
Scalable production rendering with MRG
Media Input Output expansion

Fully qualified DMX integration
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Animation Authoring in Unreal Engine 5.4

Unreal Engine for'A




Animation Aims

Provide best-in-class tools and technology Q) ™ Ve T sk s e Py

A Untitled*

. # 2 Animation Mode v t..v gV ".-‘.V " >N A2

Improve roundtripping times by animating in "I ¢ G- & &

g. ns Snapper Tralls Pivot
g
2 P Spaces
p Constraints Selected v +)

Animate in Final Pixel

Build an open, flexible and extensible
animation framework
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Empower non-expert creators.

Select a curve on the left to begin editing.




S ke I eta I Ed ito r (Beta) Preyviewing ReTErence ose

A new Component Editor for easier creation of bones
with new bone shapping tools.

Quickly build skeletons




Skeletal Editor (Beta)

Edit skin weights directly in the Unreal Editor, eliminating need for external DCC.

Create bones and weights in context to your animation
%_\~
Generate and paint poly groups in Quad mesrLdispIay.
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Control Rig

Direct manipulation = Easier interaction

Visually pose rig elements %ﬁ‘

Quality of Life Improvements o

Marquees Selection

Greater Anim Blueprint Functionality == 5
-

q-




Layered Control Rigs

New Layered Control Rigs

Less baking to control
rigs.

Take advantage of additive
constraints and blendable
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Layered Control Rigs

Multiple rigs can be stacked
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Layered Control Rigs

Realtime
Slope
Warping
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Deformers

Deformer Graph (Beta)

Create complex deformer animation
such as Squash and Stretch natively

In engine.
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Rigging

New Deformer Graph Functions
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Automated Retargeting

(41) Retarget Animations

Auto Retargeting for Bipeds (Production
Ready)

New workflow within |[K Retargeting to
simplify the workflow for common
bipedal skeletons.

Auto Create Retarget Chains
Auto Full Body IK

Auto Align Retarget Pose

e Using Mixamo template for source skeleton.

e Using UE5 Mannequin template for target skeleton.

POSt Retarget Phase /\ Pin Bone retarget op refers to non-existant bone to pin. ik
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Animation Authoring

New Gizmos

manipulation
(Experimental) for 5.4
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Sequencer

UX: Look and Feel (Production Ready)

Easier to look at the contents of the Sequencer Tree

New toggleable columns

Material Animation Improvements (Production Ready

Simplify usage of Material Slots

Expanded support for all any accessible material
edits

Support for Layered Material Parameters,

Include Overlay Materials, Volumetric Cloud
Components, and Custom Primitive Data Support.
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Virtual Camera in Unreal Engine 5.4

Production Ready




Virtual Camera
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Parenting and platforming support
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Slow Motion Playback
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Vcam features coming in 5.5

Non-destructively smooth the camera on VCam takes Anim Details
Revamp

Capture camera as a photograph to disk or to Utexture Layered
Control Rigs

Browse Vcam bookmarks from a visual browser

Tag selects, with flags, and no good takes directly from the VCam
review mode




Virtual Scouting

New virtual scouting tools
View, edit and annotate in VR
Multiple users collaborate in MU

New UX based on XR Framework.

Easier use and development




Rendering in Unreal Engine 5.4

Pretty Pixels




Rendering Features 5.4

Orthographic Camera Support (Beta)
Deferred render is how supported
Temporal Super Resolution
Improved Stability
History Resurrection
“Has Pixel Animation” Flag
“Visualize TSR show” Flag

Lumen improvements

Performance Improvements
-

Cleaner Global lllumination solution

2 W ) ek NS 3
' s St .,ﬁl'-. }J;-'_._. el
g g e
A R S o S »y
gl 7 )«9.‘,&_‘;";' e

_
-_— -

P ATy

Many lights support




Deferred Renderer Support

Heterogenous Volumes

"

.




In-Camera VFX in Unreal Engine 5.4

Picture Quallty
+ Resolution







ICVFX

Lens Calibration 5.5

Improved solver Spherical and Anamorphic

— -
R

Lens.

