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CamPos=681.47 1125.97 94.20 Angl= -2 0.-116 ZN=0.20 ZI | =
Cam FC=8.70 V5=1.060,1.00 Zoom=0,08 Speed=0,29 TimeOfDay: e Ede G
DX11 Profile 64bit VeryHighSpec MT TAA DevMode StT startergame L3 2l el s N[FH O XA PE el XY ZWalw(E A A BED 8 R0 @6
DP: 06248(0627) ShadowGen:0998 (0997) - Total: 1622 Instanced: 1349 201% EO0L&XC
(320,034) Shadow:2359,898 (2356,596) - -
o

Polys: 313,384
ShaderCache:

27 GCM | @ Async Regs | Compile: On
Streaming I0: ACT: 213msec, Jobs: O

» Map Command, Checkpoint loads: © & LaserBeampX
) Mem=389P, Peak=3116 DLights=(43) grade_Fo
/ 16} Shadow Mask Channels, 78 Shadow Frustums, 70 EFliStum Renders This Frame
FPS 60,0 [56.,66] W frame avg over 1,05

Add Camponent »

_Upgrade R
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TOA®B EOLLNOVER dddddd OEFZ-F H® OV WO 4%+ B0EMN0L ENEEEEEEE BN

Entity Outliner Perspective R

EE ZTIO -

e, Hide filtere X FOV: 60° Ratio: 1874:11 1874x 102

6‘ ®  Entity Inspector

Q search.. Y- =- Entities: 6233 » CamPos=696.93 1104.42 94.96 Angl= -6 © -87 ZN=0.05 ZF=
y Cam FC=0.73 VS=1.00,1.00 Zoom=0.00 Speed=0.560' ‘rmeo‘nalf» :30 Name

- " DX11 Profile 64bit VeryHighSpec TAA Deviode (JE_d).LU!’LS starterGafie [1.0] -
YW = \ . Polys: 745,427 (73,198)-Shadow: 1551 %66 naa? a05) -
FPRIMARY OBJECTIVE ShaderCache: 56T GEM {1 ﬂsynLqu :

- - < [ [ = W= : » 7 b N - e

13 Shadow Mask C » 22 Shadow Frustuy

Repair the mainframe. ‘ - ¢ FPS 60.2 [

«SECONDARY OBJECTIVE

N
8
2
&

-]

AlWaveTriggerVolume_... =
AlWaveTriggerVolume_...

AlWaveTriggerVolume_...

DD

AlWaveTriggerVolume._...
AirshipPodOuterZone
Interactibles
CameraTriggers
Props
Pickups
MissionTriggers
Audio
KeycardDoors AW
Lighting . e a ™ vy

L &

Vista

Rivers
Interior
Foliage
Buildings
AmbientFX
¥ Airship
UlScreensSlice

= 9

oors . \
ParticleManaser . \\
Asset Browser :

Q search.. i
> I Editor No preview

» Il Engine EVEIELI -
» ER Gems

» I StarterGame

HNNDBNDDBDDDNDDND Y

o

DD Y VY YVYIYYVYYYYYYYYY

v

1 Object(s) Selected Lock Selection X: Y: z XYZ @ LockScale Speed: 0.10 11 10 & Coll AUPhysics || |> NoSyncPlayer Goto position Mute Audio VR P

Console

[Warning] XML parser: not well-formed (invalid token) at line 1
[Warning] XML parser: not well-formed (invalid token) at line 1
[Warning] XML parser: not well-formed (invalid token) at line 1

L parser: not well-formed (invalid token) at line 1

Ready x ® PendingJobs: 0 Failed Jobs:0 GameFolder: ‘StarterGame' - GameDLL: 'StarterGame' 1802 Mb
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5, Contains 3014 sections and 11978
:

i

+ &8, 0 & e =20 Lk

€ - Advarced Rrtocomotion > RinAnms > iding H—3
v idle_motion
- FinalNode0
SimulatedObjectd W s
» v 2
& Adjust Visualization Color
® Make Final Output
K Cue 7
B Copy ’
® Delete Node

Node Group »

SNAANASN

Add simulated object

SimulatedObjects ~
mulates ject Inspes ated Objecz Collicte: -
ulated Object Inspe
.
.
ibutes  Parameters  Anim Graph Palete  Actor Manage: Game Controile Node Groups
Attritute
* Simulated Object
SimulatedObjectd
» 2 simulated objects L
10
10
10
L
2 ’
@
e b ®F Finer | Motions Only States Only Events
v
00:00:00 :
00:00:00 / 00:00:00
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6 Lumberyard Editor Beta [x64] - Build 712644 - Test

