(R L

AR
<D|AE] =8> : HH oLIH{O|™
A To|Zafelz} i gt

LHEX} o[
CEO &H|3L|Z C|2E
3022214



=)

Section 1
<O|AH 282> 2E K B 2 AF AT

Section 2
OHL|H|O|M K& TfO| T2 tel ATHEH T |

Section 3
ofLImlo|M HIZt L3t 2R



Section 1
<O|AE 22> &E







QI&E =5

o TMOojL|mjo]M

® SFAUM

e 12M 0|4

® 20244 11 382 oi’d

e 302ZY, ojciiL|H|o] MARL|L
SSHIE

EPIC MegaGrants Recipient




302planet

o 3D OlL|H|o]M ME 7|A

o 3D HX 32| a2 3( Starfish )
T HE(EH 2] )

o <AEYA N2> M OfjL|H|o]M X|=t
-2021'd 28 ¥ HS

o 2 mio] ofLimlo]M R} 2o




Section 2
OHL|m|o|M w|=} mjo] ol Ak 7|

Maya to Unreal Engine
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Maya to Unreal Engine( Asset )
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Maya to Unreal Englne( Asset )
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Maya to Unreal Engine( Animation )
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Remote Control Unreal Engine
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Starfish to Unreal Engine
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Camera Sequence A= 1=
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Camera Animation From Maya
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Template Animation

- - -

Modify focus, f-stop -- Hierarchical bias: 10 [+ 100 =110

Add camera shake
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Sequence Priority

- . I Hierarchical bias : 100 |-- ---

CameraSeq

inherit

<4------------
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Asset Actor Class hierarchy

Base Asset
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Asset Actor Class hierarchy

Base Asset Set Leader Pose Component
Attach Static Mesh to Skeletal Mesh
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Create Groom Actor BP
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Guides Groom Cache from Maya

World space
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Head bone space




Guides Groom Cache Result

World space Head bone space




Guides Groom Cache Result
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Eye Reflection Material setting
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Eye Reflection Material setting
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Eye Reflection Material setting
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Eye Reflection Blueprint setting ( set parameters )
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Eye Reflection Blueprint setting ( Scene Capture )
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Custom Blueprint Node ( Create Cube Map )
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#1f WLITH_EDITOR
UPackage+ mPackage = CreatePackage(+PackagePath);
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Relse
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Zendif
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Custom Details View ( Editor Utility Widget )
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Custom Details View ( Editor Utility Widget )
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