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UE4: Creating Materials

Similar to the process in Mayaq,
when we want to apply textures
to a model we must first create
a Material.

To do this, Right-click in the
Content Browser and select
‘Material’.

. = ’ & Content »

Right-click in
Content Browser

Create Basic Asset
. Blueprint Class

\port Asset

P! Import to /Game...

Artificial Intelligence »
Blendables

Blueprints » I
Editor Utilities

Foliage

FX

Materials & Textures »
Media

Miscellaneous

Paper2D

Physics

Sounds

User Interface
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UE4: Creating Materials

You will need to rename L|

your new material — p|Ck NewMaterial
something relevant to
your project.

—I

™ "ontent B ELD_ﬂDdgE_\FEII'I_MAT [MateriaI]I

dd Ney Fath: /Game ‘on
Cooking Filepath Length: 183 f 260

.. Shading Model: Default Lit

Blend Mode: Opaque

Decal Response (DBuffer): Color Normal Roughness
Material Domain: Surface

Has Scene Color: False

Lighting Mode: Volumetric Non Directional

VR NN VI | e

=Ml = ELD _dodge_van ELD _dodge_van ELD_=treet ELD _=strest_
_MAT _TEXTURE _TRI light_TEXTURE light_TRI

Preterably with naming
conventions that match 5
up with the rest of your
taskl!

= [%
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UE4: Creating Materials

Next, import your 2D texture map in the Content Browser.

v <« Project Files » Texture Files » Q) Search Texture Files

Organise = Mew folder = ~ [N o

~
% 3 Quick access
I Desktop 6
B2 Content Browser -
TARGA TARGA
Add New - S lmport
‘ it = mayaH es ELD_dodge_wan_ ELD_street_light_

= vriers - [ RN TEATURE TEXTURE

: ] CCGD Transfers
Static Mesh Texture Material

ELD_0E_lmportir
FBX Files
Taster Day Mater

e Creative Cloud Fil
v

File name: |ELD_dodge_van_TEXTURE Il Files (*.3g2;* . 3gp; " 3gpp; .30 ~

Open Cancel
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UE4: Creating Materials

In order to apply the texture to the Material, we must link them
together in the UE4 Material Editor.

-

L=1 ELD_dodge_van

Double-click Material
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UE4: Creating Materials

This i1s accessed by double-clicking the Material in the Content
Browser.

(R EEr

EIDABI R e ATAT

FI Edit Asset Window Help

!,@0’#’?%&

ve Browse Apply Searc) Home Clean Up [GONNEGIONEY NEVENRIEVEN

tye “(f.' . s Bl | BN

Live Nodes  Live Update  Hide Unrelated Substance Stats

F —
()< perspective | (WL iE Falette

cotecory TN

Or Base Color 4 Atmosphere
Atmos phericFogColor

|cs 214 e

4Blends

O» Specular Blend_ColorBurn
Or Roughness Blend_ColorDodge
Blend_Darken
Blend_Difference
&) Dpetail & Pa O» Emissive Color Blend_Exclusion

m ! o~ Blend_HardLight s

Blend_Lighten
4 Physical Material I Blend_LinearBurn l Ef
O Normal Blend_LinearDodge

= Blend_LinearLight
* i Blend_Overlay

O World Position Offset Blend_PinLight
Blend_Screen
- Blend SoftLight

Double click Material
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UE4: Creating Materials

Drag and drop your texture file info an empty space within the

Material Editor.

