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About Me

- JC Delannoy
- Senior Software Engineer
- @ Electronic Arts since 2004
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OeTeam

- Applied R&D group for animation
- Many people contributed to our MM implementation

- Big thanks to Paul McComas and Christian Mendoza
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What This Talk Is About

- Getting Motion Matching into production can be very
challenging.

- Productizing Motion Matching.

- Supporting features we’ve developed along the way.
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Agenda

- Motion Matching Everywhere
- Organizing Your Data

- Tips, Tricks and Timesavers
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1. Motion Matching
Everywhere
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Locomotion Challenges

Constantly changing Complex state Frequent Animation
INputs machine Transitions

[
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Recap of Motion Matching

Pose Features

- position

- orientation

- velocity

- angular velocity

Trajectory Features
- current velocity + current facing
. - future position/facing
o | n . . . .
. - past position/facing
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Recap of Motion Matching

Database of Animations
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Recap of Motion Matching

In Game
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ffﬁﬁﬁfﬁﬁﬁﬁﬁﬁ
BRI IR RER RS

1. Obtain values for pose +
trajectory features in game.
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Recap of Motion Matching

In Game
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Anim B

Anim C

Anim D

2. Calculate cost of each frame
by comparing features.
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Recap of Motion Matching

In Game

7.1 59 8.4 7.1 7.1 7.1 9.1 7.1 6.0 7.1 71

fﬁﬁﬁﬁﬁﬁﬁ‘ﬁ‘ﬁﬁﬁ

7.1 7.1 7.1 8.1 7.1 7.1 6.6 7.1 6.1 71 71

ﬁﬁf?.iﬁﬁﬁﬁﬁﬁﬁﬁ

71 71 . 1 111 65 71 85 71 71 73

fﬁ; Yy A2 ERERER
tﬁﬁﬁﬁﬁﬁﬁ

3. Transition to frame with the
lowest cost
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Recap of Motion Matching

In Game

7.1 59 7.1 8.4 7.1 7.1 7.1 9.1 7.1 6.0 7.1 71

BT ER

RSB RRRSRT RS

7.1 71 70 53 91 111 65 71 85 71 71 73

AREBERERE DR
3333233232,

Anim A

Anim B

Anim C

Anim D

4. Repeat every update.
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Locomotion Challenges/Motion Matching

Constantly changing Complex state Frequent Animation
INputs machine Transitions

[

V Motion Matching
can be run every

frame.

March 20-24, 2023 | San Francisco, CA #GDC23



Locomotion Challenges/Motion Matching

Constantly changing Complex state Frequent Animation
INputs machine Transitions
V Motion Matching Does not need a
can be run every state machine.

frame.
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Locomotion Challenges/Motion Matching

Constantly changing Complex state Frequent Animation
INputs machine Transitions
\/ Motion Matching Does not need a Selection based on
can berun every state machine. pose + trajectory

frame. features.
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Locomotion Challenges/Motion Nstching

Constantly changing Complex state
iInputs machine

Frequent AnimatiC
Transitions

Selection based on

V Motion Matching Does not need a
pose + trajectory

can berun every state machine.
frame.
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Match Node

- Query from the MM database upon entry

[ ] - Play the asset from selected frame to
completion
[ ]— Match Node J
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Match Node Example

Editor Scene Viewer

BRHEED W o |

Perspactive
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Warping To Target
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Candidate End Points

Target

N € VR A
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Distance To Target Cost
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Match Node With Motion Warping

Editor Scene Viewer
BREEED W o (@ -

Perspactive

=
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Match Gate Node

[ ]/ Current Node

[ ] Match Gate Node }

[ ]




Match Gate Node

What's the cost of the best
asset in Match Gate Node?

[ ] Match Gate Node J
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Match Gate Node

What's the cost of the best
asset in Match Gate Node?

Take transition only if the best
frame’s cost Is below threshold.

