1 Create a new level

ontent Browser 1 x

Add

Material

o Niagarz

2 Add 3 or 4 directional lights. (1 back light, 1 fill light and 1 key light)

BackLight50 JirectionalLight
FillLight55 nirectionalLight
FillLight56 virectionalLight
215, KeyLight54 virectionalLight

(Based on Three Point Lighting system)

Three-Point Lighting System

Backlight |/
Placed behind the subject to
add a separation between the

subject and the background
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Key Light Fill Light
Placed in front of the subject Placed on the opposite side of
and is the brightest light the key light to “fill in” any

shadows the key light may
create and is dimmer than the
key light

Camera
Placed at about eye level



3 Place a Cine Camera Actor and set the viewport to be visible from the camera
(I make a separate camera for each building so it becomes easier to switch between angles
and not mess up the settings :)

I

CINEMATIC

Camera Rig Crane
Camera Rig Rail
Camera Shake Source Actor

Cine Camera Actor

Level Sequence Actor A CineCameraActor is a CameraActor specialized to work like a cinematic camera.
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Placed Cameras Cam_Assembler

Cam_Beam

Default Viewport Cam_BiomassBurner

Cinematic Viewport cam_Blender
Cam_CeilingLight
Cam_CoalGenerator
Cam_Constructor
Cam_ConveyorBelt
Cam_ConveyorLift

Cam_ConveyorPole




4 Place a mesh/BP (in this case BP_Tractor),
make sure it’s at 0,0,0 in the scene and set up your camera in the angle you'd like!

For the camera settings | usually go for the 16:9 DSLR with Universal Zoom, and then use the
Draw Debug Focus Plane to make sure things are in focus.

5 Go into the details of the BP_Tractor, select the mesh and make sure to
turn on Render CustomDepth Pass

A Details
I BP_Tractor
X BP_Tractor (Self)
+ 2 Mesh (VehicleMesh)
%£ Foliage Collide B
nchinteractBounds
ringArm

W4 Camera
¥ custom
General Animation 2 ] Rendering

Physics

Advanced

Sleep Family

Custom Sleep Threshold Multiplier
Rendering

Custom Primitive Data Defaults 0 Array elements (3) TJ

Advanced

0

Default




6 When you're happy with the angle and lighting, open up High Resolution Screenshot,
turn on Use custom depth as mask, and capture! It will be saved in a folder automatically.

Up the screenshot size multiplier for higher resolution.

= | §@ Perspective @ Lt Show Scalability: Medium

T Realtime

Show FPS
I Show Stats
I stat
Show Toolbar

Field of View (H) 50.903454
Far View Plane 0.0

Screen Percentage 72

i Allow Cinematic Control

= Game View
Immersive Mode
Allow Camera Shakes
Bookmarks
Create Camera Here
High Resolution Screenshot...
Layouts

{+ Advanced Settings...

Visualize Rooms And Portals

Show Reverb Info

Opens the control panel for high resolution screenshots

Screenshot Size Multiplier
Use Date & Timestamp as Image name

nclude Buffer Visualization Targets

Use custom depth as mask

Capture




