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£ Windows.txt >
1 D:\WindowsNoEditor>tree fa /f
2 | Blank425.exe
3|
4  +---Engine
5 | +---Binaries
6 | | \---ThirdParty
7 1
8 %\---Blank425
9 +---Binaries
10 | \---Wine4
11 | Blank425.exe
12 |
13 \---Content
14 \---Paks
15 Blank425-WindowsMoEditor. pak

VB4R Fa8FTHRE

£ Android_ASTC.txt X

R = T ¥y I R WE R L R )

L= -]

18

D:\Android_ASTC>tree /fa /f
|  AndroidManifest.xml

I

+---assets

|-
| | main.obb.png

|1

I

|  \---beaconcomp

| comp_list

| libBeacon.so.arm64-v8a
| libBeacon.so.armeabi
+---1ib

| \---armeabi-v7a

| B

| 1ibUE4.so

| B

+---original

| |  AndroidManifest.xml

| \---META-INF
| aco
+---res

|  +---anim

I
|
- --unknown

£ jO0S.ixt x
1 D:\iOS>tree fa /f
2 | .-
3 | Blank425
4 | Info.plist
5 |  LaunchScreenIOS.png
6 | .-
7 |  uedcommandline.txt
8 |
9 +---cookeddata
16 |  \---blank425
11 | \---content
12 | +---movies
13 | | e
14 | |
15 | \---paks
16 | blank425-ios.pak
17 |
18 +---Engine
19 | \---Content
20 | \---SlateDebug
21 | \---Fonts
22 | LastResort.ttf
23 |
24 +---LaunchScreen.storyboardc
25 | | .-
26 |
27 +---MidasIAPSDK.bundle
22 | | .-
29 |
38 +---MSDKAppSetting.bundle
31| | -
32 |
EE ] +---MSDKWebViewResource.bundle
O
35|
36 \---_CodeSignature
37 CodeResources
38
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FPakPlatformFile::PakFiles Atxt

U E?&E%EHI‘J*Z’B\){—\:'\ : /Game/Map/E:e)l((tjingUI.uasset
> UFSIEEU i EE 1 54% (Pakorder)

> sicngmordermiiraktgnz: NI .

/Game/Map/LoadingUl.uasset
Base.pak /Game/Map/Loading.uexp
/Game/Map/Loading.umap
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Config e 0
AssetRegistry.bin
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uasset
Internationalization
AssetRegistry
Shaderbytecode

Shadercache

ANERIAE (luas)

= riers - | =)
B . i ” i " W Arimat [] Wzimoficet. W Aimoffset1D. | Blend Space.

L) L]

Pose Asset | 1o g W skeleton [ Ani W Paper Fliphaok Iuvdsw IT«whtesemmce 1 camera Animation Sequence [ Blueprint Class.
] W stuctre | ] ] W Physics Asser. i " y | y " Bront WFontFace M Slate Brush
| idget Sty! i Float Curve lourvnaue W Composite Curve Table  Vector Crve  Color Curve.  Gurve Atlas | Data Asser I DataTable I Composite Data Table
| Whoo proxy i [ W object Library. 1 Redirector | | Field
W static Vector Field. [ sting Table [ Sprit ' ] MediaPlayer | MediaPlaylist  Media Texture [} " W watenial

i o Biis % Gl R 15 i st [ - T e ’ v

gar W niaga i [ ] Type B Behavior Tree  Blackboard [l Editor Utiity Siusprint. [ Editor Uity Widget [ Sprite. ] Tite Set. ] Tite Map.

Sprite Atas Group 1 Dialogue Voice I a 1 sound. ] Wsoundclass M soundCue  Sound Class Mix ¥ SoundWave  Reverb Effect Il Modular Synth Preset Bank

1 Mono wave y | pons | A | w 1 1 oo -
B s 1 | 1
i | L} L W L)
L] L] ] ] ] L] ]
. , e B i ' M . — F .
] L | L] | Target | [ ] i 1 Material Parameter Collection
.
Wexture N Texturecube  Texture 20 array. W Volume Texture | Render Terget | Cube Render Terget M Texture Light Profile. | Auntime Virtual Texture [ statiomesh o+ class [ particle system [ Level e, A
.
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PakfJELIRAZ:

> WEE TR AL R IR K

> cook uasset

> FfiEFIEHIResponseX {4
> {EAunrealPakdiTT® T

ResponseFilefgT\: {HRIZEBRIERIZ+MountZ [SHIESIZ+F TEISEN

1 "D:\Blank425\Blank425 .uproject™ "../../../Blank425/Blank425.uproject”

2 "D:\Blankd425\Plugins\HotPatcher\HotPatcher . uplugin™ "../../../Blank425/Plugins/HotPatcher/HotPatcher.uplugin”

3 "C:\UEA25%Engine\Plugins\ 2D\ Paper2D\Paper2D.uplugin™ "../../../Engine/Plugins/2D/Paper2D/Paper2D.uplugin™

4 "C:\UEA25\Engine\Plugins\AI\AISupport\AlSupport.uplugin™ "../../../Engine/Plugins/AT/ATSupport/AlSupport.uplugin™
AN\ .

UnrealPakfYfJ B4

WIPak.exe SAVE_PAK.pak -create=RESPONSE_FILE.txt -compress
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AL P

Patch How would you like to Create Patch the content?

{jﬁ%’ : » Base Version

4 Patch Settings

By Patch v

Mersion Id _
> ﬂ:: . b Asset Filter
N - 4 Specify Assets
4 Include Specify Assets 1Array elements =4 @
40 3 members =

> MIT License

Analysis Asset Dependencies

:l:i:l; \% N S.\Z 4 Asset Registry Dependency Types 1 Array elements =4 @
y L
> ¥R G5 ’ -

I» Cooked Files

[+ Ini Config Files

> RIGRYBECE (IR

i Chunk Options

1 Pak Options

> BT, aILAScigm

4 Informations
Patch Assets:

Unreal Asset:

JGame/Test/Empty Empty
JGame/BluePrint/FGameMode. FGameMode
JGame/UlfHUD/FGameHUD_BP.FGameHUD_BP
JGame/UI/HUD/MajorDemage MajorDemage
JGame/U|/Fonts/FZLTH_Font FZLTH_Font
JGame/Ul/Fonts/FZLTHFZLTH
J/Game/Assets/Scene/Map/Newland/hysl/TheBlackShroud/TheBlackShroud_01.TheBlackShroud_01
JGame/Assets/Scene/Newland/hysl/TheBlackShroud_01/Mesh/housel.housel
J/Game/Assets/Scene/Newland/hysl/TheBlackShroud_01/Material/bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_flor2_d_tex bg_ffxiv_fst_f1_twn_common_texture_{1t0_b0_flor2_d_tex

- JGame/Assets/Scene/Newland/hysl/TheBlackshroud_01/Material/M_Basic M_Basic

W JGame/Assets/Scene/Fb/V3/4r/xzoqyjs/Texture/bg_ex]_03_abr_a2_dun_a2d1_texture_a2d1_b1_boss4 d_texbg ex] 03 abr a2 dun_a2d1_texture_a2d1_b1_boss4_d_tex

JGame/Assets/Scene/Fb/V3/4r/xzoqyjs/Texture/bg_ex1 03 abr_a2_dun_a2d1_texture_a2d1_b1_boss4_n_tex.bg ex1 03 abr_a2_dun_a2d1_texture_a2d1_b1_boss4_n_tex
JGame/Assets/Scene/Fb/V3/4r/xzeqyjs/Texture/bg_ex1_03_abr_a2_dun_a2d1_texture_a2d1_b1_boss4_s tex.bg ex1_03_abr_a2_dun_a2d1_texture_a2d1_b1_boss4_s tex
JGame/Assets/Scene/Newland/hys|/TheBlackShroud_01/Material/Tex/bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_flor2_d_tex bg_ffxiv_fst_f1_twn_commeon_texture_f1t0_b0_flor2_d_tex
JGame/Assets/Scene/Newland/hysl/TheBlackShroud_01/Material/Tex/bg_ffxiv_fst_f1_twn_common_texture_f110_b0_flor2_n_tex.bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_flor2_n_tex
JGame/Assets/Scene/Newland/hysl/TheBlackShroud_01/Material/Tex/bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_flor2_s_tex bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_flor2_s_tex
JGame/Assets/Scene/Newland/hysl/TheBlackShroud_01/Material/bg_ffxiv_fst_f1_twn_common_texture_f1t0_b0_iron1_d_tex bg_ffxiv_fst_f1_twn_common_texture_{1t0_b0_iron1_d_tex