[ ] Match Gate Node J
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Animation Selection with MM

Easy to build datasets Great for asset selection
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Animation Selection with MM

Easy to build datasets Great for asset selection

Doesn’t handle conditions on game
context.
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Context Database

&
IsinMidAirAnim IsinCatchAnim dir_to_tack ActivateDiveAtMidAirHigh ActivateDiveAtMidAirLow Activ ateDiveAtMidAirGround
False
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Context Database

Mar M
Edi or Docl -

Ed Hit_id_air_oB
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Context Database

@
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MM Linked With Context Database

Motion Matching Context Database

et Name Slots M I( Catch_Dirs
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MM Linked With Context Database

Motion Matching Context Database
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MM Linked With Context Database

Motion Matching Context Database

Controllers
® A prints ¥ “% Refresh
atchir Defend
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Embed
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MM Linked With Context Database

Motion Matching Context Database

i ® pd ® P ® (¢ ® P ® @ ® ® ® ¢« @& »
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MM Linked With Context Database

Motion Matching Context Database

i ® pd ® P ® (¢ ® P ® @ ® ® ® ¢« @& »
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2. Organizing Your Data
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Organizing Your Data

BRI R
R R R R R
I e T e O e B TR e B RS ALL

—_—— DATABASE

Anim A

Anim B

Anim C

Anim D
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Organizing Your Data

Problems

- S0 much complexity in a single place

- Difficult to get the desired frame to play since
some assets are very similar

ALL
ANIMATIONS
DATABASE
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Pop Quiz

Start animation or acceleration from turn?
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Pop Quiz

Start animation or acceleration from turn?
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Pop Quiz +

Start animation or acceleration from turn?
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Pop Quiz +

3rt_animation or act Lan from turn?

®

March 20-24, 2023 | San Francisco, CA #GDC23 GDC




Organizing Your Data

Solutions

- Very carefully authoring animations so they
will exactly match requests in game.

- Reducing the amount of selectable frames.

ALL
ANIMATIONS
DATABASE
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Organizing Your Data

Solutions
- Very carefully authoring animations so they
will exactly match requests in game. \ /

Motion Matching in

THELAST OFUS

PART Il

llikka Kuusela , Principal Gameplay Animator
Ville Ruusutie , Principal Animation Programmer

RBREMEDY

NAUGHTY: s[:]]
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Organizing Your Data

Solutions

- Very carefully authoring animations so they will
exactly match requests in game.

- Reducing the amount of selectable frames.

ALL
ANIMATIONS
DATABASE
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Asset Tags

Usual motion types: starts, stops, run cycles, drastic turns, idles, etc.

| RunCycle

N Fifa_JostleNew_F21_B002119merg004_2PPTM_FaceToFaceAvoidance_P1
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Asset Tags: Filtering

Usual motion types: starts, stops, run cycles, drastic turns, idles, etc.

I RunCycle

‘aceToFaceAvoidance_P1
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Asset Tags

' RunCycle

“ Fifa_JostleNew_F21_B002119merg004_2PPTM_FaceToFaceAvoidance_P1

- Tagging Is time consuming and error prone.

- Constantly opening assets to view tags.
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Bucketing

- Database broken up into the same categories: starts, stops, cycles, drastic turns, facing
changes.

ALL
ANIMATIONS

DATABASE
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Bucketing

- Searching only from data that is appropriate for the
situation

- Becomes very easy to see all assets of one type.

- Easler to vary the MM parameters and feature
weights per database.
Faster to drop an asset into a database than it is to

open it up and add the appropriate tag
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Asset Tags & Bucketing

- Both systems can co-exist.
- Can choose to use one or the other, or combine them.

- Give your team options. Allow them to work however
they feel most comfortable
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Context Specific Data

- Prioritize certain animation over others.

- Want a different run forward animation without
creating a full locomotion set.

- How do we solve this?

March 20-24, 2023 | San Francisco,CA  #GDC23



Priority Databases

- Separate database of prioritized assets.

- Referenced by the default database.

Priority
Assets

- If the cost of the best asset in the priority
database Is below a threshold, then take that
asset.

Default
Database

- If not, query the default database. Select
between the lowest cost of the two frames.
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Priority Databases
Disabled Enabled
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Disabled Enabled

Editor Scene Viewer
BRBEED ™ o

Front

== T T T T T T T
] 20 40 50 80 20 40 220 280 320 340 420 440 AB0 480

| > W e @ 0105if  Clear e
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Pros

- Prioritized assets don’t need to compete with default
assets.

- Don’t need extra tags on assets.