T

intrinsics and nodal offset. 1 '.'.'.'.'.:'._I
Updated UX

Improved asset Management

Simultaneous solve of distortion, Camera




In-Camera VFX in Unreal Engine 5.4

SMPTE 2110 Recap




Production- Ready SMPTE 2110 in UE 5.5

Dedicate a render node to the inner frustum(s)

Render the inner Frustum once

Efficiency of resources

Flexibility in deployment

Possible rendering of more nodes with less hardware

Shared memory between GPUs need for Nvlink -
Simplify Synchronization hardware

Sync handled by PTP which gets rid of need for Quadro sync







Inner Frustum Split between 2 GPUs




Inner Frustum Split between 4 GPUs




Movie Render Queue in Unreal Engine 5.4

Scalable Production
Rendering ol
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RLTY_R5_25FC_1218_24fps_MX_Stereo_Crash.wav | RUTY_R6_25FC_1215_241ps_MX_Stereo_Crash.way

RLTY_R5_25FC_1218_24fps_MX_Stereo_Crash.wav | RLTY_R6_25FC_1215_24fps_MX_Stereo_Crash.wav

02:20:00:00 2:40::00 02:50::00 03:0:00:00 03:2000:



Scalable Production

Rendering COMPOSITING

Render Layers N
. . @

Render Settings Inheritance e He

Render Settings Overrides ' k '

Render Settings Visibility

IS NOT
A CRIME




u & Movie Render Queue
-+ Render —

Job
® ~ Main_SEQ

@ shot0180 ShotCam_0 Edit

u

-+ Setting
v Exports
® exr Sequence [16bit]
&8 pg Sequence [Bbit]
w  Rendering
@ Deferred Rendering
w  Settings

® Game Overrides

L= H P

_—

= [ X

B Unsaved Queue =~

w File Output
Output Directory
File Name Format
b Output Resolution
lLise Custom Frame Rate
iutput Frame Rati
Override Existing Output
» Advanced
¥ Frames
Handle Frame Count
Output Frame Step

Use Custom Playback Range

¥ Versioning
LR [l ||| 17 R |

Auto Version

=3 [ X

B Unsaved Config+* -

{project_diry/ Saved/MovieRe

{sequence_name}.{frame_nur

1920 1080

24 fpa (film) W

|

A list of {format_strings} and example values that are valid to use in the File

Mame Format;

level_name == Main_LVL
sequence_name == Main_SEQ
job_name == Main_SEQ

Cancel




Layers and Passes in Unreal Engine

* Balance between real-time performance and post-production flexibility
* Unreal Engine will not aim for equivalent AOVs to offline renderers

 Embrace the idea of fast artistic iteration that can provide high quality elements for
compositing

» Maximize Unreal Engine’s lighting and rendering to its fullest
* Recognize that compositing IS necessary and important
* Connect efficiently within a studio pipeline

» Support in both the Path Tracer and Deferred Renderer



Movie Render Graph

N O d e- B a Se d .exr Sequence [16bit]

@ Global Game Overrides

i i Deferred Rendering .
Artist-friendly node-based
Interface to manage render Garme Overides
Settl n g S Output Output
. Globals
. bty all

= : Render Layer
Drowuseunss @etered rendrr




Movie Render Graph

Pre/Post Scripts

E Execute Script @ Global Game Overrides
: : : » D — »
Pipeline-friendly hooks to
. . . Type: Python
build efficient studio Script: PY_SubmitShotGrid
WO I'kﬂ OWS Output
. Globals
l' bty all

= : Render Layer
Drowuseunss @etered rendrr




Switch Example: 2K vs. 4K

Data Flow/Logic

(5] Glob
Leverage the graph to
simplify and streamline
the rendering process
;} EXR Sequence [16-bit] _ ;@Deferred Renderer Z?;_dae/; el



