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In the previous tutorial I have explained how to export M2 files from World of
Warcraft and import them into Unreal Tournament 3. In this tutorial | will teach you

the steps needed to import WMO models from World  of Warcraft into Unreal
Tournament 3. The export proces is totally different from the M2 tutorial. Because
WMO models can contain lots of different materials on one model | have created an
application to help with the proces of sorting out the order in whi ch the materials
should be applied to the model.

Please make note of the rules set by Blizzard regarding the use of their
copyrighted assets. This tutorial contains the foll owing topics:

Used Applications

File Types

Extract the MPQ Archive
Converting from WMO to MaxModel
Converting from MaxModel to ASE
Using WoW2UT3

Importing files in UT3

=4 =4 =4 _-48_-9_-9 -9

Used Applications

Ladik's MPQ Editor version 2.0.1.276
World of Warcraft Model Viewer 0.6.0.3
Convert WoW Mo dels to Max

3ds Max 2009

Technetium's BLP2 to TGA converter
Adobe Photoshop CS4

WoW 2 UT3

E
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http://www.ladybirdgames.com/
http://www.worldofwarcraft.com/community/machinima/letter.html
http://www.zezula.net/en/mpq/download.html
http://www.wowmodelviewer.org/
http://users.telenet.be/u122561/
http://www.autodesk.com/
http://wowdev.org/files/index.php?act=view&amp;id=39
http://www.adobe.com/

File Types

MPQ

MPQ files are archives used by Blizzard which contain the data used in their games.

For more information about the MPQ file format please check this wikipedia link
BLP

BLP or to be precise BLP2 files are used by Blizzard for graphical data like
textures or other images. BLP files are stored within MPQ archives. For more
information about the BLP file format please check this wikipedia link

TGA

The TGA file format is a graphics file format which contains image and color data.
This file format is popular with regards to game development because the ease of

use and the lack of encumbering patents. UT3 is able to work with TGA files. For
more information about the TGA file format please check this wikipedia link

WMO

WMO stands for World Map Objects and is used by Blizzard. It is a file format
containing multiple 3d models, materials and positioning. For more information

about the WMO file format please check this link .

MaxModel

The MaxModel file format is created by Taylor Mouse to export WMO files from World
of Warcraft and import them into 3ds Max. For more information please check this
link .

ASE

The 3ds Max ASCII Scene Export (ASE) file format is made by Autodesk. Various

games like Doom 3 and Unreal Tournament 3 use this file format to import 3d
models. For more information about the ase file format please check this link .
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http://en.wikipedia.org/wiki/MPQ
http://en.wikipedia.org/wiki/.BLP
http://en.wikipedia.org/wiki/Truevision_TGA
http://wowdev.org/wiki/index.php/WMO
http://users.telenet.be/u122561/
http://users.telenet.be/u122561/
http://www.modwiki.net/wiki/ASE_(file_format)

Extract the MPQ Archive

This section is a copy of the Converting MPQ to BLP section of the Importing WoW
textures in UT3 tutorial.

Step 1: Start Ladik's MPQ Editor

Help

File View Operations Tools
0O & % 0 & FE File mask: *

File Name Type

Step 2: Selecta MPQ file

Click "File" -> "Open" and browse to the location of the World of Warcraft Data
folder on your computer (e.g. C:Workd of WarcraftData), select the file
"common.MPQ" and click the "Open" button.

B2 Open MPQ )
Zoekenin: | Data -0 E
Naam Gewijzigd op Type Grootte

enGB

i | common.MPQ

| common-2.MPQ

[ expansion.MPQ
| lichkingMPQ

patch.MPO A
Bestandsnaam:  common MPQ
Bestandstypen: Bizzard MPQ Archives ("mpa) | [ Aonueren |
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Step 3: The MPQ's listfile

The MPQ file format is used in more games then World of Warcraft only. Some older

games don't have a listfile (list of all the assets within an

archive) included in the

MPQ archive. Luckily for us all the archives provided with World of Warcraft do
contain a listfile. Therefore you could use the default settings "Open Options" dialog
box (see the image below).

[ Open options for common.MPQ . l ﬂ

Enter listfile that will be used for C:\World of Warcraft\Data\common.MPQ.

Use internal listfile from the MPQ

Majority of newer MPQs have listfile included. MPQEditor will always
attempt to use internal listfile.