- The priority database can be loaded dynamically and
only used if available.
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3. Tips, Tricks and
Timesavers
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Tags: DoNotChoose

+ DoNotChoose

2 DoNotChoose

’ loco_mg_frontCourt_genNav_smlMan_veer_000_run
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Tag: NextNaturalOnly

200 250 500 550

h

| NextNaturalOnly

I End.Brar!r“‘_: ut

l cnd_char2_npc_sitChair_bwd_into
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Tag: NextNaturalOnly

200 250 500 550

h

| NextNaturalOnly

I End.BrarlchO ut
v ¢nd_char2_npc_sitChair_bwd_into

—_I
Can enter In
this zone
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Tag: NextNaturalOnly

- Don’t skip over important segments of the animation.

200 250 500 LSSD

| NextNaturalOnly

I End‘BrarlchO ut

4 cnd_char2_npc_sitChair_bwd_into

anticipation action follow-through
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Root Motion Welght

0 1
i i
- driven by physics or motion model - root motion
- consistent motion feel - driven by animation
- lower fidelity - can feel inconsistent

- higher fidelity
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Root Motion Weight

0 0.5 1
i i i
50% animation motion
_|_

50% physics motion
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Root Motion Weight

05 —mm—mm—mmm>

Can change values at runtime
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Zero Root Motion Variable Root Motion

&

J & 40 B0
L U e A N L @ 010t Clear
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Debugging
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Diagnostics

™ stics
Editor Scene Viewer * Stateflow Display PTM Diagnostic

BREHEEDT W & ¢

Peispective

Control Panel
Animatable Selection Acto ™ 1Result

Debug Category F ™ Draw Pose

Stats Details Copy Stats

PTM Status

4
T T

31 Bl | 510 4

: 0 0 2 = PTM Searches
M « > oW = = ﬂ < t Default> Actor FB Bip sics ' Preview: PC e &
- Order  Clip Name DB Name

Onn Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco,Strafelog.PTMDB.Defau
1 Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.StrafeJog.PTMDB.Defar  414.00

Asset Properties: PTM Locomotion Controller - FIFA.PTM.Strafe.PTMLoco GameState Watch 1 Debug Info 1 Editor Docks
@ BipedProject @ FIFA.PTM.Strafe.PTMLoco

v Motion Database

PTMDatabase [ Fifa.StrafeLoc

Context Top Candidates

Search is off

PriorityD...
A z Il TCostSummary Pose tures PoseFeaturesBreak Trajectory Bias

PrionityE... ¥ = ~
Clip Name D! e icks Frame

Movement Parameters

oot Motio... 11 PTM.RootM

Fifa_loco_ptm_strafe_cirde_jog_02 Fifa.Loco.StrafeJog.PTMDB.Defat
Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.StrafeJog.PTMDB.DefaL

Fifa_loco_ptm_strafe_spiral_cw_jog 0 Fifa.Loco.Strafelog.PTMDB.DefalL
Fifa_loco_ptm_strafe_slalom_fwdback Fifa.Loco.StrafeJog.PTMDB.Defat
Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.StrafeJog.PTMDB.DefaL

Fifa_loco_ptm_strafe_cirde_jog_02 Fifa.Loco.StrafeJog.PTMDB.Defat

RandomVa...

Ticks Bel

Facing Parameters PTM Diagnostics
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Diagnostics

Editor Scene Viewer Stateflow Display
EREEDI W &= ¢

Pesspective

4

T
) ) Bl

M > - e =

Asset Properties: PTM Locomotion Controller - FIFA.PTM.Strafe.PTMLoco

® & f ct @ FIFA.PTM.Strafe.PTMLoco

v Motion Database

PTMDatabase [ Fifs.StrafeLoco.

PriorityD...
PrionityE...

Movement Parameters

Root Motio... \I PTM.RootM

Facing Parameters

#GDC23

GameState Watch 1

I

540 =

t Default> Ac

l Preview: PC

Debug Info 1

Editor Docks

v

PTM Diagnostics
Control Panel

Animatable Selection

Debug Category

PTM Status

PTM Searches

Order Clip Name

onn Fifa_loco_ptm_strafe_circle_jog_02
1 Fifa_loco_ptm_strafe_circle_jog_02

Top Candidates

Name Filter

Cost Summary

Clip Name

Fifa_loco_ptm_strafe_cirde_jog_02

Fifa_loco_ptm_strafe_circle_jog 02

Fifa_loco_ptm_strafe_spiral_cw_jog 0
Fifa_loco_ptm_strafe_slalom_fwdback
Fifa_loco_ptm_strafe_circle_jog_02
Fifa_loco_ptm_strafe_cirde_jog_02