Switch Example: 2K vs. 4K

Select

The Select node provides a
way to create data flow
control and add logic

—— Select
A | EXR Sequence [16-bit] _ {@Deferred Renderer Render 4k

- yp—  yp—— ) Option 0
Option 1 Add Pin ()
2K _/o
B B



Switch Example: 2K vs. 4K

User Variables

User Variables can be
used to drive data flow
and logic




Switch Example: 2K vs. 4K

u L Movie Render Queue = L X
-+ Render — B UnsavedQueue*
Job Settings Output Status Movie Render Pipeline
& Main_SEQ ShowSettings v {project_dir}/Saved/MovieRenders/ Job Name Main_SEQ !
shotl010 ShotCam_0010 Edit b Ready Main_SEQ w
sEqUence %5
® =hot0020 ShotCam_0020 Edit v Ready © Q
shot0030 ShotCam_0030 Edit ' Ready Main_LVL 5
® shot0040 ShotCam_0040  Edit v Ready o M, ® Q E
shotl050 ShotCam_0050 Edit o Ready Authior taylor.swift o S
® shot0060 ShotCam_0060 Edit i Ready Comment Mone at this time 5
shotO0 /0 ShotCam_0070 Edit g Ready Movie Render Graph Variables Globals
® shot0080 ShotCam_0080 Edit v Ready Render 4K bty _all
shot0090 ShotCam_004%0 Edit ' Ready
® shot0100 ShotCam_ 07100 Edit o Ready
shotd110 ShotCam_0710 Edit N Heady
® shot0120 ShotCam_ 0120 Edit v Ready
EXR Sequence [16-bif] shot 130 shotCam_01730 Edit N Ready
® shot0140 ShotCam_ 0740 Edit o Ready
shotD150 ShotCam_017 50 Edit ' Ready
® shot0160 ShotCam_ 07160 Edit o Ready
shot1 70 ShotCam_01 70 Edit N Ready

Render (Local) Render (Remote)