FRamalh nente I@rans Mandand threl ThaBla el henind N1 MAatarial Mo the i fot £1 hum cammnn focbies F150 R0 iran A foe b i fot £1 fun anmmmen focties £180 k0 irae A fou
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> Cook: FH{EXuassetiff T2 SBCook, FHHETFErCommandlet
> Release: WEMEBXREFEEEMNCE. 84
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Patch4 %

D:\Blank425\Package>tree fa /T
+---BaseVersion

HFRelease.json i#HYRelease.json{s 8 | BaseVersion_Release.json

| BaseVersion_ReleaseConfig.json

Y---Patchl.1

REFFCERL RS | BaseVersion_Patchl.l Diff.json
| Patchl.1 PakFilesInfo.json

| Patchl.i1 PatchConfig.json
|
|

Patch#) 25RO Patchl.1l Release.json

}EHpaklist*.txt

+---Android_ASTC

| Patchl.1 Android ASTC 861 P.pak
Cook multi-platform uassets Patch% % - ey T ana
P | Patchl.1_Android_ASTC_©81 P_PakCommands.txt
|
PLATFORMS/*.pak +---105
atch-name_Release.json
12 Chunkift{TPakify# 7 gatch-name:patchcon]fig.json | BEirsiiler JUG B

patch-name_diff.json | Patchl.1_T0S @81 P_PakCommands.txt

patch-name_pakinfo.json |

Release*.json \---WindowsNoEditor
1R2FaPak Patchl.1 WindowsNoEditor 881 P.pak
Patchl.1l WindowsNoEditor_ 881 P_PakCommands.txt
II%HHHHHHIHHHHHHE%HII
lIHHHH%HII

HotPatcher# #paklist* txtS: H Bt 61 RS 8
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HotPatcherIhEEi& 1

1. XFFuassetKRRIEZREE D 10. ZH5EIRNFTHZ1N Y &/IPatch |/ |

2. X¥FuassetIFIRIKE DT 12. S745PatchENEFTE

3. XFFMPaklistS AEIIBER (2FEFe) 12, 3Z#5Chunk, AILUE—NPatchifkD /A% Pak

4. TERAEEEYY, STHERE 13. xFggdstl L
5. SR TRAINON-AssetsZt 14. TS HEENE SR
6. SZFFhRANB]Non-AssetHIDiff 15. SR ERISN/SH

7. Y BENX UnrealPakZ=2{ 16. Sz FFCommandleti#{TCook/Patch/Release

8. i EIATCookZBNEES 17. 354eTEEF B I0E7MINon-Asset 34

9. S HFAMini/Shaderbytecode/AssetRegistry  18. 3z#FContentBrowserfCook BN R

-8
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https://github.com/hxhb/HotPatcher
https://www.bilibili.com/video/BV1Tz4y197tR/
https://imzlp.me/posts/17590/
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EMBEROH

Paklist*.txt

16%[5? Xj?:@ I:IIU\H{]ILJ\E&
SFTUEFTERNBEITUATA AP akList*.txtST{4
2. 1IE:=ContentIFRER

iCFuassetiZ 8

T EERYIE)RR

MIFEHRIREZEIRGUID

1. 8N FeRaNRRH A —ETEEE
2. AEFFEEBEAREIXY (0WwisedJbnk)

Non-AssetB’U}'{f\fH'é.%

77fi& Hrelease.json

MRAER AL |
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1. BN FESRYpaklist*. txt&BiHI T T
ICREZ N FEEERE. AEERD
3. WeFEEEMF—IRelease.json
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1. PakZEEZE# (Mount) ZIiFEk AT LS
2. MountBSRJLA28PakiZ BE{5 4k (PakOrder)

bool UFlibPakHelper::MountPak{const FS5tring& PakPath, int32 PakOrder, const FS5tring& InMountPoint)
{

bool bMounted = false;