1Result

Draw Pose

Stats Details

DB Name

ures = PoseFeaturesBreak

Fifa.Loco.StrafeJog.PTMDB.Defat

Fifa.Loco.StrafeJog.PTMDB.DefaL

Fifa.Loco.StrafeJog.PTMDB.DefaL
Fifa.Loco.StrafeJog.PTMDB.DefaL
Fifa.Loco.StrafeJog.PTMDB.DefaL
Fifa.Loco.StrafeJog.PTMDB.Defat

Copy Stats

Fifa.Loco,Strafelog.PTMDB.Defau
Fifa.Loco.StrafeJog.PTMDB.Defat

Search is off

Trajectory  Bias

Ticks Frame

846.00
50.00

416.00
380.00

PTM Diagnostics

414.00




Diagnostics e

Animatable Selection  Actor_FB_Biped_Physics 1Result ©

Debug Category PTM Draw Posze Animate Poses

ek ezl . re_a

PTM Status
PTM Status

clip:'Fifa_loco_ptm_strafe_circle_jog_02":412.85 (+2.12) mir0 dt:2.00
database:'Fifa.Loco.Strafelog.PTMDB.Default’ compressed:0 evaluated:40
clip:'Fifa_loco_ptm_strafe_circle_jog_02':412.85 (+2.12) mir:0 dt:2.00 ath: 'Fifa.Jostle.Friction.Path’

e r c r 1:36.82 :7.54 traj:29.27 other:0.00
database: Fifa.Loco.Strafelog. PTMDB.Default’ compressed:0 evaluated:40 CoSEERSS poselst HESs A OHeEr
ath: 'Fifa.Jostle.Friction.Path'
cost:36.82 pose:T.54 traj:29.27 other:0.00

PTM Searches

Order  Clip Name DB Name Ticks

onn Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco. Strafelog. PTMDB. Defau
1 Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco. Strafelog. PTMDB.Defar.  414.00

Top Candidates

phase tol:0.5 footsweep:0

lastFilter: incl:AF ALl Flags Set], excl:000a[DoMotChoose|NextNaturalOnly], and:0, clip:-1, KDFound:1 et Tzl
Pose Scale:1.00 Trajectory Scale:1.00 Path Scale:1.00

Trajidjust: speedmult:1.18 (timescale:1.06 footwarp:1.11) angleadj:17.55

DeltaTrajOut: trans: (x:0.128 y:0.000 z:-0.080) mag:0.151

RootMotionWeight(Q:0.00, Rot: path:0.00deg anim:0.17deg adjust:-0.17deg out:0.00deg
footwarp:1 motionwarp:0.00

Show Cost Details | All "CostSummary  PoseFeatures | PoseFeaturesBreak Trajectory @ Bias = Events

Clip Name DB Mame Ticks Frame  Mirrored

Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.Strafelog. PTMDB.Defar  414.00 207 False

Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.Strafelog. PTMDE. Defal

Fifa_loco_ptm_strafe_spiral_cw_jog_0 Fifa.Loco.Strafelog. PTMDE. Defal
Fifa_loco_ptm_strafe_slalom_fwdback Fifa.Loco.Strafelog. PTMDE.Defal
Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.Strafelog. PTMDE. Defal
Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.Strafelog. PTMDE. Defal
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Diagnostics

Animatable jom  Actor_FB_Biped_Physics 1 Result

Debug Category PTM Draw

Stats Details

PTM Status

PTM Searches PTM Searches

Order  Clip Name DB Name icks Frame  Mirrored Filtered Thre... Order  Clip Name DBMName

e S e e I _ e - . Onn Fifa_loco_ptm_st i PTMDB.DefaL
LLLL F”-ﬂ_l.l_l |.|_|_|:|tr'|'|__-trﬂ1'-':_l_| rl-l':_l SERE F”-ﬂ Loa Jog.FTMDS. I:-":T-ﬂ t - False 1 Fifa_loco_ptm_strafe_c 12 ifa. rafeJog.PTMDB.Defar
1 Fifa_loco_ptm_strafe_circle_jog_02 Fifa.Loco.StrafeJog. PTMDB.Defar 414 207 False

Top Candidates
Mame Filter

Shaon st Details | All | CostSummary FoseFeatures PoseFeaturesBreak Trajectory | Bias = Events