'l Box Trigger
—

. Sphere Trigger
—_—

File Edit Asset Window Help

Save Browse Search

Drag texturelfile

B Content Browser

Material\Editor

i AddNew'~

k= T Filters ~
Bl static Mesh

4 Physical Material I
C
e_van ELD_dEIt_:IEIe_van IigEthD‘T'EEt): Phys Mat - o
- - * D

Nor=

L W Y

Apply

ning Materials

¥

Clean Up

-

I

= Wl - Y S S |

Live Nodes  LiveUpdate  Hide Unrelated Substance Stats
D_i _van_MAT
O» Base Color
O Metallic
O Specular

O Roughness

O Emissive Color

O+ Mormal

O+ World Position Offset

F R

._/{vf:. EEr= K
N E
B

Ilg ..‘ - 3 J

Platform Stats  Preview Nodes

“r= Palette

— 1

4 Atmosphere
AtmosphericFogColor

4Blends
Blend_ColorBurn
Blend_ColorDodge
Blend_Darken
Blend_Difference
Blend_Exclusion
Blend_HardLight
Blend_Lighten
Blend_LinearBurn
Blend_LinearDodge
Blend_LinearLight
Blend_Overlay
Blend_PinLight
Blend_Screen
Blend_SoftLight

fate
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UE4: Creating Materials

Drag and drop your texture file info an empty space within the

Material Editor.

Wl Box Trigger
u ELD DA gEWATTAMATESSE
o Sphere Trigger File Edit Asset Window Help
L DA
Save Browse Apply Search Home Clean Up
; - = = - F
| v || +~ Perspective ||
E= Content Browser
< impor mswvent [ :
) | | Texture Sample A
v vries- EETEE— |
¥ : - : bt S Ve s UVs RGE O
IStatrc Mesh = Texture lMatenal @, Details @ Paramet Tex R
—] !Ov Apply View MipBias GO
4 Material Expression Texture o B
O e e <o~ e
Sampler ¢ RGBA O
Automatii i
const o (S -
Canct wii, IR

o

Live Nodes  Live Update

_dodge_van_MAT
O Base Color
O Metallic
O Specular

O Roughness

O Emissive Color

O Normal

O World Position Offset

4 nansiviin

11

§ e EIEIET S

Jo. e

Hide Unrelated Substance

-

A

Stats  Platform Stats  Preview Nodes

"= Palette

_ 1

4 Atmosphere
AtmosphericFogColor

4Blends
Blend_ColorBurn
Blend_ColorDodge
Blend_Darken
Blend_Difference
Blend_Exclusion
Blend_HardLight
Blend_Lighten
Blend_LinearBurn
Blend_LinearDodge
Blend_LinearLight
Blend_Overlay
Blend_PinLight
Blend_Screen
Blend_SoftLight

-

»

)

fate.
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UE4: Creating Materials

Now connect the texture file to the material by click-dragging
the RGB channel to the ‘Base Color' node on the Material.

I! Box Trigger
—

. Sphere Trigger
—

E= Content Browser

'
B AddNew> & Import [3 Save All '
V= vrites - T
B static Mesh | Texture [ Material o

:ﬁote th 4PreV|ew

E)g Phvs Mat

changes here”

€0

Texture Sample
UVs
Tex

Apply View MipBias

@ Base Color
O Metallic
O Specular
A O Roughness
RGB @
R O Emissive Color
O
B
AO O Normal
RGBA O

O World Position Offset

B

d coqnngct the RGB channel

!tqh'e BasSe-Color-node = =

Flouleisa) o

'>>

iz Palette

Coregoy. MY s
-]

4 Atmosphere
AtmosphericFogColor I
4Blends
Blend_ColorBurn
Blend_ColorDodge
Blend_Darken
Blend_Difference
Blend_Exclusion
Blend_HardLight
Blend_Lighten
Blend_LinearBurn
Blend_LinearDodge
Blend_LinearLight
Blend_Overlay
Blend_PinLight
Blend_Screen
Blend_SoftLight

fate|
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UE4: Creating Materials

Make sure you Apply the changes you've made in the Material

Editor!

