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Unreal Development Kit
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Documentation

5101 items (0 selected) [ [ B

v Shared Collections +
8 UDK Building Meshes

i UDK Cool Ambient Sounds
i UDK Cool Materials

i UDK Useful Particle Effects

. Material
‘unction §

< : :
¥ Private Collections

v Packages E=
XEw@v

> i Engine -
4 [iw UDKGame
4 i Content
> i Maps
> i Mobile
D Shared
D M Showcases
> MW TestPackages
4 [ UT3
> M Characters
» #m CTF_Flags
> M Effects
> M Environments
> . GFx
D M Pickups
4 [@w Sounds
> mmINT
4 [ Music

\ = e F = == M (o} 100% Reset HF%SMM m’—;
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D First - Unreal Development Kit (64-bit, DX3)

3@ Bﬂ@ > \L':a T # @l KE f ® 9. ¥®Koe®.0P R @8 @ @ K
R0 @LOIIOD 6 Aed
ad .

. L + (88 )[H)[@2) current Level: Persistent Level Persistent Level.StaticMeshActor_35 Selected (493 Tris, 633 Verts, 0 Sections) ‘ X ;.w:-ou 1.0000 ‘tglé ( 7 ( :
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SkeletalMeshActor_0 Properties

v Skeletal Mesh Actor

Damage Applies Impulse
Should Do Anim Notifies E
 Skeletal Mesh Component firs{CIf®)

Skeletal Mesh KEE

Anim Tree Template

 Animations
¥ Anim Node Sequence
Anim Seq Name
Rate

Playing
Looping
Cause Actor Anim End

Cause Actor Anim Play
Zero Root Rotation
Zero Root Translation
Disable Warning When Anim Not Found
Current Time
Notify Weight Threshold
No Notifies
Force Refpose When Not Playing
Root Bone Option

Root Rotation Option
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SkeletalMeshActorMAT_0 P

[

Anim Tree Template None @ Q [m)}

Animations None (8)7]

Physics Asset None @Qg

Physics Weight 0.000000 :

Global Anim Rate Scale 1.000000 :

Streaming Distance Multiplier 1,000000 =
» Wireframe Color

Parent Anim Component None

Anim Sets .. (0)

Morph Sets .. (0) 8]
Forced Lod Model 0 :
Min Lod Model 0 :
Animation LODDistance Factor 0.000000 :
Animation LODFrame Rate >

No Skeleton Update

Component Use Fixed Skel Bounds

Use Bounds From Parent Anim Component
Consider All Bodies For Bounds

Update Skel When Not Rendered

Force Discard Root Motion

Notify Root Motion Processed

Disable Face FXMaterial Instance Creation
Disable Face FX

Has Physics Asset Instance

Update Kinematic Bones From Animation
Update Joints From Animation

Force Update Attachments In Tick

Per Bone Volume Effects

Der Rans Matinn Rlir
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SRl e SkeletalMeshKsng@Q )
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Anim Sets
Morph Sets
Forced Lod Model
Min Lod Mode!
Animation LODDistance Factor

Animation LODFrame Rate

No Skeleton Update

Component Use Fixed Skel Bounds

Use Bounds From Parent Anim Component
Consider All Bodies For Bounds

Update Skel When Not Rendered

Force Discard Root Motion

Notify Root Motion Processed

Disable Face FXMaterial Instance Creation
Disable Face FX

Has Physics Asset Instance

Update Kinematic Bones From Animation

Update Joints From Animation

Force Update Attachments In Tick

Per Bone Volume Effects

Per Bone Motion Blur
Sync Actor Location To Root Rigid Body
Update Morph When Parent Anim Component Exists
Root Motion Mode

Root Motion Rotation Mode

Anim Rotation Only
Face FXBlend Mode

» Apex Clothing

0.000000

o o S o

a
0
a

0

RMM_Translate

RMRM_Ignore

EARO_AnimSet

ditive

¥ Location (X=-64.000000,Y=512.0
X -64.000000 ;
v 512.000000 b=
z 79.999992 ;
‘YRotation (Pitch=0.00°,Yaw=0.00%R
Rol 0.00° :
Pitch 0.00° H
Yaw 0.00° b=
Physics [PHivs_waking v
"YRotation Rate (Pitch=0.00°,Yaw=0.00°Ri
Rol 0.00° b=
Pitch 0.00° b
Yaw 0.00° -
v Display
Draw Scale 000
P Draw Scale 30 (X=1.000000,Y=1.000000,.
) Pre Pivot
» Editor Icon Color
Hidden
¥ Attachment
Base None
Base Skel Component None
gase Bone Name None
Hard Attach O
Ignore Base Rotation a
Shadow Parented O
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} L) S :I:I:‘ =1 Center| @ Local 1M y4

Layers ~ | [ Layout -

+=| # Scene € Game == | © Inspector F
Create ~| (GrAll ) Textured :| | RGB +|| 2D <) | Effects |~ Gizmos ~| (G All
» 3rd Person Controller

Main Camera

@3 Project E console &=
Create * TiPrefab S

| ¥i 7 Favorites 4 search: elected folder  Asset Store: 999+ / 999+

| All Materials

All Models

All Scripts J J J J J J J J

Vi Assets 2D Side Sc..  3rd Person.. BigTree  Blob LightP.. Blob Shado.. CameraRel. DaylightSi.. Detaileds..
V& Standard Assets