Clip Name DB Mame Ticks Frame  Mirrored

Fifa_loco_ptm_strafe_circle_jog_02 rafeJog.PTMDB.Defar 414.00 207 False
Fifa_loco_ptm_strafe_circle_jog_02 ifa. rafelog.PTMDB.DefaL

rafelog.PTMDB.DefaL

le— ATRARA Mo
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PTM Diagnostics

Control Panel

Diagnostics

Top Candidates

Animatable Selection  Actor_FB_Biped_Physics w 1 Result

Debug Category PTM L Draw Posze Animate Poses

Stats Details Copy Stats

Mame Filter Search is off PTM Status

clip:'Fifa_loco_ptm_strafe_circle_jog_02":412.85 (+2.12) mir0 dt:2.00

Show Cost Detailzs = All | CostSummary = PoseFeaturez PoszeFeaturezBreak Trajectory Bias Events database: Fifa.Loco.Strafelog.PTMDB.Default’ compressed:0 evaluated:40

Rank

Clip Mame

Fifa_loco_ptm_strafe_circle_jog_ 02

Fifa_looco_ptm_strafe circle_jog_ 02

Fifa_loco_ptm_strafe_spiral_ow_jog_0
Fifa_loco_ptm_strafe_slalom_fwdback
Fifa_loco_ptm_strafe_circle_jog_ 02
Fifa_looco_ptm_strafe circle_jog_ 02

Fifa_loco_ptm_strafe_circle_jog_02
Fifa_loco_ptm_strafe_spiral_ow_jog_0

Fifa_loco_ptm_strafe_circle_jog_ 02
Fifa_loco_ptm_strafe_slalom_fwdback
Fifa_loco_ptm_strafe circle_jog 02

Fifa_looco_ptm_strafe_circle_jog_ 02
Fifa_loco_ptm_strafe_slalom_fwdback
Fifa_loco_ptm_strafe_slalom_fwdback
Fifa_loco_ptm_strafe circle_jog 02
Fifa_loco_ptm_strafe_slalom_fwdback

Fifa lnrm ntm ctrafe rircle ino 09
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DB Mame

Fifa.Loco. Strafelog. PTMDE. Defal

Fifa.Loco.Strafelog. PTMDB. Defal

Fifa.Loco. Strafelog. PTMDE. Defal
Fifa.Loco. Strafelog. PTMDB.Defal
Fifa.Loco. Strafelog PTMDB.Defal
Fifa.Loco.Strafelog. PTMDB. Defal

Fifa.Loco. Strafelog. PTMDE. Defal
Fifa.Loco. Strafelog. PTMDE. Defal

Fifa.Loco. Strafelog PTMDB.Defal
Fifa.Loco.Strafelog. PTMDB. Defal
Fifa.Loco. Strafelog. PTMDE. Defal

Fifa.Loco. Strafelog PTMDE.DefaL
Fifa.Loco. Strafelog PTMDB.Defal
Fifa.Loco.Strafelog. PTMDB. Defal
Fifa.Loco. Strafelog. PTMDE. Defal
Fifa.Loco. Strafelog. PTMDE. Defal
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Ticks

414,00

1,580.01
268.00
54.00
1,582.01
270.00

Frame

207

Mirrored

False

Filtered

Cost

Path: 'Fifa.J ostle.Friction.Path'

PTM Searches

Order  Clip Name
onn Fifa_loco_ptm_strafe_circle_jog_02
1 Fifa_loco_ptm_strafe_circle_jog_02

Top Candidates

Mame Filter

DB Name Ticks

Fifa.Loco. Strafelog. PTMDB. Defau
Fifa.Loco. Strafelog. PTMDB.Defar.  414.00

Search is off

Show Cost Details | All "CostSummary  PoseFeatures | PoseFeaturesBreak Trajectory @ Bias = Events

Clip Name DB Mame

Fifa_loco_ptm_strafe_circle_jog_02

Fifa_loco_ptm_strafe_circle_jog_02

Ticks Frame  Mirrored

Fifa.Loco.Strafelog. PTMDB.Defar  414.00 207 False

Fifa.Loco.Strafelog. PTMDE. Defal

Fifa_loco_ptm_strafe_spiral_cw_jog_0 Fifa.Loco.Strafelog. PTMDE. Defal
Fifa_loco_ptm_strafe_slalom_fwdback Fifa.Loco.Strafelog. PTMDE.Defal