Wl Box Trigger

Window  Help

L Sphere Trigger File Edit Asset
———

| ¥

Save Browse

AR

Search Home Clean Up

(-]

E= Content Browser

& Import [ Save All
= Yritters - [

B static Mesh | Texture [ Material

Texture Sample A
UVs RGB @
Tex R

v

Apply View MipBias GO

EEERE =T o

- u ’
.“’“““"*Cllc B
o] ,*,A‘A.._ : i AD

Norw

Appl

Norw

=LD_dodge_van [SEeR:SREREGIELD _dodge_ van  ELD_sti

_TRI light_ TEx  Phys Mat

RGBA O

T %

Live Nodes  Live Update

_dodge_van_|
@ Base Color
O Metallic
O Specular

O Roughness

O Emissive Color

O Normal

O World Position Offset

11

Hide Unrelated

S

Substance

I

Stats

- EEIX
B
B

dij U= W

Platform Stats  Preview Nodes
"= Palette

_ 1

4 Atmosphere
AtmosphericFogColor I
4Blends
Blend_ColorBurn
Blend_ColorDodge fate|
Blend_Darken 3
Blend_Difference I
Blend_Exclusion
Blend_HardLight
Blend_Lighten
Blend_LinearBurn
Blend_LinearDodge
Blend_LinearLight
Blend_Overlay
Blend_PinLight
Blend_Screen
Blend_SoftLight
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UE4: Assigning Materials

To assign a material to a Static Mesh, double-click the Static
Mesh in the Content Browser.

S
- Box Trigger
—

==rx
o _ @ [=alx]
Sphere Trigger
—_— Fl Edit Asset Mesh Collision Window Help

. /0 é m - 'oé' i .;-.‘/ pada

Save  Browse Realtime Reimpo ort Base Mesh Sockets Wireframe Vert Colors Wi

I ‘ ‘ : ' ®@
ol P2 — A -
nds Collision Show Pivot  Norma! I Tangents  Binormals v nce uv

@ Preview SceneSet @) Details

ENEETY ) [ © -

4 Material Slots
Material Slots 1 Material Slots 4+

J.Wtfle click,

e —
7 statlc c'mesh" L
.~
Custom .
)"SOcketM nager
@Eﬂb Mesh Editor

0 sockets

5 items (1 selected)
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UE4: Assigning Materials

This will bring up the Static Mesh Editor.

|e a

Box Trigger

ECDpdaeEVansiRI«
File Edit Asset Mesh Collision Window Help

.Qé (”-'?'i.,/

Save  Browse Realtime Reimponéase Mesh Sockets  Wireframe Vert Colors

q Sphere Trigger
[—

3 O A -

GAM Bounds  Collision

Perspective || g Lit || Show || LOD Auto

0urrent Scregn SizeNEED

sDouble-click;
statlc c'mesh"

chl ELD_street_
light_TEXTURE

@ [=="x"]

Show Pivot Normals Tangents Binormals Vertices

@& Preview Scene Set

ENEETY ) [ © -

S o

LOD Auto b4

)’ Socket Manager

@Eﬂb Mesh Editor

5 items (1 selected)
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UE4: Assigning Materials

In the Static Mesh Editor, click
on the drop-down tab in
Material Slots (under the Details
tab).

-rom here, you should be able
to select any materials you
nave created in the Content
Browser.
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UE4: Assigning Materials

In the Static Mesh Editor, click
on the drop-down tab in
Material Slots (under the Details
tab).

-rom here, you should be able
to select any materials you
nave created in the Content
Browser.

o=l

A - i
— S — — B—qg @@
v o, omm

Normals Tangents Binormals Vertices uv

@) Details

Current Asset

ELD_dodge_van_MAT
Material

ELD_dodge_van_MAT (Mate!

Path: /Game
Cooking Filepath Length: 183 / 26(
Shading Model: Default Lit
Blend Mode: Opaque

Decal Response (DBuffer): Color N¢
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Your custom material will now be assigned to your Stafic Mesh.
You should be able to see the changes in the preview window.

@& Preview Scene Sett @) Details

4 Material Slots

SQerean Qive

/" Socket Manager
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UE4: Assigning Materials

Example: Static mesh with applied material in UE4 scene
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eal Engine 4: Using BSP Brushes

Remember:

SAVE YOUR WORK
AND SAVE IT OFTEN!
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