Shader Editor

Martepuan u3 xrWiki

B nmporpamMmme ShaderEditor o6neguHeHs! TPU peOakTopa, IO3BOJISIONINE CO30aBaTh U
pPemaKTHPOBATE:

« UTPOBBIE MaTepHuank (dain gamemtl.xr)

» HACTPOUMKM 30H 3BYKOBOT'0 OKpYyXkKeHu (Ppaiin senvironment.xr)
« UTPOBHIe meumepH (pain shaders.xr)

« U IIeliieps KoMnungaTopa yposHeu (¢aiin shaders xrlc.xr)

CnucoK mapaMeTpoB B MaTepHajIax

- Name — Ha3BaHMe MaTepuasna (6e3 Tpo6esioB, MOKHO UCIIOIH30BATh TPOUYEPKH « »)
- Desc — omucanue MaTepuana (KejaaTeabHO Ha PYCCKOM SI3BIKE)

- Flags:
- Dynamic — (on/off) sBnsieTcs nu 00BEKT IUHAMUYECKUM
- Passable — mpoxomuMeIii MaTepuan (6e3 pu3NIECKOTO CTONMKHOBEHUS «KOJITUKUHA»)
- Bounceable — oTckakuBanue ot 3TOr0 MaTepuana (on/off)
» Skidmark — M0XHO T OCTaBIATH CII€b Ha 3TOM MaTepuae
Bloodmark — mMoxeT 1 MaTepuasn ObITh 3a6pPEI3raH KPOBBIO
» Climable — moxHO M1 KapaOKaThCs 110 MaTepuasny (110 BepTUKAIbHOU CTEHKE)
Suppress Shadows — He OTPHCOBLIBATH TEHU HA 3TOM MaTepuale
Suppress Wallmarks — He oTpuCOBHIBaTh Clefbl HA 9TOM MaTepHae
« Actor Obstacle — ecnu CTOUT, TO BEIYMCIISIETCS (MJIM HEe BRIYUCISIETCS) KOJUTU3US aKTopa C
3TUM MaTepHrasioM. Bo3MOXHO TpymuKaM 1ocTaBieHa/yopaHa. (HeompemeneHHOCTh U3-3a TOTO,
4YTO QYHKINY, I'Ie 3TOT (riar npoBepsieTcs, TO ignore Ha3wBawTCd, To do_collide)
» Bullet No Ricoshet — nousTHO 13 Ha3BaHUA
- Physics:
« Friction — koaddunineHT TpeHus
- Damping — K03 PuImeHT MATKOCTH MaTepHasa (moTeps SHepPTruu IIpU CTOJIKHOBEHUN)
« Spring — K03¢pUIMEHT KEeCTKOCTU MaTepHrana (AKeCTKOCTh IIPYKUHEI)
- Bounce start vel — HayanbHasg CKOPOCTH, IIPU KOTOPOM HauKWHaeT paboTaTh OTCKaKMBaHUE
Bouncing
- Bouncing — k03¢ (punmuesT 0TCKaKuBaHUS
- Factors:
- Bounce Damage — ypoH, KOTOPEIY HAHOCUTCS IPU OTCKAKKUBaHUU (?7?7)
- Injurious — 3apaxeHue pagualnuen MpPU KOHTAKTe
» Shooting — mpoctpenuBaemocTs (1.0 — MOTHOCTHIO MPOCTPENHUBaeMelit, 0 — He
IIPOCTPENNBaEMBIi)
Damage — kK03 pULMeHT MONyYeHHBIX TOBPEKISHUN TP yoape 00 9TOT UK OT 9TOT0
MaTepualn (100.0 — MmakcUMalbHbIE TOBPEXKIEHU)
- Transparency — npo3padHocTs MaTepuana ang MU (1.0 — nonHOCTI0 TPO3payHbIl)
» Sound occlusion — kosddunuent raoymenus 3Byka (1.0 — IOTHOCTEHIO IPO3PaYHBIN)
- Flotation — ko3¢ duinenT 3aMenneHns Npu NPOX0KAEHUN CKBO3b 3TOT MaTepuan (1.0 — Her
3ameqienus, 0 — momHas OCTaHOBKA)
- Dencity Factor — Ha CKOJIbKO M/C 3aMeqJIsieTCs MMyis IPU MIPOX0XKAeHUU 1M MaTepuana



Hctounuk — «https://xray-engine.org/index.php?title=Shader Editor&oldid=1074»
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X-Ray SDK

» Ctpanuia u3ameneHna 18 susaps 2021 B 20:14.

- K 97011 cTpanuile obparmanuck 6396 paa.

- Copepxkumoe poctymnHo mo nuneH3ur GNU Free Documentation License 1.3 unu 6oiee mo3mHsIs
(ecnu He yKa3aHO UHOE).
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