[”] use this external listfile together with internal listfile

by listfile.

|V] Autodetect file extensions for files that are not in listfile
MPQ Editor will attempt to detect the extension files that are not covered

Only use if the list file is incomplete or there is no listfile at all.

[ Open the MPQ in read-only mode

Write operation to the MPQ (adding files, renaming files, deleting files) will
be disabled.

* ]

This will slow down the loading and may not be always reliable.

Step 4

. Select the files to be extracted

The "common.MPQ" file contains the textures we are looking for, but also contains

thousands of other files which we won't need for this tutoria

|. Please feel free to

export other files as you like, but for this tutorial you will only need the files from the
"TILESET" directory.

When you're ready to start the export enter the "Operations” menu and select
"Extract...".

C:\World of Warcraft\Data\common.MPQ - Ladik's MPQ Editor

(o D ]

File View [Operations| Tools Help
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Open Enter * Filemask: *

Open With ... Shift+Enter

View F3
Extract ... Ctrl+E

New Folder ...

Add File(s) ... Ctrl+A
Rename

Delete ... Del
Properties ...

Compact archive ...

G
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i
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Ready
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Step 5: Choose a destination location

The next dialog will let you select you the destination directory for the exported files.
You are free to place them anywhere you like.

-
Extract Files

Enter directory that the files will be extracted to:

Step 6: The hard part... waiting

If you have selected all files from "common.MPQ" it could take a few minutes to
complete the export action. he dialog will disappear when the action in finished and
the files are ready to be converted in a usable format.

Extracting files from MPQ ... I @

ITEM\TEXTURECOMPONENTS\ArmUpperTexture\Mail_Northrend_D_01Blue_Sleeve_AU_U.blp
|

Converting from WMO to MaxModel
Step 1: Start World of Warcraft Model View er

After the Model Viewer is loaded, browse to World
> altarofstorms  -> altarofstorms.wmo.

->Wmo ->azeroth ->buildings -

World of Warcraft
File View Character Effects Lighting Options Window Help
Fie List X
= World -

- Arttest

4 Azeroth

- Critter

(- Detail

[+ Dreaming
(- Dungeon

- Environment

)

- Expansion01
- Expansion02
(- Exteriordesigners
- Generic
- Goober
- Kalimdor
- Khazmodan
- Lordaeron
- Nodxt
- Outland
- Scale
- Skillactivated
=-Wmo
= azeroth
(= buildings
=) altarofstorms
altarofstorms.wmo
altarofstorms_000.wmo
(- big_keep
[ castle
(- chapel
(#)- duskwood_barn
(- duskwood_barracks
(- duskwood_blacksmith
(- duskwood_human_farm
- duskwood_human_farm_burnt

Animation X

[#)- duskwood_humantwostory
[#)- duskwood_inn

(&) duskwood_lumbermill

- duskwood_magetower

altarofstorms.wmo

Set_sDefaultGlobal v

[¥] Lock Animations me: 0
[¥] Auto Animate —(}

Speed: 1.0x

8;
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This hierarchy is coming from the directory structure used by Blizzard. Please make
note of the location of the WoW MPQ archive.

Step 2:  Start Convert WoW Models to Max

Step 3: Select the model to convert

Click the [Start Converting] button and browse to the location of your MPQ archive.

Now search the directories for altarofstorms.wmo. When you found the file click the
[Open] button to start the conversion. The converted file is now located in the same
directory as the origional file.

() Openen.

‘ Organiseren v

Favoriete koppelingen Naam) Genomen op Labels Grootte »

i | AltarOfStorms.wmo
|_| AltarOfStorms_000.wmo

[E| Documenten

J test(2)
% Recente locaties
| Meer »
Mappen V.
1) NoDXT o
|/ OUTLAND
1 Scale |
. SKILLACTIVATED D:
I L wmo
. Azeroth
. Buildings
l . AltarOfStorm
I Rin Keen 7
I Bestandsnaam: AltarOf Storms wmo ~ [ Word Modeiwmo) v

[_Openen | [ Anmeren |
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Step 4: Copy the Max Script

To import the MaxModel file in 3ds MAX you need to have the import script at hand.

