UDK Intermediate Material Transitions

By Sarah TaylorHttp://sarahtaylor3d.weebly.com

In this tutorial i will show you how to create materials that transition between textures or alphas
This can baised for a lot of different effects from transforming objects to making them appear or
disappear. | will show you some basic uses using a couple of different material chains.

L QR f A {d&npaz® onipklyceuit for introducing me to this. You canfiistblog on the
subject herehttp://dp3dblog.tumblir.com/post/26742825968/thoughten-texture-transitionfx

You can also find information on this here
http://udkc.info/index.php?title=Tutorials:Dissolve Material Effextd last but not least Eat3d has
an entire DvD on it herbttp://eat3d.com/vfx

Creating the material

The basis behind this effect is telling UDK to transition between texture A and texture B based on
values of a scalar parameter. We also want to include a pattern or texture that the material
transitions through. The actual animatiofi this is driven through matinee.

To start off with we need to create a new material. Find two textures that you want to transition
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Lastly we need a texture that will determine the look of how the material transitions. | am going to
dz&8S RIYyLI T oRQa&8 GSEGdzNB & Y& TFANBRG SEIFYLX ST 06 dzi

t K2302aK2LJ 0SSN 2y Ay GKA&a Gdzi2NRAIfd® C2NJ RIYyLITo
to import into UDK.
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the A<B slot of the IF node (bottom slot) and finally the ending texture into both the A>B and A=B

slots of the IF node. The IF node is plugged into the diffuse channel.
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What we ae telling UDK to do is that when our Scalarparameter = 0 our A<B texture will show, and
when the ScalarParameter = 1 we want our A>b/A=B texture to shelvetiveen these values (0.1
0.9) we want to see the material fading from one to the other based ertékture in slot B.

ScalarParameter = 0.2 ScalarParameter = 0.5 ScalarParameter = 1

Now to get this to work as an animation ingame we need to set up a matinee sequence. Click on the
little kismet button to open.
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doing here as it can be a little tricky to explain over text

Firstly 1 will show you the areas of the editor you need to know.

1. This is the timeline area. The grearea represents our playback timeline, this is what we
are actually using in the animation. The light grey area (blue) represents our total time. You
can change these by moving the green and red triangles.

2. This area is where we input ovarious tracks.

3. This area is where we edit the properties and parameters of our tracks
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Now we need to bring in our material to animate. Right click in 2. Area and Add New Empty Group.

Name this Transition.
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under your group. Select this track and in its properties name it Transition and add your material.
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Active Condition ETAC_Always ox |
Curve Tension 0.000000 :
_/ wMaterials - (1)
w[0] (TargetMaterial=Material'Desert.Materials.Transition’
Target Material Material'Desert.Materials, Transition'
Transition

Param Name



It is very important to have your Param name exactly $ame as your ScalarParameter in the
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then the Start letter of the name in the param track will be lower case. If it does match the
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I have had issues myself getting this to work even with the upper case letter. To make sure simply go
into your material and copy paste the name over.

Now in the timeline zoom out (scroll wheel) and bring the total animatioe (grey bar with red

arrow) back to 1 second and make sure the green bar is also at 1 second. You now should have the
animation set up to play from 0 to 1 second. You can move the black bar across the timeline to
select areas for keying. Make sure thlack bar is at 0 and hit enter to key it. 0.00s will appear just
above the black bar and at the top you will now see a small upwards pointing orange arrow. Right
click on that orange arrow and set value to 0.0. Now slide your black bar to the end ofithatian

(at 1second) and key it by pressing enter again. Set the value on this orange arrow to 1.

This is telling matinee that at O seconds the ScalarParameter will be = 0 and at 1 second the Scalar
parameter will = 1. So it will take a total of 1 secaomglay through the animation. You can
obviously edit this as you wish in the future.

P rziniz elein

Set value

3 Time shider

|!:l 00 0.50

You can now drag your material onto an object in the viewport and use drag the slider manually to
play through the animation. | am not going to go through setting up@ar in the viewport to

activate the effect but you can find information osing kismehere
http://www.youtube.com/watch?v=1AjlI7G4hM&feature=player embeddeshd of couse on the

UDK websitelocumentation

So now that we have our material working, | want to quickly show you now to change the transition
effect. The transition effect is the texture that goes into the B slot of the IF node in the material. It is
recommendedo use a greyscale texture and to ttyhave no exact black or white values. The

reason for this is that exact black values will show the second texture at the start before any
transitioning has started. Exact white values do not seem to be a problemviftat | have tested.


http://www.youtube.com/watch?v=1AjI7C-G4hM&feature=player_embedded

Another thing to note is that if you havetexture that is overall lightefless darker values) the
transition effect will appear very late in the animation. As an example, texture 1 and 2 are the same
except | have changed their uak using the levels in photoshofhe first image starts to transition
around 0.5 and the second image starts to transition around 0.7.