Render 4K



Currant Presat: None

B Save Preset

Switch Example: 2K vs. el

Q

e

¥ Name = Path Disk Size Has Virtualized Data
h 1k_MovieRenderQ_Config (Al Game/Nice/ To/Meet/You/Wnere/You/Been/|/Could/Show/" Z2.866 KiB False
_" 2k_MovieRenderQ_Caonfig fAllfGame/incredible/ Things/Magic/ Madness/Heaven/Sin/sawy 3.807 KiB False
u - 2k_MovieRender()_Canfig2 fallfGame/ There/And/ I/ Thought/On/My/God/Look/At/That/Fac 3.395 KiB False
- -5 2K_MRQ fAllfGame/You/Look/Like/My/Next/Mistake/Loves/A/Game/Ws 3.85 KiB False
-+ Setting i |
_" 2k_settings_FINAL fAll/Game/Play/Ay/New/Money/Suit/And/ Tie/ICan/Read/You/L 3.917 KiB False
u - Export * File Output = ey R e o o e e e S PP T T
A Movie Render Queue v Poris == dk_editorial fAll/Game/Magazine/Aintit/Funny/Rumors/Fly/AndlKnow/You/ 4.021 KiB False
- . -hi i t I Il_,-E ol ar ut/da/ -_:; - ',‘l'.'l cPRalEria C 1T winaTos a3 a1 -
+ Render — ® _exr Sequence [16bit] Output Directory = 4k_MovieRenderQ_Config All/Game/Heard/About/Me/SoHey/LetsBe/Friends/ImDyingTo; 3.892 KiB False
_ _" 4k_MROQ_FromLandis fAll/Game/See/How/ThisOneEnds/GrabYour/Passport/AndMy/l 4.366 KIiB False
Job Set = Loy o File Name Format . .
& pg Sequence [8hit] =% 4K_settings_Final fAll/Game/IcanMake/ TheBad/Guys/GoodForA/Weekend/Solts/( 3.966 KiB False
. . MEin_SEG S—h‘: 'I:lut ur HEEDIL“H:'“ _hy i I FTA A amn sl o dlE Tkt 2 i } Tavs f .| Tl o i I B o - 4
|- Henderfng b P __; 4K _settings_Final2 / fbils LannabBe/Forever/Uskialag o lown/ In/Flamegtaaiaid ot B False
@ shot0010 ShotCam_0010  Edil - L - o Ctaa- e Reti -% 4k_settings_FinalOld /4 iCanTellMeWher sHigh/Was/Wort ig False
® shot0020 ShotCam_0020  Edil Deterred Rendering - Bk test /) n/GotAlangList/ TheyliTellYou/Im B False
i i it | I !I":-- I.\_ T _
@ shotD030 ShotCam_0030 Edil Settings | -] CINE_MRQ_HD_Config_Template /1 iseYouknowl/La sAnd/you/Lovetl 1 False
. Override Existing O Ee! ! seWe,/ reYoung Lless/WelltakeTh ' Fz
@ shot0040 ShotCam. 0040 Edil B GamiOviides g =5 CT_MRQ_Alpha_Preset ; iseWe/reYounga 255/ WelltakeTh iB alse
- ¥ - 4 - [y L -
=z CT_MRU_Preset A rltil/leaveyouBreal na/MNastyacar/Gol {i- False
@ =hot0050 ShotCam_0050  Edif » Advanced .
=] CT_Sim_RenderSettings A stofex/Loverstheyll nsane/butivegota/ AIB False
* Frames .
D Shatihl ShonGam 000 Edi - EvilPublish_DefaultSetting Al race/babyandill/Wr me/cherrylips/cryst iB False
@ shot0070 ShotCam_0070  Edif Handle Frame Coun -5 EVL_4k_DefaultSetting /Al ouldShow/youlncre igs/StolenKisses/Pri Kig False
shot0080 ShotCam_0080 Edil -5 EVL_DefaultSettin fAll esyoure/ TheKing/B: urQueen/Findout/wk KiB False
® B ] Output Frame Step - = g . il i . o i
@ shot0090 ShotCam_0090 Edii -5 final_renderConfig Al fouWant/BethatGirl/Fi th/WaitTheWorst/isYe ' KiB False
Use Custom Playba N s ) S . - et : S :
. ; Fally ToComeOhNo/Screa 'ng/Perfect/Storms/Ic 14 k2
® shot0100 ShotCam_ 0100 Edil =] Final_RenderPreset All aComeOhNo/Scream g/Perfect/Storms/| KiB alse
EXR Sequence [16-t : . rt 5 Genius_MRQ fall/Game/MakeAllThe/TablesTum/RoseGarden/FilledWithThor 4.52 KiB False
@& shot0110 ShotCam_0110 Edil .
End F -] GIF_Render_Preset /A epYouGuessing/L ID/whoisSHE/iGe B False
D ShatiFl el ShonGam G120 Edi _" GIF_Render_Preset_2 A Jealousy/ButYou! EachiimeYouleay LB False
@ shot0130 ShotCam_0130 Eail W Versioning -5 Guava_4kFarmDefault_RigidBody0 (A usedarling/imAnig ssedlikeAdaydre iB False
® shot0140 ShotCam_0140 Edi lon M urmibe % Guava_4kFarmEXR_NoTonemapper fAll/Game/SoitsGonnabeForever/OritsgonnaGoDown/InFlames . 3.735 KiB False
@ shot0150 ShotCam_0150 Edif PR -% Guava_Default fall/Game/YoucanTell/MewhenitsOver/IfTheHigh/wasWorth/the 3.493 KiB False
: =5 /All/Game/Pain/Gotal onglist/ofexl overs/theyil TellYoulm/insan 2.921 Ki Fz
@ shot0160 ShotCam_ 0160 Edi - Guava_DefaultEXR_MoTonemapper All/Game/Pain/Gotalonglist/ofexLovers/tl eliYouim/insan 2.927 KiB dlse
l £1f - _" Guava_Layers_Render_Config fAll/Game/causeYouknowl/LovethePlayers/Andyou/Love/The/ 4263 KiB False
@ shot0170 ShotCam_0170  Edi A list of {format_strir . | |
Mame Format: =] HalonStoreRender_ALPHA_MoviePipe /All/Game/CauseWere/YoungandWere/Reckiess/WellTakeThis/y 4.63 KiB False
=% HalonStoreRender_CosmeticRenders  /All/Game/TooFar/|tliLeaveyou/Breathless/Orwitha/MNastyScar/  3.631 KiB False
level_name == Mai . :
7 s "| HighResStill_3326x5320 fall/Game/GotalonglList/ofexLovers/ Theyll TellYou/Iminsane/Bu  3.643 KiB False
seguence_name == | — -
job_name == Main_S -5 HighResStill_3840x6144 fAll/Game/lveGotaBlankSpace/Baby/Andlllwrite¥YourName/Boys 3.018 KiB False
: N _" HighRes5till_B192x6144_exr fAllfGame/OnlyWant/Love/ITits TOrure/Dontsay/|didnt/saylaidn  3.968 KiB False
_" KayArt_S2C8_renderConfig fAllfGame/WarnYou/Boys/OnlyWant/Love/Ints Torture/Dontsay  3.921 KiB False
: KeyArt_S2C8_renderConfig fall/Game/Ididnt/sayididnt/WarnYou/SoitsGonna/BeForever/Or 4.04 KiB False
5 KeyArt_S2C8_renderConfighew fAallfGame/isGonna/GoDown/inFlames/youCanTellMeWhen/its 3.61 KiB False



Render Layers Example

Global Game Overrides

- ) Render Layer
Aa | EXR Sequence [16-bit] :@Deferred Renderer bty _all



Render Layers Example

Eowsemarenon [Evounsewss | @peersonarse (3) st cane o
P—® P—b» .

