Tutorium - SS 2013

Game Modeling

Von Raphael Menges




Ablauf

1. Einfihrung und Blender Anleitung

29.05.2013

2. Erweitertes Modeling und Sculpting

05.06.2013

3. UV-Mapping und Texturing

19.06.2013

4. Animation

26.06.2013

5. Import und Einrichtung im UDK

03.07.2013

Immer in F230 von 18:30 bis 20:00
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Animation
Export
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Blender - FBX Export
Blender UDK

Skeletal Mesh

Actions Skelett
des Skeletts

Animation Set
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Blender - FBX Export
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So sollte Blender vor dem Export aussehen. Fiir den Export sollte
man sich im Object Mode befinden und Modell und Armature
selektiert sein. Die Action ,Idle” wird beim Export eine Animation.
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Blender - FBX Export

<) Blender* [C:\Users\Raphael\Dropbox\UniPrivat\BlenderUndUDK\Dino\Pino_anim.blend]
O File 3 EET EF P3|
. il New Ctrl N
& open... ctrl 0
, |8 OpenRecent..  Shift Ctrl O
'@ Recover Last Session
"4’ Recover Auto Save...
S v/ S3AVE Ctrl S
V.. Save As... Shift Ctrl S
| 54 Save Copy... Ctrl Alt S
ﬂ User Preferences... Ctrl Alt U
Delete EZ Save User Settings Ctrl U
—e Load Factory Settings
L8 Link Ctrl Alt O
Shift F1
COLLADA (.dae)
Motion Capture (.bvh)
Stanford (.ply)
|
Qg (st
3D Studio (.3ds)
Y Db ».-m;!.-m;
Wavefront { . action to an ASCII Autodesk FBX
X3D Extens Python: bpy.ops.export scene.fbx()
N . h“’/m.—‘h‘,
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Operator Presets : E

1 Scale: 1.00 r
-Z Forward —
¥ Up v

Empty Camera Lamp [t B0 ES

v Apply Modifiers

Face S

f Include Animation

~" All Actions

~ Include Default Take

f Optirnize Keyframes

1 Precision: 6.00 »
Auto g
off v

~ Batch Own Dir
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UDK Anleitung

Game Modeling - UDK Anleitung



UDK - Starten

UDK SOllte M \P@\@@ODQO:::;%T‘G‘\.Ji‘\a.ll:l\l]\ﬁ\‘:‘ 1
installiert sein... »

Welcome!

Welcome to UDK

s, Getting Started
%> Documentation to help you get started with UDK

il Programme (2) @® Video Tutorials
e "f' Access a series of videos on how to use different UDK tools
@ uDK Editor =
Forums

@ UDK Game e The place to o for questions and discussions about UDK

Dateien (22) Lol Whats New

Get information on the latest improvements to UDK

.f Find us on Facebook

Connect online and find out about upcoming UDK games

Start Editing...

New Map
’ Build 3 new world from a template or from scratch

*r. Existing Map
Open and start editing an existing map file

+ (38 J(H (@) current Levek: Persistent Level None None None a1 W A~ G 5% @F 9

Im UDK unterscheidet man zwischen Map und Package:

Package: Hier wird alles an Modellen, Texturen,

| Animationen, Partikelsystemen, Materialien und Sounds
| 5iGisEiitzemociyn ~ gespeichert.

I l—————l Map: Hier wird im Endeffekt angegeben, wo was aus den
- , e e Packages genau positioniert ist. AufRerdem sind hier
Lichter, Einstellungen und Kismet-Nodes gespeichert.
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UDK - Benutzeroberflache

o | B |l

@ Untitled - Unreal Development Kit (64-bit, DX9) 3
File Edit View Brush Build Play Tools Preferences Help

Dl BEH B | RO g |(wid -] éa | @K ) B 9 . ¥X®xeWe.09 W A ER| & K(>] .

Modi'\P[E]EQGBOQO&O#O@iG\ d e | A O] #
=)

AL
o/

- (B[ [ﬂj @ Current Level: Persistent Level 5 None None None None Bt [ A~ B 5% F[F 73
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UDK - Bars

I0J Jeq[oo,

sunjraqg.aes

Ik |E|U m B | ||\"u'orld b | #h | |E|| 2 | & |§| | @ .

