
UNREAL BLUEPRINTS
(SHADER/MATERIAL)



Goal Of The Tool:

- Simulate/represent a drawing in a diary ñdreamò sequence.

- Real-time Tweakable 
- (Fading in certain parameters was a requirement from design department)

- Non-Perfomance Heavy
- (Optimized and should be able to run on wide range of hardware)

- Easy To Tweak

- Define Displayed Detail

- Not interfere with current Post Process calculation
- (Solved by using Blendable Materials)

Pre-Instructions



Overview (No Effect)



Overview (Effect, Base Result)



Overview (Different Values)