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx




Render Layers Example

Collections

Rule-based definitions of
Actors within the scene that
are of interest for
adjustments

Collection
CHAR

Collection
ENV

Collection
FX

@ Global Game Overrides

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx




Render Layers Example

@ Global Game Overrides

» B

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx



Render Layers Example

Collection
CHAR

Collection
ENV

Collection
FX

Modifier
CHAR - Invisible

Modifier
FX - Invisible

@ Global Game Overrides

»

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx




Render Layers Example

Y r— -

>  »

»

Modifier
CHAR - Invisible

Modifier
ENYV - Holdout

Modifier
FX - Invisible

Modifier
FX - Invisible

@ Global Game Overrides

» B

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx




Render Layers Example

Y r— -

)

»

Modifier
CHAR - Invisible

Modifier
ENYV - Holdout

Modifier
ENYV - Holdout

Modifier
FX - Invisible

Modifier
FX - Invisible

Modifier
CHAR - Holdout

@ Global Game Overrides

» B

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx




Render Layers Example

Collection
CHAR

Collection
ENV

Collection
FX

Modifier Modifier
CHAR - Invisible FX - Invisible

Modifier Modifier
ENYV - Holdout FX - Invisible

Modifier Modifier
ENV - Holdout CHAR - Holdout

@ Global Game Overrides

Render Layer
bty all

Render Layer
bty _env

Render Layer
bty char

Render Layer
bty fx

Output

Globals

bty all

bty env

bty char

bty fx

@



Subgraphs

Sub Graph
ShowSettings

Globals

bty all

bty env

bty char

bty fx



Subgraphs

Sub Graph

ShowSettings Output
Globals [ B covas
bty all . . bty all
bty env . . bty env
bty char . . bty char
bty_tx [ B o



Subgraphs

Sub Graph
ShowSettings Output
Globals [ B Glovas
bty ail [ B o
bty env . . bty env
bty char . . bty char
bty fx . . bty fx
. bty prop

Collection Modifier Modifier Render Layer
PROP CHAR and ENV - Holdout FOG - Invisible bty prop



The current All existing

Movie Render settings will
Queue isn’t be available as
going away nodes

(yet) (eventually)



Simplifie
playback




Media IO

What we are working on now.

File e Edit Window Tools Build Select Actor Help Medial0550 - o X
M VideoMap+ & Project Settings & Pplugins
0 € Selection Mode v v =2v v > A 2 platforms v 4 VP Roles v “» Motion Design 73 @ Settings v
‘ p x + - . ) A o
q S - e —_ e
= @ Perspective @ Lit  Show [y f@ o2 e % @310 Z_ 10° ,_,..#‘} 025 th1 @ t= Outliner X
= v Q Search v B%
Frame Accurac e
® Item Label = # Sequencer Type
» Ak VideoMap (Editor) World
v & Media Folder
= LS_Seq LevelSequenceActo
w +1» Default Scene AvaNullActor
=« Cam_35mm AvaCineCameraAct
- =« Cam_55mm AvaCineCameraAct(
=« Cam_75mm AvaCineCameraAcl
m a e u a I ¥ PostProcessV PostProcessVolumi
vo:o Props AvaNullActor
e & Cyc_02 StaticMeshActor
%P pedestal AvaShapeActor
%# Ring AvaShapeActor
w +i» Studio_Lights AvaNullActor
15 actors
C o d e cs # Details x
Select an obyect to view detals
] " T = — ——— = —_— - e — - e R
equencing = - e = | T == o —=
¥5 Content Browser Ea Sequencer X
@ BB Em:LE S o By Oy @ 2v i sy B LS Seq o
+add Q - .1311 - ’ v 7 |
| -900 ( 0000 ] 0900 | 1800 | 2700 | 2600 | 4500 | 5400 | 6300 | 7200 | 8100 | 9000 | 901
L3
Ease of use i —— 2 =t
Content Drawer [ Outputlog [=Cmd v JilTrace~ @ [ 1 Broadcast Bf Derived Data v 1 Unsaved Revision Control v
[ ] P
~ EPIC ~ 7:28 PM
m s @ © " N - @ &® O O QT T N L @ RABDE s
_ F -
i

— >



Media IO

Upcoming

Media Plate Actor
New Composite Plugin

Pixel Mapper UX

Sequencer Integration + Audio
To support adudio scrubbing

Continued work on editor performance,
synchronization and looping with Sequencer.