FPakPlatformFilex PakFileMgr = (FPakPlatformFile*)FPlatformFileManager: :Get().GetPlatformFile(FPakPlatformFile: :GetTypeMame());
if (!PakFileMgr)

{

UE_LOG(LogHotPatcher, Log, TEXT("GetPlatformFile(TEXT(\"PakFile\") 1= MULL")});

return false;

PakOrder = FMath::Max( A: 8, B PakOrder);
if (FPaths::FileExists(PakPath) && FPaths::GetExtension(PakPath) == TEXT("pak"))

{
const TCHAR* MountPoint = InMountPoint.IsEmpty(} ? NULL : InMountPoint.GetCharArray().GetData();
bMounted = PakFileMgr-»Mount( InPakFilename: +*PakPath, PakOrder, InPath: MountPoint);

1

return bMounted;

o // R —
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int32 FPakPlatformFile::GetPakOrderFromPakFilePath({const FStringk PakF-ilePath)

{
if (PakFilePath.StartsWith( InPrefi FString: :Printf( Fmi TEXT("%sPaks/%s-"), *FPaths::ProjectContentDir(), FApp::GetProjectName())))

urn 4;

1. Engine/Content/Paks y

else 1f (PakFilePath.Startswith( InPrefic FPaths::ProjectContentDir()))

urn 33

2. GAME_DIR/Content/Paks »

else if (PakFilePath.StartsWith( InPrefic FPaths::EngineContentDir(}))

{ return 2;
3' GAME_DI Rlsavedlpaks Z'Lse if (PakFilePath.StartsWith( InPrefic FPaths::ProjectSavedDir()))
{ .
}
0;

i¥: GAME_DIR/Content/Pak/GAME_NAME-*.pak 2 & A PakiIas BN,

,,,,,,,,,,,,,,,, AW

.
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Pak RIS FEELIUFS = EEN

FFileHelper

FFileHelper

FFileHelper
FFileHelper:C
FFileHelper:EHa
FFileHelper:
FFileHelper:
FFileHelper:5
FFileHelper:

GGG GEGEGEE6

FFileHelper:
FFileHelper:
FFileHelper:
FFileHelper:S
FFileHelper:
FFileHelper:
FFileHelper:
FFileHelper:

reateBitmap
shOptions
BufferToString
LoadFileToArray Pak Order
savedrrayToFile
EEncodingOptions
LoadFileToString

StringToFile
LoadFileToStringArray
reStringArrayToFile
IsFilenameValidForSaving
LoadANSITextFileToStrings
GenerateMextBitmapFilename

sedBit...

GenerateDateTimeBa

PEESTRRIEES

FPakPlatformFile::PakFiles

.-_,_‘

1L
i

i IA'Q\\;\\\%\\

/f H/a

y 7 /f////”’//

UFSIAZERFR

A.txt
C.txt
/Game/Map/LoadingUl.uasset

/Game/Map/LoadingUl.uasset
/Game/Map/Loading.uexp
/Game/Map/Loading.umap
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Unreal Open Day Online

InEX

5%HYPakPlatformFile

SREVE B IZ 4 HIPak(PakOrder i k).

X4 HIFPakEntry

MPakHRIREXZ {4 R9handle

@idhandleiLEN 14
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> I5E
> YELAmerge
> MELAMEF A
> RISfEIRIE
> PUTEARS

ERiF(uasset), RILAHAEFT

UEARRYE5E]

-%. Components

I J BIueprmLCelhngught(self)
‘ 4@ Scenel

® PointLight1

Y SM_Lamp_Ceiling

|
1
|
| = My Blueprint

A S -
} 4Graphs +
‘ == EventGraph

4Functions (21 Overridable) +

7 ConstructionScript
‘ Macros +

| 4variables +
4Components

‘ SM_Lamp_Ceiling

} ? PointLight1

%% Scenel

| avight

|

1

|

=» Brightness o)
Color |
= Source Radius o
Event Dispatchers +

+

‘ Local Variables (UserConstructionSer

File Edit Asset View Debug Window Help

. SO

M-

Eﬂ% | R AFE

Unreal Open Day Online

® =EE=T

Parent class: Actor

@ = .