V& Character Controllers
V& Sources
¥ &l PrototypeCharacter,
& Materials

&5 Textures First Person.. Flame Fluffy Smoke  Fluffy Smok.. Grid Projec.. large flames  LightSnow  Nighttime S.. Player Relat..  Roll A Ball
&l Scripts
(& Light Cookies

T swwvBlvww

&5 Materials Sparkle Ris..  Sparks Sparks  TapToMove.. WaterFoun.. WaterSufa..  WaterFall
&l Textures

v Particles

& Dust

==

(| No jump animation found and the character has canJump enabled. Turning off animations.
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Dual Joysti.. Dual Touch..  Dust Storm explosion Firel Fireworks  First Person.. First Person..

Single Joyst.. Single Tou.. Small explo.. smallflames  Smoke Trail  Soap Bubbl..

v
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[ Layers ~ | [ Layout |

O S =
+=| © Inspector

Gizmos ~| (G- All

= Hierarchy
Create ~ .

|| RGB || 20 <) | Effects |~

BigTree
» 3rd Person Controller
Main Camera

&=
SN *x

@ Project O console
TiPrefab

4 Search: elected folde Asset Store: 999+ / 999+

BvyvvwvildBvwwwwwwwlld

Dual Joysti.. Dual Touch.. DustStorm  explosion Firel Fireworks  First Person.. FirstPerson

Create ~
. V' _/Favorites

All Materials
0L All Models
Q

All Scripts

2D Side Sc..  3rd Person... BigTree Blob LightP.. Blob Shado.. CameraRel.. Daylight Si Detailed S..

V& Assets

V& Standard Assets
V& Character Controllers
a A A I
V& PrototypeCharacter,
Soap Bubbl.

&5 Materials
PlayerRelat.  Roll ABall  Single Joyst.. Single Tou.. Small explo.. smallflames  Smoke Trail

Textures Fluffy Smoke  Fluffy Smok.. Grid Projec.. large flames  LightSnow  Nighttime S
& Scripts

(& Light Cookies
Vil Light Flares
V& Sources

I ataral Sparkle Ris Sparks Sparks  TapToMove.. WaterFoun.. WaterSurfa..  WaterFall
Textures
v Particles

& Dust -

Copira

J)No jump animation found and the character has canJump enabled. Turning off animations.

First Person Flame
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s HScene
Textured
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+= | © Inspector
<) | Effects '~ M [BigTree
e Tag | Untagged
Prefab Select
¥ .~ Transform
Position
Rotation
Scale

Tree

Move Branch

=
[Jstatic v 4

+ | Layer | Default
Revert Apply
@ %
X -1.6993% Y -0.54826 Z 0.61744:
xo  vyo  zlo |
X1 Y1 Z|1

@
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™ [BigTree []Static

e Tag | Untagged 4+ | Layer | Default

Revert Apply

Textured 3 3 ) | Effects ~
Prefab Select
¥ .~ Transform (@ 2=
Position X -1.6993% Y -0.54826 Z 0.61744]
Rotation Al
X1 Y (1 Z|1

Scale
(@ 2=

Zg 173

X0 Yo

Verts: 4582
Tris: 3544
Materials: 2
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= Hierarchy
Create * | [
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<) | Effects |~ M Terrain [ static
™" Tag [Untagged + ] Layer [ Default :
» .~ Transform (@) %
v .- M Terrain (Script) *,

| ot | ad Ku‘ & | 3% |

Paint Texture

Select a texture below, then click to paint

Brushes

- ™

= A
0...!‘?}_
iy b

ok s
Y,

LA R L

Textures

No terrain textures defined.

| # Edit Textures..)
Settings
Brush Size O |95
Opacity
Target Strength

¥ &= MTerrain Collider

Is Trigger O
Terrain Data New Terrain 6
Create Tree Colliders ™M

Add Component
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| # Edit Textures...|

(= |95

-~

4 Assets » Standard Assets » Terrain Assets » Terrain Textures
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= | # Scene € Game +=| © Inspector | & -
Textured <) | Effects ~ Gizmos ~| (arAll ) ™ Terrain [ static

-

Tag | Untagged i | Layer | Default
b .~ Transform 3
v - [MTerrain (Script) @3

B 2 [ (T %

<Persp Raise / Lower Terrain

Click to raise. Hold down shift to lower.

Brushes

e

Settings

Brush Size o
Opacity

¥ wx M Terrain Collider

Is Trigger (]
Terrain Data New Terrain 6
Create Tree Colliders M

Add Component
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Character editing  World editing s —" Adding effects Changing obiject
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Unreal Development Kit

More detailed character/object editing More options for importing designs and objects
Better animation settings More settings and categories for editing
Hierarchy with objects Free placing and moving

" Not very many importable objects More materials for changing objects
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simplified our goal fo m

kits.
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A: TheinmA tin needed to take on a

project like this, and our complete lack of experience with game creation.
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Q@ Iy oal would you choose?

A: We would probab JIl environment instead of trying to

accomplish the creation of “Wi"rh characters and animations.
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stand 3D

ith each other and

that are me

ime-Bound - At the end of e ery 6 we 1ore information and more knowledge
about file formatting that we can share with the class.
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