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Introduction - Project
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* Bounce effects

* Stylized culling

* Seli-building player walls
 Conclusion
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‘ Bounce Effects

Early Prototype
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‘ Bounce Effects
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Bounce Effects
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,‘ Bounce Effects

Al SeachEmptyLootVertexJiggleAngle
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~ Qutline

e Bounce effects
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- Stylized Culling
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- Stylized Culling
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Stylized Culling
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* Stylized culling
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Self-Building Structures : Intro
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-~ Self-Building Structures : Intro

Goals:
> Build structures in-game
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‘ Self-Building Structures : Intro

http://udn.epicgames.com/Three/PivotPainterTool. html
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- Self-Building Structures : Scripting
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‘ Self-Building Structures : Scripting

Prep Tools
Hierarchy Painter
Per Object Painter
Objects to Paint
Pick Your Object Selection Set

Alpha Channel Falloff Controls
3D dist to piv multiplier 0.5

el =5

EI RS ]
Cl
.

Pzl Az

3D dist to piv contrast 1.0
X multiplier 0.0
X contrast 10.0
Y multiplier 0.0
Y contrast (10,0
Z multiplier 0,0

R R R R L R TR S E

Z contrast [10.0
Preview:
e Diffuse Alpha Color

Paint Options

Optimize for Foliage Placement tool

Paint selected meshes black (no anim)

Advanced Rotation Options

® X-Axis Vector 0-1Rot Per Axis

Help/Notes

http://udn.epicgames.com/Three/PivotPainterTool.html
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Early Prototype
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‘ Self-Building Structures : Scripting
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Self-Building Structures : Scripting
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Prep Tools - Object Type

Fortnite Animation
Box Cone

Pick Your Object Selection Set Sphere GeoSphere

B oo venooe
es were previously animated
or

Cylinder Tube
Torus Pyramid

Teapot Plane

Use Current Selection Name and Color

Preview Animation Information
® Color Angle Anim Path
Paint Options
Procedural Animation Starting Point
X: 00 SY: 00
Set Animation Order by Pivot Proximity
Adjust Animation Order
Move Obj Up Move Obj Down
Set Flight Direction

Path 1 Path 2 Random
Animate the Meshes

Animate

Total number of animated assets: 15

Help/Notes

| o » ~
FORTNITE L L



,‘ Self-Building Structures : Script Modifications

Object Data Stored.:

> Random value

> Pilvot position

> Axis of rotation

> Animation Order
> 1-bit flight path
Number of boards
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- Self-Building Structures : Script Modifications

Tips:

> UV values are inaccurate
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o Self-Building Structures : Model Transformations

* Scripting
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Self-Building Structures : Model Position Offsets
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~ Self-Building Structures : Model Position Offsets
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Self-Building Structures : Model Position Offsets
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Self-Building Structures : Model Position Offsets
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- Self-Building Structures : Value Animation Elements

e Model Transformations
e Translations
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Self-Building Structures : Model Rotation

- Properties
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- Self-Building Structures : Animation

e Model Transformations

 Rotations
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Fortnite’s Interactive Effects

Self-Building Structures : Animation =
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| v Scalar Parameter values - (2/2) |

BuidAnimPhase N
@I TotalumberofsubObjects  46.000000
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Self-Building Structures : Animation

9 Unreal Material Instance Editor; /Game/D.., [/=20(=)
Window |
V@OE Q& ([ % !

Properties: /Game/Developers/jonathaniindquist/Builder Animation_Ins..

wBreak - (2/2)
[Fleceakanim ~
@Y TargetBreakNumber 40.000000 :LS|
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Self-Building Structures : Animation

3 Unreal Material Instance Editor: /Game/Devel... | = | ]

# OQe H Q|aE
Properties: /Game/Developers/fjonathanlindquist/BuilderAnimation_Ins... X ;

#@¥code_totaiDestructionamount 0.000000
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-~ Self-Building Structures : Secondary Motion

e Animation
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Self-Building Structures : Secondary Motion
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Self-Building Structures : Secondary Motion
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- Self-Building Structures : Secondary Motion
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-~ Self-Building Structures : Secondary Motion

e Per-board animation
* Secondary motion
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Self-Building Structures : Masking

Masking value = clamp ((Z test + (1-current animation value)),0,1)
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-~ Self-Building Structures : Notes

Notes:
> Collision
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~ Qverview

* Seli-building structures
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-~ Conclusion

Conclusion:
> Cost effective
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-~ Conclusion

Questions?

Jonathan.Lindquist@EpicGames.com
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‘ Backpack Effect
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» Backpack Effect

Object Position
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-~ Backpack Effect
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-~ Backpack Effect
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Backpack Effect
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-~ Backpack Effect
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[nput Data
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