Class Settings  Class Defaults Simulation Play.

- e WB® B

Compile Save  Browse Find  Hide Unrelated

== Viewport m= Event Graph f Construction Serip

{}‘ €« 9 ‘ f Blueprint_CeilingLight > Construction Script

——
Foint Uight 1 @
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» Tencent UnLua:

» Tencent SluaUnreal:

ElIEEETRITHIVIEISEL, HBERH TS E.
BluadZ&LANon-Assetfl G TEEPak, LI,
BERUnLua tF =

N v TSR]
NG
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https://github.com/Tencent/UnLua
https://github.com/Tencent/sluaunreal
https://imzlp.me/posts/36659/
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AEFEANRAE

. RENAHD BT R

1. ERFTETERRANEE —

"8.1.8.1" : [

{ 4 oo
"File": "8.1.8.1 Asset WindowsMoEditor.pak™, 5KHYHE%%§"}‘S7E;‘WZK

2 3 P k M D 5 / / \":ré E E "HASH": “d659ad86f@4ch2bfag3172a4f31fd477",
. 1 > a sl = P a "Size": 314788123
"File": "8.1.8.1 Lua WindowsNoEditor.pak",

3. E/_Ejlﬁxg-l% 5$i‘mtbxj_ m I;?z:" ;2?26[‘.43925:126bc185?1c9547519357c",

]

==l

IOIIEA I B R

H

4. DITHFTE FHAIG RaamwH
5. IRRRRIRANIRFEEpak
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ued-downloadtoolkit:

> EFHTTP

> 2 ¥FWin/Mac/Android/iOS
> FFATNNERE

> SUFORTE

> SUFEIS/REL

> RO TIBITEMDS
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https://github.com/hxhb/ue4-downloadtookit
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PakAJ3GIIE

Sk v
Fﬁi;*z- "WindowsNoEditor™: [

{
“"fileName": “StartContent WindowshoEditor 881 P.pak”,

1. —F:th,JI_H;E&}_‘_ .I‘.I—.E "md5": "db5%ad86f84cb2bfa83172a4131Fd477",

"filesize™: 314788123
2. RERHIAENPaK ]

4 Signing
Generate Mew Signing Keys [ Clear Signing Key
AQAB
PyndyOUDIVDM Desmmtis i s s o_—— o iz K|LQ 2VoAWZ a0/ LADBL,
Signing Private Exponent CWPAB] G0 MBCI 7ot o e ot s oo S o o e ommn=40|LjalyrpAly 1cg53hhkap

1. FEETITFESHEMDSHTIGUE
2. ¥J8pakiJEHsigning S ——

Signing Public Exponent

73

)

Signing Medulus
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2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020. 10. 27-05.

. 2020. 10. 27-05.
Share Material Shader Code | 2020, 10, 2705,
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
2020, 10. 27-05.
2020, 10. 27-05.
2020. 10. 27-05.
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LogStreaming: Display: Flushing async loaders.

LogPakFile: New pak file D:\PakTester\StartContent_WindowsNoEditor. pak added to pak precacher.

