Basic Custom NPC Tutorial for UDK (NOT UT3) Working as of Friday 13th November 2009
Greg Penninck / Showster 
MSN @ Gregory_dowding@hotmail.com
Introduction:-

This tutorial covers the basic scripting requirements and procedure to spawning a custom none playable character in the Unreal Developer Kit. Please note that the process described here is still in its infancy and may require additional learning / changes as Epic update any engine content. 

Ingredients:-
1. A skeletal mesh imported into your own custom package. This mesh should contain only your character (Epic guide http://udn.epicgames.com/Three/ImportingSkeletalMeshTutorial.html). The example below is one complete character mesh with material ids using completely custom UV coordinates. Please note that player characters for sometimes require a specific UV layout and setup, that is described in Geo Davs character tutorials http://sites.google.com/site/ut40kmod/UT40k_mod/ut3-tutorials-1 . Many thanks to him for this awesome resource!
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The model shown here is rigged to the Epic Skeleton downloadable from 
http://udn.epicgames.com/Three/UT3CustomCharacters.html
2. You will need a series of textures, setup in a material and applied to your mesh via the skeletal mesh editor. At this stage there are potentially hundreds of steps.  Make sure to read Geodav’s tutorial site and the Epic guide. The end result you need is to have your character materials linked here 
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Note for advanced, those coming with UT3 experience might expect to see Material Instances being used, but not using them seems to have little impact for NPC creation. 

Note for beginners, open the content browser, import your textures to a custom package (use one package for all the characters content makes things easier), check the LOD group to character (if your textures are normal / specular maps there an extra setting in the list make sure to use that), next right click in your custom package and create a new material, open the material and then tab back to the content browser and select a texture, then go back to the material editor and click drag a texture sample into the material browser windows, next drag connecting lines from the texture samples to the material centre point (see picture). Repeat this process until your diffuse, normal are linked etc... You can add all sorts of functionality here but this is sadly not covered in this tutorial. 
3. Once the asset data is ready to go you will need a directory setup to house the code. Here is mine
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4. Now for the code....... You will need to use the following and add references to match your models package file setup. Please Note that if you use this code without modification it WON’T work. The UScript filename must be the same as the class you start at the top. In this case CustomPawn5 should be the name of the file you create in the classes’ folder. To do so open notepad (you can get WOTgreal and other UT editors) paste in this code, hit save as and choose all files and save as CustomPawn5.uc. It must be a .UC file for the compiler to pick it up. 







5. Now that we have our code to match our model we need to tell the engine to look at our source. Depending how your mod / UDKinstall is setup this can differ please refer to other guides on the community forum (http://forums.epicgames.com/forumdisplay.php?f=366) to get a better idea, mine is a “quick setup”. 
So to get us started go to the install directory and open up UTeditor ini in notepad, it’s located in the config folder of UTGame. Scroll down to the bottom of the INI and you should see something like this

[ModPackages]
ModPackagesInPath=..\..\UTGame\Src

ModOutputDir=..\..\UTGame\Unpublished\CookedPC\Script

Underneath that add ModPackages=CustomGame or whatever the folder your mod data is stored in

Note that you can change all of those paths to plonk files wherever you want(. Save the INI and jobs done! Sometimes these INI’s can go wrong so it’s a good idea to keep a back up.

6. Ok so now everything’s in place we need to build / make our code. Here is one way of doing that, go to your binaries folder and open UnrealFrontend.exe. Hit the Make button on the UI, this can take some time for more complex code so be patient. You should get something like this (it’ll look a little different on the first make).
7. If the compile gives you errors, check to see if it is a typo in the code. Usually it’ll give you a line at which the particular bandit is giving you grief. If it doesn’t compile / pick up your code it could be because you’ve either not saved the code as an .UC file or not placed it in the classes’ folder as described previously. 

8. ITSSSSSSSSSSSSSSSSSSSSSSSSSSS alive stage...... 

First open a map and kismet. We are going to spawn the NPC via an actor factory. To do so we will use the level loaded event show in the picture below. To do so open kismet, right click and choose new event when level loaded. We are going to ask the engine to spawn a NPC when the level is loaded and visible. 
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Next we need to create the actor factory. Again right click and choose new action, actor and actor factory. Once the 2 icons have been created click and drag a line from level loaded and visible to spawn. 