File Edit Game Tools View AWS Help

e - é N+ @XaDp] ba =~ XY Z ¥ i & @K R 6 X
BAEOL LXK 0 QHE: O
Asset Browser Entity Outliner Perspective ,0\ | X FOV- 60° Ratio: 1183:66 1183 x 661 ‘6‘ ‘6[ Entity Inspector ;
Qjack x YV~ Select an entity to show its properties in the inspector.
~ M SamplesProject No preview
» I AnimationSamples avalahie .
» Im Levels
~ Il Objects

» BB CharacterModels
~ IR slices
~ &9 Simple_JackLocomotion

B simple_jacklocomoti

No Selection

Speed: 1.00 A1 10 & Coll Al/Physics > NoSync Player Goto position Mute Audio

Console

Script) - Entered animation graph state: IdleState
(Script) - Exited animation graph state: IdleBlend
(Script) - Entering animation graph state: IdleBlend
(Script) - Exiting animation graph state: IdleBlend

(¢
(Script) - Entered animation graph state: IdleBlend

Ready

x ® Pending Jobs : 0 Failed Jobs:0 GameFolder: 'SamplesProject’' - GameDLL: 'SamplesProject’ 609 Mb



6 Lumberyard Editor Beta [x64] - Build 913731 - map1

File Edit Game Tools View AWS Help

e - |ZI @ X » (X] so
* O X% © ©

Asset Editor Perspective

File View

Entity Outliner

W yn o o
] Player ° o
W Terrain * o
fj Spawner_rin L
.” Spawner_cube . .
W DefaultlevelSetup « o
¥ CuBE2 L
W Entity8 . .
W Entiry8 * o

Asset Browser

b &
No preview
» B Engine available
» B Gems No Objects Selected
Ready

EBWVWVfr]"‘

www.Bandicam.com

Speed: 001

A

1

10

= Coll

Al/Physics

FOV: 60" Ratio: 1242:81 1242 x 817 @‘ {6} Entity Inspector

{> No SyncPlayer Goto position Mute Audio

.
TN Name

Status Start active -

Add Component ¥

v . Transform

Parent entity & x
¥ Values
Translate 503.552 Y 531.787 Z 320m
Rotate 00deg Y 0.0deg 7 0.0deg
Scale 1.0 Y 1.0 Z10

Parent activation Original relative transform ¥
Static O
¥ Network Sync
Synctoreplicas (J

Position Interpolation | None. v

Rotation Interpolation None X

¥ T Actor ') =
Actor asset rin_skeleton_newgeo ... -
Material rinActor o %

¥ Attach To

Attachment type None X
¥ Options
Draw skeleton O
Draw character @
Draw bounds O
Skinning method Dual quat skinning X
¥  Preview
LOD Level 0
~¥ . Anim Graph ;2 =
Anim graph superanimgraph -

Motion set asset Advanced_RinLocom ...
Advanced_RinLocomotion ¥
Debugvisualization ([J

Parameters

Active motion set

PO o PR —— ==

% ® PendingJobs: 0 Failed jobs: 0 GameFolder: 'SamplesProject’ - GameDLL: SamplesProject’ 865 Mt
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EMotion FX Animation Editor (PREVIEW)

Flle Edit Layouts View Help
OpenGL Render Window.  Motion Sets Motions

OpenGL Render Window

View Camera

Perspective

Anim Graph
+ &8, > & e =T L
€ - Advanced RinLocomotion > RinAnims > iding

152 FPS - 2ms (619 FPS)

x

idle_motion
A M

= PaySpees  Tinldle Guputiose @

= Invuce Moten ® Simulated Ojess

v Parameters0

Paramaters

Damging

alNode0
Final Output

W Inpuciose Outpue

2 FPS - 26 (503 FPS]

1
|
L]
&
@
E

Simulated Object

Name

Left Arm
v Larm

¥ L elb

Skeleton Outliner

= X | Simulated Objectinspector  Simutated Object Colliders.

Simulated Object Inspector

Select joints from the Skeleton Outiiner and add 1o the simulated object using the right-click menu

Add simulated object

T X | Auributes  Parameters  Anim Graph Palette  Actor Manager

Game Controller  Node Groups

Attributes

Advanced_RinLocomotion.animgraph
Retarget (=]
Preview with Advanced_RinLocomotion

~ Simulated Object

Name
b Simulated object names 2 simulated objects ®
Stiffness factor 10
Gravity factor 10
Damping factor 10
Simulation update rate 60
Number of iterations 2
Enable colfisions 2
Recorder
® W« p»» ®F riec[ MotionsOnly | StatesOnly | Events
_tassteloop_ Time View 2
rmPit_corr_INT D 0600
o 00:00:00 B e
00:00:00 / 00:00:00
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ACCL W tefn! y' w3 s yfr
ACC modelp Attribute, Component, Capability E -

AComponentsp" ' >Mm" ‘ d3y ‘ piwiewpert,
window, game entity, texture, etc .