Codecs




Empowering live events,
concerts and previs.

")!":” ,l
Vc‘{? A8




DMX

Upcoming, Prod. Ready

File Edit Window Tools Build Select Actor Help DMX550IBL - ) X
A DMXCCDemo & Project Settings & plugins
C O n t ro I C o n s o I e B B & selectionMode v G ~2v v > b B A Spatfomsv @Gomxv B vPRolesv ¥ Motion Design £} Settings v
F . - — = g - s -— .
= @ Perspective @ Lit Show ; : - | & 10 ‘H 0 @ozs & @ = Outliner X
— i N\ % LS . - : \ \/ e p—
/) < YAV rAN ' =aeiiQ Sesi v B
' Uncontrolled Unsaved
Cues 1 il |
& @® |Item Label » Type
/ A ) A DMXCCDemo (Editor)
< ¥ VIUVIHIgrIEQUS ruiue|
7~ 4 | / @ Moving Head_Patch Edit BP_Movingt
o S — P, i e © Moving Head_Patch1 Edit BP_Movingt
® Moving Head_Patch2 Edit BP_Moving}
8 Moving Head_Patch3 Edit BP_Movingt

- @ Moving Head_Patchd Edit BP_Movingt
e — — — e & Moving Head_Patch5 Edit BP_Moving}
a c I n g ys e m v % MovingMirrors Folder

vie yroModules

Folder

@ Pyro_Patch Edit BP_PyroMot

— — —_— &, Pyro_Patchl Edit BP_PyroMoc

— = © Pyro_Patch2 Edit BP_PyroMox

® Pyro_Patch3 Edit BP_PyroMot
— —_— 5 e
(<]

S — — Pyro_Patch4 Edit BP_PyroMot
e u e n ce r a e . - —— = Dyven Datehi CAdir DD Durabdoe
, P —— - — 80 actors (2 selected)

# Details X
Re c O rd e r S 2 objects e
: t Q Searc G
: B - . | ; X General Actor LOD Misc Physics Rendering
n e g ra I O n b cOnte“t Browger x W Transform
i Location v | Multiple ¥ | -320831 || Multiple' ¢
+Add Mimport |[BSaveAll & 3 Al > Content > v {} Settings
Rotation Vv 00" |00* | Multiple &
» Favorites Q = ~Q Search Cante v Scale v o |10 |10 |10
» DMX550IBL Q w DMX Light Fixture
'." = Quality Level Ultra v
= =TYTne Light Intensity Max 20000
» =gl\on1)_(FTsemplate | | [ 3 Light Distance Max 20000 ©
ﬁMap§ Audio DMXTemplate GDTFs Maps Movies StarterContent  DMXCC_Fixture DMXCC_Fixtur Light Cols Temp Seoto
imMovies Demo- Demo?
» BmStarterContent s e Spotlight Intensity Scale 05 “
Qonuol Can OMX Control Congo
> Eg:;ia:erepCore Pointlight intensity Scale 10
- Light Cast Shadow
¥ Collections @ Q  gitoms (1 selected) _ .
#5 Content Drawer Outputlog [ojCmd ~  foie ‘ Jil Trace v B 7 Broadcast 8 Derived Data v & 1Unsaved ¥ Revision Control v

®

B T R R " b B2 O



DMX

Upcoming, Prod. Ready

Pixel Mapping

File Edit Window Tools Build Select Actor Help
A PixelMappingIBL & Project Settings & plugins

[ o) @ Selection Mode v Gy =2v v | L Aplatforms v @ domMx~ B VP Roles v

ié Content Browser X 5 Compact DMX...