LogShaders: Frror: Missing shader resource for hash ' 573B46005CF053A6024413E817EFODDARCEA4R28’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' 609FEA021444BB27AZ820920706DA329EF5154C04’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 1EBDVEARO4DO7DOAEEE 72BAGS2ABTRDAZ0501012° for shader platform
LogShaders: Error: Nissing shader resource for hash ~6213A84F30B35A585A31FEE23C2065B94F 10D3B’ for shader platform
LogShaders: Error: Missing shader resource for hash ' B2348FEFC377AFCF 7ECESCBE4003DFE20ES000CE for shader platform
LogShaders: Frror: Missing shader resource for hash ' F8C2460AA88DSCO0EEE4EDDOGOOEFSECACEORESE’ for shader platform
LogShaders: Error: Missing shader resource for hash ' DF42FEAS0D2943141742891CEES8364045FB4A04° for shader platform
LogShaders: Frror: Missing shader resource for hash ' OA10FA4BTO02F4E0618005C3F426850104E8D3E13’ for shader platform
LogShaders: Error: Nissing shader resource for hash & 640DEEB647BOIFDIC264BAACR48781AA125105E8’ for shader platform
LogShaders: Error: Missing shader resource for hash ' CDGC4DCD45205A1CCOAFDAD] 112BEFETEE1AC480 for shader platform
LogShaders: Frror: Missing shader resource for hash ' 34BEO200FOBCOF 12BEE43E0D 14DTDEDE2DA544F 4’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 63279CF03633DAE2BE0EAOD7E95411CCEBEDFOCS’ for shader platform
LogShaders: Error: Missing shader resource for hash 'B1845C8F343D62134844F A1EOARDATFAG4E50ED2’ for shader platform
LogShaders: Frror: Missing shader resource for hash *EC1108D2CE2B47D4ADC3273BECIC56EBEZ19B4D2’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 2D2C16392268DE451D3BEAAF823A85014F 327077 for shader platform
LogShaders: Frror: Missing shader resource for hash ' COCSBFDE10416ECECER28CEAFEF40866420B7520° for shader platform
LogShaders: Error: Missing shader resource for hash ' 1D231A2B251CBE64070427F 1ABEFODEE24B064523’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 1524F0A101FS8FOC644D0BCAR 1706E0480752ED6F for shader platform
LogShaders: Frror: Missing shader resource for hash * 752FB983464ARSEEE6ATEI0FBDATODCEFE07ICST for shader platform
LogShaders: Error: Missing shader resource for hash ' AF7144A0B1497DABOSEDZADID1GABSECSSEF71FR for shader platform
LogShaders: Frror: Missing shader resource for hash ' 78EF4EADRDA7RACOCEA3FRCOCIFEFAZIEITEERRL’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 6DBSD22COBDTESECE74302FE4BE4DS0B3A43F 201’ for shader platform
LogShaders: FError: Missing shader resource for hash ' 1F6DOFRR23655458520FBEA1030518D64476EEADR’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' COE40EADR4172326DF7747F67FE51393017424B7 for shader platform
LogShaders: Error: Missing shader resource for hash ' 6ABE43B3CB2BFRAFBCA0DABEF 4F 45F 18BOEARARR’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' B8313430002C6B2551480AFDB20CFDC240511308° for shader platform
LogShaders: Error: Missing shader resource for hash ' 25EAZF1EOBES210FD31AD2113F 780DC0066A1ARE’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' OBSAFZRETASA40ED384C0DEOTD1ZRFEF2FCOOFFE’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 24EA372F66043AE0BCEB4ECEFERT IBEDESESIFDC for shader platform
LogShaders: Error: Missing shader resource for hash ' 1FO921BDBDAE2C3RD34AECO302D6ABRE300C3A35’ for shader platform
LogShaders: Error: Nissing shader resource for hash & 8CF2314EETF8578557725EDAA4G2CATOCEET425E’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 1164840F335423B23623F60461312CF 1044C6660° for shader platform
LogShaders: Frror: Missing shader resource for hash ' COGDASFSFE36102830324CRF61BE0EEACEDFO00D’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 75FDCB3366B46AD0DSEBSAZ15CDEB4DDDTEY0F?D for shader platform
LogShaders: Frror: Missing shader resource for hash ' OE3034ATACRARR2A77BB17721D79016DCEC41478° for shader platform
LogShaders: Error: Nissing shader resource for hash ~ 4CDEDASFCEBDO19F23036558247D20A5BB38ECBE’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 6636E008F4770C05F24020015255B4AC23B2C0BFA’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' 15F036F66885300243DADGR0ADEGOEEEOADCDS14’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 37749C7647C2955C200479ESED0346577B17BT0E’ for shader platform
LogShaders: FError: Missing shader resource for hash ' 6EEFECEE4CBESBEBA4717F230EF831D1ADER0DD4’ for shader platform
LogShaders: Frror: Missing shader resource for hash *3CA35250D4FR4FS6CFBY438AATEEI03D2CTCT983 for shader platform
LogShaders: Error: Missing shader resource for hash ' 1DEBS8B26838DRESDE42865503C773E2525D2044° for shader platform
LogShaders: Frror: Missing shader resource for hash ' BAFSEB310A286C04F0ECSFEFAOTEOSFTTIEACC47Y for shader platform
LogShaders: Error: Missing shader resource for hash ' 081E6276EC4620CBOEAAS01SEFFA4FAD4326611C for shader platform
LogShaders: FError: Missing shader resource for hash 'FBI1C3ARFTFBEBR74BA1C1D6129063FA63A0B0SDCY for shader platform
LogShaders: Frror: Missing shader resource for hash *B030447CB387&0D0E4A0E348C01452FTF028BF0Y’ for shader platform
LogShaders: Error: Missing shader resource for hash ' CEFFO2AEG1D482104029680C30266B05A8AZ1EFD’ for shader platform
LogShaders: Frror: Missing shader resource for hash 'FEB350AARRBFOESS80N07ACTFODEARARRR1B1154’ for shader platform
LogShaders: Error: Missing shader resource for hash ' 2DOAOBEBD7C2CB423D098DCESFEEGOSIFOFS26DY for shader platform
LogShaders: FError: Missing shader resource for hash ' 3447376FA40465C6R0RE05741335EEB1B15227CF0° for shader platform
LogShaders: Frror: Missing shader resource for hash ' BED1922CC2494D450F9EARG2EE403DES2TAZABY]’ for shader platform
LogShaders: Error: Missing shader resource for hash ' AB337800BEGSSDES7EB450B4EBFEOBEFEG20DICE’ for shader platform
LogShaders: Frror: Missing shader resource for hash ' DO0DSCFEBBEDF247445EEBT27CODAG04A67A7BRCT for shader platform
LogShaders: Error: Missing shader resource for hash ' ASC2017BA400027DCDB3E20142AFFE6108453438° for shader platform
LogNaterial: Error: Tried to access an uncooked shader map ID in a coocked application