Standard

Editor
Modes

Geometry
Tools

Widget

KK RE.O02 (WG @0 @ K>

Content Kismet Beleuchtung
Browser Editor berechnen

S

: (T

InGame InViewport g

Effekte Kamera- Game :

aktvieren geschwindig-

_ keit

Shading Mode 5

>

~ PR @IS 6| e Al TI[»]F
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UDK - Skeletal Mesh importieren

@ Content Browser

Content Browser ;}\ctor Classes l Levelsi] Scene ];Layers l Documentaﬁonr_l

(€34 lected) s == ’ o
= B $ L N @

=~ &
~ s Platte Bibliotheke  Heimnetzgr ~ Rsphael  Computer  Netzwerk

4 Dropbox n uppe

Status Object Type Tags

In use by: . | Favorite All Type: - @
O Current Level Architectur: S
O Loaded Levels L] Animation Set: [ Build 111 & Downloads fox
QO Visible Levels [ Material Instar [] Decc 199
®Off [ Material Instar [ Effect 54 4 Bibliotheken
[ Materials [ Fractur 0 & .
¥ Shared Collections OTagged [ Partide Systen [] Volume 8 eimnetzgruppe
e O Untagged [ Skeletal Meshe Artribute 5 Computer
i UDK Building Meshes ®Both Osound Cues [Jpsp 1 & Lokaler Dotentrag
@ UDK Cool Ambient Sounds [ Static Meshes [] Chara 10 i
i UDK Cool Materials OLoaded O Textures [] Decal 28 = Lokaler Datentréa ™

. Ounloaded
B UDK Useful Particle Effects ok

Dateiname: Dino_anim.fbx

[ offnen [ Abbrechen

Info
: ¢ 0K To Al

e R
Private Collections Cancel

v Packages = Buid From File Path || Scene Info
Texture2D
Options
4 @ Engine
P IR Content
4 @ UDKGame
4 @ Content
> W Maps
D 1 Mobile
D I Shared
D M Showcases * Skeletal Mesh

Import Type
ide Ful

Impo

Import Ta

D MM TestPackages
> mmut3

d Animation
R nimations

Import C Yo eset Sort by | Name - Advanced

Package wird automatisch erstellt
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UDK - Skeletal Mesh importiert!

@ Content Browser

ESE Skeletal Mesh

A X || J | | Cear
Status Object Type Taags
In use by: & FMN'TYDE-
O Current Level ] Architectur:
OlLoaded Levels Anmd:onSd: [ Buildin 0
O Visible Levels [ Matersial Instar [] Deco 0
All Assets ®Off [ Material Instar [] Effects 0
[ Materials [ Fractur 0 - :
v Shared Collections 1 OTagged [ Partide Systen [] Volume 0 4
d h OUntagged [ Skeletal Meshe attribute —
@m UDK Building Meshes + @ Both [ Sound Cues OBse ©
fm UDK Cool Ambient Sounds < : E?zﬁc"d‘nﬁ [ Charac 0
z = . [Oloaded extures [ Decal 0
i UDK Cool Materials OUnloaded . o 5
B UDK Useful Particle Effects < & ok Mexamnin ™
" SkeletalMesh
n L] '
(war beides im .fbx!)
A
< 3 <
¥ Private Collections +
Armature™ Eno_aiw‘
.="24 Triangles, 30 Bones
v Packages =
X &
> W Maps -
> [ Mobile
> I Shared [ ] [ ]
> Wl Showcases
> WM TestPackages 1 1
> EmuT3
W
4 B NewPackages
73 HelloUDK* et
%7 Untitled_2 v
New el = = 5= B 100% Resst | 128 |+ | Sortby |Name |~
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UDK - Texturen importieren und Package speichern

nER

Dmo diff.png Dino_nrm.png Dino_spec.png

- I Shared
> I Showcas
> M TestPad

-~ I UT3
g :
4 m MewPackages <
’ «D]
Speichern Strg+5  MEY %

Unload Im
Import...
Bulk Export...

|£||__||£.J Bulk Import Sounds...

Loc Export...

ooogd

Source Contro F

@
o

Check Package for Errors

Explore...
h Batch Process b

DDDDDDF‘D

Flip Normal Map Green Channel
Light Map

Mehrere Objekte kann man

: : : Packages miissen gespeichert werden!
auf einmal importieren.




UDK - Content importiert!

SkeletalMesh

Kompletter Content fertig ins UDK importiert!

..und nun wir nur noch ein Material benotigt, welches die
Texturen benutzt und auf das Skeletal Mesh gelegt wird.