A Capabilities p dz' € dzb¥ reriders, provides,
calculates, moves, etc.

AAttributes py ' y! € dz€ ¢ [fasy, scaldhle,
secure, etc.
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File Edit Game

Tools

‘Te 2B

Entity Outliner

View AWS Help

Select All %

O& & X 0

W DefaultLevelSetup .
Asset Browser
No preview
available

» Il SamplesProject

Console

4 @ X A P B Lol

PEME O dddddd:

Perspective

1 Object(s) Selected

XY Z¥W AL

Viewport tc 1 W

i X
OB —-F &

A

ww.Bandic

o a s AN

Lock Selection X: Y:

am.com

8 LockScale Speed: 0.10

<

10

Q &y Name, Hide filiere., X FOV: 60° Ratio: 626:34' 1878 102

#s Coll Al/Physics

I

I

® 0

{> NoSyncPlayer Goto position Mute Audio VR Preview

Entity Inspector

. Name [25 elSe

Status

Start active >

Add Component v

~ U Transform

@

Parent entity
~ Values
Translate 512 Y 512 Z 100
Rotate 0.0¢Y 0.0:Z 0.0
Scale 10 Y 1.0 Z 10

Parent activation
Static
¥ Network Sync

Original relative 1 ~

(@]

Synctoreplicas (O

Posn(\onlnterpolatlon None ~o

Rotation Interpolation None >
~ '@ Environment Probe ==

~ General Settings

Visible

On initially @

Color I 255255255
Diffuse multiplier ~ 1.0x

Specular multiplier  1.0x

¥ Environment Probe Settings

Area dimensions 102 ¥ 102 Z 200

Sort priority [

Resolution Default(256)  ~
Box projected (@]

Box height 20.0

Box length 200

Box width 20.0

Attenuation falloff 0.0
~ Cubemap Generation

Cubemap asset fault_| Eal |
~ Options

View distance multiplier 1.0x

Minimum spec Low -

Voxel Gl mode None >

Use VisAreas @

Indoor only (m)

Affects this area only @
Volumetric fog only O
Volumetric fog @

~ Animation
Style 0
Speed 1.0x
Phase 0.0

¥ Cubemap generation

Cubemap Add Bounce




ACCL W tg mViewport

Editor
Level CRUD
Universal UL
Entity System
t
- Level Navigation
Camera CRUD Allows Entity CRUD
Camera Controls .
Viewport Camera Selector |eWp0rt
Entity CRUD
In Viewport
From Asset Browser

Allows level navigation

Manipulation Tools
Base Selection & Manipulation Tools Contains tools for entity manipulation
Viewport Selection Model
Viewport Configuration
Viewport Performance _ ]
Integration LR LA LB UL Transform Controls
Metrics

New Camera Controls

Undo/Redo




Legacy

Rendering Atom

ACCL Wigfh! Vv ¢ fptow

ScriptCanvas

Scripting c< LuaScripting
Editor Ul

Animation
Viewport

Modern Tools Entities/Component/Slices

Built-in Gems — Tools |~
—~._ | Legacy Tools
Plugins | Substance Designer PhysX
Tools (under dev/Tools)
) : Game runtime Networking
Engine (runtime)
. - Platform Support
Unit-testing system LargeWorlds
SetupAssistant c .
StarterGame inematics
. ProjectConfigurator
SamplesProject Configuration : ‘
SystemEntityEditor
Example Projects, demos, samples an o i ' CloudCanvas

MultiplayerSample
Config files
CloudGemSamples Lumberyard

VirtualRealityProject
Asset System

Source Code
Extensibility (Gem system)

Logging system
A bunch of tools (Al Debugger, Console
variables, Python Scripts, Script Terminal,
Vehicle Editor, Visual Log Viewer)

Build system (Imbr_waf)

MNews Builder

Internal tools Download
Startup Experience _/ Install/Uninstall

\ First Time launch

Packaging system

Internal Projects
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Froglogic p Squish for QT

Composite Elements Architecture

Main-Editor Model* File Menu Model* Expanded Main-Editor Model

\ J ¥

; i ' Drag-Handle

Drag-Handle
ButtonA ButtonB ButtonD

* _ Each exist in their own file 23
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AHeadless automation | =
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Lumberyard

Platforms Engine
PC Tools
XboxOne Launchers = de
B Quicksight
Mobile
Downloads
Deploys Configures
Runs tests Reports
pytest

| Extends
game tech Custom test
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1 Subprocess args, 10.

1 Logs.

1 Remote console (through
networking).

{ Image capturing.

1 Python APIs.
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Vegetation Demo
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