LogMaterial: Warning: Invalid shader map ID caching shaders for ' M_Fire_SubUV¥ , will use default material.
LogMaterial: Can’ t compile W_Fire_SubllV with cooked content, will use default material instead

LosMaterial: Varning: /Game/StarterContent/Particles/Naterials/M_Fire SubUV.M Fire SubUV: Failed to compile Material for platform PCD3D_SMS, Default Material will be used
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11 be used in game.

LogNaterial: Error: Tried to access an uncooked shader map ID in a coocked application

LogMaterial: Warning: Invalid shader map ID caching shaders for 'M_Spark’, will use default material.

LogMaterial: Can’' t compile W_Spark with cooked content, will use default material instead

LosMaterial: Varning: /Game/StarterContent/Particles/Materials/M_Spark.M_Spark: Failed to compile Material for platform PCD3D_SMS, Default Material will be used in same.
LogMaterial: Error: Tried to access an uncooked shader map ID in a coocked application

LogMaterial: Warning: Invalid shader map ID caching shaders for 'M_Radial Gradient’, will use default material.

LogMaterial: Can’ t compile W_Radial_Gradient with cooked content, will use default material instead

LogMaterial: Warning: /Game/StarterContent/Particles/Materials/M_Radial Gradient. M Radial Gradient: Failed to compile Naterial for platform PCD3D_SH5, Default Material wi
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1. MountZ [eil&—iEEFiAYShaderbytecode

void UFlibPatchParserHelper::ReloadShaderbytecode()

{
FShaderCodelibrary: :0OpenlLibrary( Name: "Global", Directory: FPaths: :ProjectContentDir());

FShaderCodelibrary::0OpenlLibrary(FApp: :GetProjectName(), Direcitory: FPaths::ProjectContentDir());

2. CoOKZF BRI AEF=EShare Material Shader code

N\\\Q&Q\\\;\\ %\\\ \ R ]




Part Four
UE4,“‘E*ﬁ IE:U\E,JIHJEE

UE4.25+)II#PakRiIRERME  UMGFEHTRIREGHERER

¢ b

¥




UNREAL Unreal Open Day Online

EEEEEE

gfm;ﬁ*ﬁ: File  Edit I ) View Debug Window  Help

r —_—
- . - = o debug object

ey
. - - 0 debug object selectec
S

Compile Save Browse  Widget Reflector Play - Deb ” Compile ave Browse  Widget Reflector Play = Deb ""’
. S . . &8 Paleite r o 50 &8 Falette F p 50
1. Ul_Main/d7sin0a9=+F4={4Ul_Child oo 1 CIED B0 O —— |00 QLD 800
[ Common o e A Common - R e i A A