Fifa_loco_ptm_strafe_circle_jog_02
Fifa_loco_ptm_strafe_circle_jog_02

L

Fifa.Loco.Strafelog. PTMDE. Defal
Fifa.Loco.Strafelog. PTMDE. Defal




Debug Visualization

Candidate pose + trajectory

Editor Scene Viewer Stateflow Display Expressions

BESBEI W & Control Panel

Animatable Selection Act ita v 1 Result

PTM Diagnostics

Perspeclive

DebugCategory PTM v Draw Pose Animate Poses

Stats Details Copy Stats

PTM Status

PTM Searches

Order Clip Name DB Name Ticks Frame Mirrored Filtered

;:
®
(=)
(]
o
‘i

Fifa_loco_ptm_jog_constant Fifa.Loco.Jog.PTMDB.ConstantCy 12.00 False

Top Candidates
Name Filter

Cost Summary osefeatures | PosefeaturesBreak | Trajectory
DB Name

Fifa_loco_ptm_jog_constant Fifa.Loco.Jog.PTMDB.ConstantCy

Fifa_loco_ptm_jog_constant Fifa.Loco.Jog.PTMDB.ConstantCy 38.00

2 Fifa_loco_ptm_jog constant Fifa.Loco.Jog.PTMDB.ConstantCy 18.00

e T e

4 ~

Bl

N L B S| 6‘/ 'Prmew.PC T 2

GameState Log Viewer 1 Editor Docks > 0 Fifa lnmn ntm ine ranctant Fifa | are 1no PTMDR Canctantf

e

@ FIFA.PTM.Loco.PTMLoco
PTM Diagnostics

Asset Properties: PTM Locomotion Controller - FIFA.PTM.Loco.PTMLoco

L0l =

Asset Properties: PTM Locomotion Controller- FIFA.PTM.Loco.PTMLoco

Bm Data Explorer % &N\
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Debug Visualization

Trajectory of all top candidates
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Replay System

BipedProject

He

o @

Asset Explorer (M
Editor Scene Viewer Expressions Stateflow Display Explorer (Main

BEEHED ™o &

out by selected folders
Pacipactive

5]
Asset Name Asset Path

B @ cnD.oT™ Sneak.Old PTMLoCS PTMLocorr ANTProjects\Sandb

Asset Explorer (Main
Asset Properties: Float - Float (Owner: PTM.RootMotion . RunWa lk.Sneak

M« > »r -

Editor Docks
@ CND.PTM.Sneak.Old.PTMLoco

Motion Database

Asset Properties: Float - Float (Owner: PTM.RootMotion . RunWalk.Sneak

Batch Processing
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M M StartPage x  # BipedProject X

File Edit Tools Scripts Window Help Animation
a o [ o @ <9

Editor Scene Viewer Expressions Stateflow Display

BEHEED ™ & -

Perspective

motionsynthesis_BipedProject Database (Local Build

Asset Explorer (Main)
4 - T

Filter by type/category

" @-RW S

Displaying 1 assets of 5903 (13994 filtered out by selected folders)
Q float X Q  drasticturn root motion weightt

v @ Types Asset Name
v [= Alphabetical @ \3 drastic_turn_root_motion_weight_t.float
8 Blend Mask Choos
= ControllerChoose
‘ CopyFloatRiglp
Float Comparison
‘ Float EventWindo

() Float GameState

Filter by folder

B Clips

Bl Examples
> Bm SandboxProject
B Temp
B test

Asset Explorer (Main)

Asset Properties: Float GameState - drastic_turn_root_motion_weight_t.float

> 4 4 ==

4

ruurawm

Name drastic_turn_root_motion_weight_t.float
Description

Path ANTProjects\SandboxProject

ExternalReso...

AN

T T T
i 20 40 ] 80 100

MW > =
Editor Docks
@ CND.PTM.Sneak.Old.PTMLoco

v Motion Database

PTMDatabase g PTM_Sneak_Old_Database_CDB

Context...
PriorityC...

PriorityD...

T T
120 140

Bm Data Explorer ts Batch Processing
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420
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440 460

<Project Default> Actor_FB_Biped_Physics

v

v

T
500

Frostbite GUID

H Preview: PC ‘5‘ = ST

Usage
OwnerGUID
Misc
ssetData
AssetGroup
Default
Layout

LayoutDataDef...

Asset Properties: Float GameSt...




Wrapping Up
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Leverage MM outside Give options to your
of locomotion teams

= = g
éf A -

“ Oh, that's why.
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Q&A

Thanks for listening!
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