5FyLIToRQa GSEGdINB KI & GKS LISNFS Qnriphotoshep 2 F @I £ dzS 3
choose dark grey and a light grey as your two colours, then go to Filter>Render>Fibers and adjust the
values.

Here are some other ones | have created in Photoshop and there effects on the material

Filter>Render>Clouds ScalarParameter = 0.2



The clouds have much darker overall values so thesttimn starts very early.

ScalarParameter = 0.3

Adding Glow effects and Alphas
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into our transition and ontop of that lets make it so instead of transitioning from one material to

another, we transition from nothing into a texture. To do this we are going to be creating a bigger

network with an alpha instead of our first texture.

| am going to start this from scratch with a new material. Bring in your transition (greyscale) texture
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content). Create a ScalarParameter and name it Opadidy create a constant3vector with values

of 0.2, 1, 100. This will create the blue glow colour, just chani§ you want a different colour.

Create an Add node and add the constant3vector to itself.

Now we are going to create a constant node and leave he value at 0. This is our alpha. Create an If
node and plug the ScalarParameter into A, the transitiotutex(red channel) into B, the add into

both A>B and A=B and the alpha into A<B. This first part of the chain says that when the
ScalarParameter is 0, the texturebiackand as we go higher (cap at 1) the glow comes through with
the transition texture.




Now for the second part of our chain. Createonstant with a value of 0.1 and an Add node. Add

the constant to the A slot and the Red channel of the transition texture to the B slot. Next create

another IF now. Plug the ScalarParameter into A Atid node into B, the brick texture sample (or

whatever you have) into A>B and A=B and the first IF node into A<B. Plug This If node into the
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node IR2 (I created comments around the nodes to make them easy to understéuiglis all

plugged into diffuse.

What we have done here is say, when the ScalarParameter = 0 both IF nodes will be black
(transparent). IF 1 will = black because of our alpha andviff 2 IF1. When our ScalarParameter
0.5 If1 will be blending between transparent and the blue glow, and IF2 will be blending between
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however IF2 wilhot showthis because at a value of 1, only the brick texture will show. If you are
getting some slight leftovers from the blend, change the ScalarParameter to 1.1 and it should fix the
problem (remember to change the end value in matinee to the same)
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When 0 If2 will = IF1

The nexttwo parts of the chain are to emphasis the glowy effect.

Create a constant and leave its value &t @m calling this node alpha transitiohJow create
another IF nodéF3) plug that constant into A<B, the add node from the glow into A>B and A=B, the
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Now create another IF nodghis is IF4)Pluglf3 into the A<B of IF4he Alpha transition constant
into A>B and A=B, the top Add node that the transition texture is plugged into, into &and
ScalarParameter into A. Plug If4 into the emisdineally create another ScalarParameter, call it
Alpha and plug it into the Opacity channel.

You will notice that the Opacity channel is greyed out, this is because our blend model is set to
opaque.Make sure you change the Blend mode of the material to Translucent or the alpha will not
show up. Instead you will just get a black box.



Save this out and open matinee again. Create a new matinee the same as before, go éditdhe
andcreatea new empty group and name it Transition again. Now create a New float material param
track. If you get a box coming up saying stuff it requiring a dynamic actor but you only have a static,
just say yes and ignore it.

Now in this track do the same as bef. Add the material and call the first Param name Opacity (this
name is the same as our first ScalarParameter in our material). Set the values as before,
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Now createanotherWb S g Tt 21 G Y I (BiNank i forlalir Apha. Addl b rstel in
again and this time for the param name type in Alpha. This will reference our ScalarPardmateter t
plugged into the opacity channel. Set the keys and nsake that your ending alpha key is set to 1.

Now you want to save this matinee by going to File (in the matinee editor) and exporting it as an fbx.

You can later import this FBX into any scene. Apply the material to something and slide the black bar

to seethe effect!
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track names are identical.

Here is the result.