(F7 ROBlENE LANDAD Game Modeling - UDK Anleitung 14



UDK - Material

eferences Help Impaits:

A |[(worid ~| 44| K, = T e I‘-'Ev»i»?mn:Set e eal
IS FE: BRI HEER &@‘ ol New AnimTree

New ApexDestructibleDamageParameters

New CameraAnim

New CurveEdPresetCurv
@ Content Browser BN e

New DecalMaterial

New Font

_— New FractureMateria e ———
A -
N New LensFare X ;' Clear
Sats et ]
In use by: N MaterialFunction
O Current Level
O Loaded Levels New MateriallnstanceConstant
O Visible Leveis [} e 8 I
All Assets @ Off New MateriallnstanceTimeVarying
New MultiFont Imported From TrueType
¥ Shared Collections } OTagqeded _ off off
Unt s -
M UDK Building Meshes 8803?99
f#m UDK Cool Ambient Sounds
UDK Cool Materials OLoaded
- : O Unloaded
#m UDK Useful Particle Effects & Ot
INEVF FIUCOUNUIIgRUIESEL
New SoundClass
New SoundCue
- New SoundMode
< 11 New SoundNodeWave <
New SpeechRecognition
¥ Private Collections t i New TemplateMapMetadata
. —
Armature New TerrainLayerSetup
New TerrainMaterial
¥ Packages = w TextureCube
’ v lew TextureRenderTarget2D
4 i UDKGame 7 ew TextureRenderTargetCube
4 &% Content UDKMapMusicInfo
> Il Maps
> Il Mobile ”
> I Shared z @
> Il Showcases S
> M TestPackages Dino_nrm Dino_spec
> I UT3
iV
v
New Import [ B % Q 100% Reset 128 |~ | Sortby |[Name  ~

Info

Package

Grouping

MName DinoHaut

Factory

Neues Material kann einfach per
,Rechtsklick” im Browserfenster
ausgewahlt werden.
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UDK - Material

Materialeditor kann pro Material einfach per Doppelklick
geoffnet werden. Texturen werden per ,,Drag and Drop” aus
den Paketen in die Editorflache gezogen. e

@ Content Browser

Content Browser | Actor Classes | Levels [ Scene | Layers | Doumentation

< Ov

A

Status Object Type  Tags

In use by: . Favorite All Type: Architectur, «
O Current Level = RN - D Buidin 0 e
Oloaded Levels O Animation ‘e [l Deco 0
OVisible Levels O Material In | [ Effecs 0
-t Pl stataciat T * [ Fractur 0

All Assets

= : - =
Shared Collections - SkeletalMesh
@ UDK Building Meshes 2
8w UDK Cool Ambient Sounds
m UDK Cool Materials ‘ im; L

m UDK Useful Particle Effects

Editor 2 Vorschau

. |
Armature® Dino_anim® Dino_diff*
< 13334 Triangles, 30 Bones  Streamed 2048x2048 -> 204... <
¥ Private Collections + L) Material
v Packages = ¢ —
v v :
4 [ UDKGame . .
4 [ Content il Dino_spec* DinoHauts
D . Maps Streamed 2048x2048 > 204... Streamed 1024x1024 -> 102... 0 texture samplers.
D 8 Mobile
D M Shared
D Showcases
D M TestPackages
> mmuT3
New Import | m o =  Q 100% Resst 128 ||v |Sortby [Name|~

gecompiled

X

Properties: HelloUDK.DinoHaut

» Physical Material

» Material

» Misc

Nodeliste

Nodes werden mit , STRG + Linker Maustaste” verschoben und mit linker
Maustaste miteinander verbinden. Navigation mit ,Linker Maustaste” und Ziehen.

KOBLENZ - LANDAU Game Modeling - UDK Anleitung 16




UDK - Material

Unreal Material Editor: HelloUDK.Dino

| Window

I EEIVQOR QG TI(EL = - O|@h @ | F

Preview: HelloUDK.DinoHaut X q o “TeRtire Sarple Material Expressions: HelloUDK.DinoHaut

ScreenSize

TexelSize

WindDirectionAndSpeed

WorldNormal
WorldPosOffset
CameraWorldPosition
ConstantClamp
FoliagelmpulseDirection
FoliageNormalizedRotationAxisAndAngle
LandscapelayerBlend
MeshEmitterDynamicParameter
MeshEmitterVertexColor
ObjectOrientation
ObjectRadius
ObjectWorldPosition
Panner
Rotator
ScalarParameter
StaticSwitch
StaticSwitchParameter
TerrainLayerCoords
TerrainLayerSwitch

TerrainLayerWeight
TextureCoordinate

Material Function Library

Worlrd C 6 ordin até‘i‘!ay
VectorOps

Properties: HelloUDK.DinoHaut
L) &)
» Physical Material <o

Texturen konnen per ,Drag and Drop” aus dem dem Content
Browser in das Material gebracht werden.