I Editor E & Editor

2. FTHHIATEER "

3. (EXUI_Chilld{®F i 3 4 ‘o i 3 4

, { Dgvice Content Scale 1.0 , | Device (Content Scale 1.0
o~ N¢ Device Safe Zone Set o No Devjce Safe Zone Set

4. ¥T8FUI_ChildfgPak )
5. EYtaEE FiEEPak —
6. IERRHUI_Main A&

THIIRIRR HE : NSRS
o ‘

AN

——




Pak:.././../Blank425/Content/Paks/Blank425-WindowsNoEditor.pak
Pak:D:\PakTester\Package\UI_Child_Only\WindowsMNoEditor\UI_Child_Only_WindowsMNoEditor_001_P.pak

.{..{../Blank425/Content/Tester/Ul_Child uasset
.{..{..fBlank425/Content/Tester/Ul_Child.uexp
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Unreal Open Day Online

— Order g4

er\Package\UI_Child_Only\WindowsNoEditor\UI_Child_Only_WindowsNoEditor_001_P. pak

/GAME/TESTER/NEWMAP

leContent/Textures/flipbook uasset

-A.J.fEngine/C. ions/Engine_MaterialF ions02/E:
-A.J.fEngine/C. ions/Engine_MaterialF ions02/E:
-.J.fEngine/C. ions/Engine_MaterialF ions02/E:

leContent/Textures/flipbook.ubulk

leContent/Textures/flipbook.uexp
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MountedPaks

Pak:../../../Blank425/Content/Paks/Blank425-WindowsNoEditor. pak
Pak:D:\PakTester\Package\UI_Child_Ref\WindowsMNoEditor\UI_Child_Ref_WindowsMNoEditor_001_P.pak

Order:0
Order:-1

ME/TESTER/NEWM
1 S Conton et e T oadMap
.J.{. fBlank425/Content/Tester/U]_Child.uexp
.{..J..fBlank425/Content/Tester/U|_Main.uasset

f.{. fBlank425/Content/Tester/UI_Main.uexp

e i fE _MaterialF

PakTester\Package\UI_Child_Ref\WindowsNoEditor\UI_Child_Ref_WindowsNoEditor_001_P.

02/ tures/flipbook.uasset
02 ontent/Textures/flipbook ubulk
02/ ontent/Text fflipbook.uexp




@ .@ E LIS ZRAHKE
UNREAL Unreal Open Day Online

EEEEEE

> UMGHIFzE4ELAInstanced 5= ElIZEHY
> Compile AR IEEI SR RIE 4 WidgetTree3Es]]

> (BIRBIEMNIHRIRAYZS]

e

.y




2020
EELISIEHEAFKE
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ENGINE

Patch How would you like to Create Patch the content? By Patch v
(T <) <

p Base Version

p Patch Base Settings

4 Asset Filter

HotPatcherfdfRIA G2 S i

Include Has Hef Assets Only
Analysis Filter Dependencies
> HEpkPatchAT R 7 Recursive Widget TreeifIi E oo+ 8
> 85 | BEHEHUMGHIRKUMGER v
Analysis Asset Dependencies @
> EXERE—EF T8 2] H51Patchfypak D e

p Extern Files
p Chunk Options
p Pak Options
4 Save To
Save Pak List

Save Diff Analysis

Save Asset Related Info

aEQ@Q@

Save Patch Config
inreal Projects/PakLoaderExample/Package [0

Save Path rs/lipengzha/Document

Gisi

4 Informations
Patch Assets:

Unreal Asset:
/Game/Tester/Ul_Child.Ul_Child
/Game/Tester/Ul_Main_Top.UI_Main_Top
/Game/Tester/UI_MAIN2 UI_MAIN2
/Game/Tester/U|_OtherRef.UI_OtherRef
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