Shortcuts for kismet :-

Move Icons = Left click on an object and hold control to move the icon around

Selecting Multiple  Icons = Shift + Ctrl and Drag 
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Now we need to setup our actor factory, to do so we need to load our custom code into the game. To do so go to the content browser, then actor classes and choose file open. Locate your compiled .U code if you’ve followed my example it’ll be here...
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If you do not do the above you will not be able to load custom pawns into the actor factory. 
Next go back to kismet select your actor factory icon, go to factory hit the blue icon and choose UTActorFactorAI.
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Then expand the factory and set the following shown bellow. 
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The last thing we need to do is tell the actor factory where to spawn the player. To do so we are going to use a path node, you can create one in your world by right clicking anywhere in the perspective viewport and choosing add actor / path node. 
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To use the path node in kismet left click on it and then right click on where it says spawn point in kismet. You will need to create a New Object Var Using PathNode_1
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You should end up with something like this...
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Now build your level [image: image12.png]



Then right click in your perspective viewport and choose Play from here.....
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HUZZAH ! 
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9. Thanks and Shout outs........
Please if you find something awesome, do share it(. Feel free to add and update this tutorial as you see fit, it is only the beginning of the process.

Thanks to MikePurvis for the starter code and ideas

Thanks to GeoDav for Orks and many tutorials

I have put my Squig Data into the folder UTGame/Content/Characters/


I have created a folder in UTGame called SRC which has 2 sub folders CustomGame and Classes


All code will go into the Classes folder





class CustomPawn5 extends UTPawn;





// members for the custom mesh


var SkeletalMesh defaultMesh;


var MaterialInterface defaultMaterial0;


var AnimTree defaultAnimTree;


var array<AnimSet> defaultAnimSet;


var AnimNodeSequence defaultAnimSeq;


var PhysicsAsset defaultPhysicsAsset;


simulated function SetCharacterClassFromInfo(class<UTFamilyInfo> Info)


{


	Mesh.SetSkeletalMesh(defaultMesh);


	Mesh.SetMaterial(0,defaultMaterial0);


	Mesh.SetPhysicsAsset(defaultPhysicsAsset);


	Mesh.AnimSets=defaultAnimSet;


	Mesh.SetAnimTreeTemplate(defaultAnimTree);





}





defaultproperties


{


	defaultMesh=SkeletalMesh'squig.squig’


	defaultAnimTree=AnimTree'CH_AnimHuman_Tree.AT_CH_Human'


	defaultAnimSet(0)=AnimSet'CH_AnimHuman.Anims.K_AnimHuman_BaseMale'


	defaultPhysicsAsset=PhysicsAsset'CH_AnimCorrupt.Mesh.SK_CH_Corrupt_Male_Physics'	





	Begin Object Name=WPawnSkeletalMeshComponent


		AnimTreeTemplate=AnimTree'CH_AnimHuman_Tree.AT_CH_Human'


	End Object


}








You should put your own values in here... For example if you package is called Jeff and your model is called Jeff Mesh. The skeletal Mesh line would be ‘Jeff.JeffMesh’





We are extending UTPawn, you can if you wish look through the UDK source to find out more parameters to use. Also we are setting up several new variables / containers to help us replace the standard code





This function normally sets the mesh’s details using replication and family info’s. In this case we are overriding it to use our new default properties.





Init: Command line:  -DEFENGINEINI=..\..\UTGame\Config\DefaultEngineUDK.ini


Init: Base directory: C:\UDK\UDK-2009-11\Binaries\Win32\


Init: Character set: Unicode


Log: Executing Class UnrealEd.MakeCommandlet


--------------------Core - Release--------------------


--------------------Engine - Release--------------------


--------------------GameFramework - Release--------------------


--------------------UnrealEd - Release--------------------


--------------------UnrealScriptTest - Release--------------------


--------------------IpDrv - Release--------------------


--------------------OnlineSubsystemPC - Release--------------------


--------------------UTGame - Release--------------------


--------------------UTEditor - Release--------------------


--------------------UTGameContent - Release--------------------


--------------------utsquig2 - Release--------------------


--------------------CustomGame - Release--------------------


Package CustomGame changed, recompiling


Analyzing...


Scripts successfully compiled - saving package 'C:\UDK\UDK-2009-11\Binaries\Win32\..\..\UTGame\Unpublished\CookedPC\Script\CustomGame.u'


Success - 0 error(s), 0 warning(s)





Squigar
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