KOBLENZ - LANDAL Game Modeling - UDK Anleitung 17



UDK - Material

FHEVQONIQ &9 TI(Hte|=) 5|

'+ HelloUDK. DinoHaut X

Material Expressions: HelloUDK. DinoHaut

el A irizirnietions

EfiES e

SHEEEN AT

AEIE By
Oiaz itz
Liistortian
Trznamizsianidzizi
rznanmizsian e
I
Cuztarnbighiting
AN AT T
AriizoirogicUir2etion

el P o e T

- ScreenSize

- TexelSize

- WindDirectionAndSpeed
- WorldMormal
WorldPosOffset

- CameraWorldPosition

- ConstantClamp

- FoliagelmpulseDirection
- FoliageMNormalizedRotationfxisAndAngle
- LandscapelayerBlend

- MeshEmitterDynamicParameter
.. MeshEmitterVertexColor
- ObjectOrientation

- ObjectRadius

- ObjectWorldPosition

- Panner

- Rotator

- ScalarParameter

- StaticSwitch

- StaticSwitchParameter
- TerrainLayerCoords

- TerrainLayerSwitch
- TerrainLayerWeight

. e - TextureCoordinate
irigZalor] . =

\asoretonCalor ix Material Function Library

tEaringHacius

.. WorldCoordinate3Way
VectorOps

Properties: HelloUDK. DinoHaut

¥ Physical Material

UNIVERSITAT
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UDK - Material

< 6 items (1 selected) [ &
A X || & |~ | Cear
Status Object Type Tags
In use by: = FavbriteAﬂTvpe:AIadim;'..
O Current Level Sl M All (49 Typi Buildini 0 ==
O Loaded Levels ) Animation 'es L] Deco 0 off
O Visible Levels + [IMaterialIn. | O Effects 0
All Assets LT M Matarisl Tn M Fractur &
| &
hared Collections + SkeletalMash
el Nun noch dem Skeletal
UDK Cool Ambient Sounds .
UDK Cool Materials + 18} & M eSh das M ate rlal
UDK Useful Partidle Effects E -
zuweisen. Dazu
- ,;._-—__jd H L]
Armature Dino_anil 4
T : 1 Doppelklick auf den
e Colerir Tolkea s Skeletal Mesh im Browser.
Loaded
= 777,60 KByte
ackages = ——— —r—
X &
> I Shared = @
b E Showcases Dino_nrm Dino_spec DinoHaut
i I TestPackages Streamed 2048x2048 -> 204... Streamed 1024x1024 -> 102... 49 instructions
> ERUT3
% Dind
W NewPackages
i Untitled_2 v
New Import [ = =F 100% Reset ‘ 128 ' v | Sortby [Name | »
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UDK - Skeletal Mesh

# AnimSet Editor

File Edit View PhysXDebug Mesh AnimSet AnimSequence MNotifies MorphSet MorphTarget Animation pression  Alt. Weighting Window
[ R XK@ P |™o kB | chunks: (&l = ectons:[al_~| 1% 00| %My e 5 N

— |
Browser: Mone X

LOD [0] Bones: 30 Paolys: 13334 (Display Factor: 1,31, FOY: 90}
Morph [Chunk 0] Verts: 7224 (Rigid: 2942 Soft: 4282 Clothing: 0)
TOTAL Verts: 7224 (Rigid: 2942 Soft:4282)

Chunks:1 Sections: 1

§
-
A
r
~
(1)
Mesh: Dino_anim Tr Anin . AnimSeq: None

Rotation ist seltsam, wir aber durch die
Animation spater wieder korrigiert.

Game Modeling - UDK Anleitung 20



UDK - Animation Set

AnimSet  AnimSequence Notifics  MorphS rphTarget Animation Compression

Mol BB | chunksi[a1_~Js A -

Cr~

A
Staws 0Ol LoD [0] Bones: 30 Polys: 13334 (Display Factor: 1,37, FOV: 90)
In use by: . F [Chunk O] Yerts: 7224 (Rigid: 2942 Soft: 4282 Clothing: 0)
Q Current Level - TOTAL Verts: 7224 (Rigid: 2942 Soft;4282)
g‘l'rns‘::lidl:?:s‘s _ Chunks: 1 Sections: 1
All Assets — Root Bone Delta: ¥=0.000 ¥=0.000 Z=0.000
KeyFrame Count: 200 (24 keys / second)
¥ Shared Collections
B UDK Building Meshes
B UDK Cool Ambient Sounds
B UDK Cool Materials
Particle Effects
—— Skeleton Tree: HelloUDK. Armature
[ chux = Armature (0)
“ 41 Root (1)

e =)- LowerBack (2)