+Add import |@SaveAll ®© (3 Al > Content > DMXTemplate > DMX

» Favorites G = v Q search DM) v

DMXLib_PM_IBL  DMXLib_Water DMXPM_Demo DMXPM_IBL

v DMXS50BBL Q

i Al
w I Content

#m Audio
v I DMXTemplate
i Blueprints

DMXPM._Video

mDMX DMXLib_Fixtures  DMXLib_Pixel

i GDTFs Mapping Fountain

#m Maps ‘ _
i Materials OMX Libraty DMX Library DM Library DMX Library DMX Pixel Mapping DMX Pixet Mapping DMX Pieet Mapping

» Collections ® Q  7iiems

#5 Content Drawer Output Log B Cmd v

“a- Motion Design

R 7] 025 1 @

v {} Settings

Jil Trace v (% 1 Broadcast

DMX5501BL — o X
{é} Settings v
= Outliner X
Tv Q v B
Uncontrolied Unsaved
ﬂ @ |[tem Label Type
y w» M PixelMappingIBL (Editor) World
w & Color Correction Folder

@ ColorCorrectionRegion
¥ ColorCorrectionWindow
# ColorCorrectionWindow2
v & DMX Fixtures

@ s120.000

© s120_001

© s5120_002

© s120_003

© s5120_004

© s120_005

© s120_006

© s$120_007

@ s120.008

© 5120009

© s5120_010

56 actors

/- Details X

Select an obfect to view details

ColorCorrectionF
ColorCorrectionV
ColorCorrectionV
Folder

Edit BP_StaticMe
Edit BP_StaticMe
Edit BP_StaticMz
Edit BP_StaticMe
Edit BP_StaticMz
Edit BP_StaticMe
Edit BP_StaticMe
Edit BP_StaticMz
Edit BP_StaticMe

BB Derived Data v P AllSaved  ¥* Revision Control v

FR A R @) 3t

123 PM
6/11/2024

]




DMX

Upcoming, Prod. Ready

File Edit Window Tools Build Select Actor Help DMX550IBL - o X
A PixelMappingIBL#* & Project Settings & plugins
B @ Selection Mode v G ~2v v > rma A DMplatforms v~ @ oMxv B vPRolesv i Motion Design £} settings v
N\ £ T E—— =

. . 2 @Cm a,q__zg (Ol f@ )| = Outliner X
Conflict Monitor - exm S

Uncontrofied Unsaved

@ [tem Label = Type

A PixelMappinglBL (Editor)
% DMX Fixtures

G D T F & M V R @ vortex_8_001 Edit BP_StaticMz
€ Vortex_8 002 Edit BP_StaticMe
%= IBL Pixel Mapping Folder
<% IBL_ChromeBall StaticMeshActor
m p O rt X p O rt T 1BL_SceneCapture2D] SceneCapture2D
w & Lighting Folder
2%, DirectionalLight DirectionalLight
& ExponentialHeightFog ExponentialHeigl
= SkyAtmosphere SkyAtmosphere
M skylight SkylLight
% SM_SkySphere StaticMeshActor
& VolumetricCloud VolumetncCloud
S AnimatedGradient StaticMeshActor

© BP_MyVideo Edn BP Myv.dec

P My_Video MednaPlate
56 actors (1 selected)

& Details X
< Floor +Add =2 @ o

& StaticMeshComponent (StaticMeshComponent0) Edit in C

Q; Sear B &
#5 Content Browser X — 55 ik Bieton -
mport ave ontent emplate v ttings Streaming Al
+Add 41 @saveAl © & Al > C > DMXTempl > DMX £+ Setti
» Favorites QW =tv Q Search DMX v Transform
o DMXEEOIBL Location v 00 |00 |-08 ©
- I Al [ 3 Rotaton v |00* |oo* |00*
- Cont:m Q @ Q Q Scale v o |80 |80 |80 “
#mAudio
» = DMXTemplate Mobility Static  Station: | Movable
#m Blueprints
o DMX DMXLib_Fixtures  DMXLib_Pixel ~  DMXLb_PMJBL  DMXLib_Water DMXPM_IBL g
=SAZT§S Mapping Fountain _ SM_Template_M
M afe"als DX Likwary OMX Library OMX Lilirary DIMX Lilirary DMX Pixel Mapping DMX ol Mapping St - @ E 7
i Playback lw—mly
@mRC P Advanced
» Collections @ Q  7jiems (1 selected) ¥ Materale
W5 Content Drawer [ OutputLog [BJCmd v ‘ JlTracev @ 3 Broadcast B8 Derived Data v & 1 Unsaved ¥ Revision Control v




In Summary

Updates in rigging and animation

Production ready Vcam

VR scouting quality of life

Quality and speed improvements in rendering
New tools for ICVFX

Further integration of 2110 for nDisplay
Scalable production rendering with MRG
Media Input Output expansion

Production ready DMX integration




i

THANK YOU

Kevin Cushing
Virtual Production Supervisor
Epic Games Innovation Lab, Los Angeles
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