TailA (3)

= TailB (4)
(5

¥ Private Collections +

¥ Packages =

- TailD (6)
& v L. TailE (7)
p_1 (8)
> I Shared B = Upperleg_1 (9)
b I Showcases Dino_nrm =- LowerLeg_I (10)
I TestPackages Streamed 2048x2048 -> 204 * -

* Skeletal Mesh

» Bounds (0rigin=(X=0.000000,
 Materials - (1)

[o] Materi gy )
» Clothing Assets @

Pos: 0.0 pct, Time: 0.0000s, Len: 8,3333s

Clathing Lod Map

PR L L e e

KeyFrame Col

Dino_anim_Idle

lename Sequence

elected or current Anim5et
elected AnimSet

—J- Armature (0)

it Sequencets Warum der 2x die Animation exportiert?
F:,ehuil-:l;::.-:ln:lit' ion( Kelne Ahnung (:
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UDK - Wie fuiigt man was in die Welt ein

Content Browsar jActor Classes l Levels [ Scene [ Layers irDocumentaﬁon‘ Per )) D rag and D rop‘{
- v 6 items (1 seled lassen SiCh Skeletal

@ Content Browser

— : :3:,2',:;;,,,&‘ Meshes (Nicht die
Current Level o [SIITERT « Architectur == . . .
— s Animation Sets!) in

v Shared Collections 1
@ UDK Building Meshes

— die Welt einfligen.
i UDK Cool Ambient Sounds 4

i UDK Cool Materials L

m UDK Useful Particle Effects & :‘,; Widget funktio niert
po—— — = Wie in Blender.
< 133347nangls 30 Bones  Streamed 2|

s = = Wechsel zwischen
den Widgets geht

¥ Private Collections

¥ Packages = |
) o
<& : T
> Il Showcases 1 . 7\ 3
> I TestPackages Dino_nrm Dino_spec Dinol
> - uTs Streamed 2048x2048 -> 204... Streamed 1024x1024 -> 102... 49 instr

4 B Ne 4Packages
i7 Untitled_1

s : werden mit
= e o~ -~ [WE R RSl e

I Objekte in der Welt
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UDK - (Actor) Properties

Doppelklick auf den ,, Actor” (das sind Objekte aus Packages in der Welt)
offnet die Properties. Dort kann man alles einstellen. Jeder Actor hat
eigene Properties.

SkeletalMeshécter O Properties

(2 m&)

b skeletal Mesh Actor

» Movement

Hidden

» Attachment

} Collision

» Physics
» Advanced
} Debug

» Object

Zum Beispiel lasst sich die Skalierung anpassen.

Game Modeling - UDK Anleitung



UDK - Skeletal Mesh Animation zuweisen

SkeletalMeshActor_0 Properties @

Anlm:atlon Set
Zuweisen und [~ skeletal teshActor =

Damage Applies Impulse I
' ) T Should Do Anim MNotifies
An 1 m atl O n Wa hl e n " w5Skeletal Mesh Component Unt'rtIed_!.TheWnrld:PersistentLeveLSkeletaIMﬁhActETE}!
w» Skeletal Mesh Component
Skeletal Mesh SkeletalMesh'HelloUDK. Dino_anim'
Anim Tree Template None QO
* Animations AnimNodeSequence'Untitled_2.TheWorld:PersistentLe ) &)

* Anir-™_ - sequence

Anim Seq Name Ide
Rate 1.000000
Playing
Looping

e Actor Anim End

: O]
Cause Actor Anim P13 L]
O

O

O

Zero Root Rotation
Zero Root Translation
Disable Warning When Anim Mot Found
Current Time 0.000000
Notify Weight Threshold 0.000000
No Notifies ]

O

Force Refpose When Mot Playing

Root Bone Option
Root Rotation Option

» Display
» Camera
» Performance

» Anim Node

Physics Asset Mone
Physics Weight 0.000000
Global Anim Rate Scale 1000000
Streaming Distance Multiplier 1000000
P Wireframe Color [
Mone
- (1)
AnimSetHelloUDK. Armature’

(3]

—ARARAR

Morph Sets
Forced Lod Model
Min Lod Model
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Endprodukt

outu.be/661imXSrvv0?hd=1
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