Click [Show Max Script] to view the script file. Right click on the text and choose

"Select All". Press [CTRL] + [C] on your keyboard to copy the contents of the script

to the clipboard of the computer. Open notepad.exe or any other simple text editing

tool and paste ([CTRL] + [V]) the contents of the max script into an empty file. Save
the file with an .ms extention.

== BRuthor : Taylor Mouse
-= Date : 2008.0z.23
—-- Desc : Imports a 3D WMO Mcdel from World
Of Warcraft

| -- Todo : The MaxModel file was

P generated using a C# class but that should be
in here.

E= = in_name = getOpenFileName caption:"Open a
S48 MaxModel file" types:"MaxModel (*.maxmodel)

g | *-maxmodel|All files(¥.¥%)|*.%|"
in_file = openFile in_name

if in _file != undefined then

-- make the materizl editor ready with
3 the textures

availableSlots = meditMaterials.count

nbrTextures = readValue in file

texture_array = £()

print "Number of textures : "
print nbrTextures

texture_array.count = nbrTextures
for t = 1 to nbrTextures do

Converting from MaxModel to ASE

Step 1: Open 3ds Max and Run the Import Script

Go to the "MAXScript" menu and choose "Run Script...". Browse to the location of the
max script from the previous step.

[ Untitled = Project Folder CAU et ora\Document X~ Autodesk 3ds Max Design 2009 - Display : Direct 30
File Edit Tools Group Views Create Modifi tion Graph Editors Rendering Lighting Analysis Customize WOW
ript | Help Tentacles

e (140 Aaf~ JB L[4k od
pen Script... & - =

Run Script... \R|W| 2@ @ T | i
MAXScript Listener... F11 [3 ol sl MR
MAXScript Editor... ISlandavd Primitives A
Macro Recorder i Obje

ct Type

Visual MAXScript Editor... I~ AutoGrid

Box Cone
Debugger Dialog... Sphere GeoSphere
Cylinder Tube
Torus Pyramid

I
>
|
1“”IZ,[DH]IJJ”Hdlplll]f];ﬂl”IslfJH”'}’JIHIElPHHSIJI”I‘I& i
8 mx:l_ Y;I— 2{ = Auto Key|| Selected ] | [ e ot [ Q G |
| Setkey| IS, KeyFites.. | 1[0 Bl e r-g=
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Step 2: Select the MaxModel

After the max script is run it will ask for the location where your MaxModel file is
located. Click the "Open" button to start the i mport.

History: I C:AUsersMoris\Documentsh3dsmax l]

bdmih:l 1. attarofstomms _VJ & 5 B
Naam Gewijzigd op Type Grootte
i 7 AltarOfStorms.MaxModel H

Bestandsnaam:  |AtarOf Storms. MaxMode! Openen

Bestandstypen: | MaxModel(" maxmodel) ~| Annuleren | |

If everything went well, you'll now see the conents of the MaxModel being displayed
in the views of 3ds Max.

M Untitled - Project Folder: CAU:

File Edit Tools Group Views Create Modifiers  Animation Graph Editors Rendermg UghtmgAnalysns Customtze wow
MAXScript Help Tentacles

[ 215 5% HF L F s+ 0 af~ I8 £[Fie 6 o o
i frb w @) & @@ T
[0 v & %

lSlandatd Primitives

I~ AutoGrid

Box Cone
Stheie) | | [GeoSphere
Cylinder Tube
Torus Pyramid
Teapot Plane

I llIIIII[IIIIIIIII]IIIIgﬂIIIIIIIIIJIIIIIIIII Iil%ﬂ
Iﬁlfi | TS|
Click or click-and-drag to select objects ) SetKey| oY, Key Fiters... | o ||° @ |> {ﬂ? & El
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Step 3: Select one object

Because a WMO contains multiple objects it is necessary to merge them into one
single object, otherwise UT3 can't handle the object very well. Select one object by
clicking itatt he Perspective view of 3ds Max. Click the "Modify" tab and browse to
the "Edit Geometry" section. Click the [Attach List] button.

File Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Lighting Analysis Customize WOW
MAXScript  Help  Tentacles

[P R &R IR ECies 0 AaF Ji| £ & o

| 7| 2| @|@| T|
V505 FUGRLE T

—

< 07100 %

= 1|IIIIZ&]IIII:*]IIII‘HI\I.J*OHII&IIII_}FIIII*IIII*IH\‘&“

s B« ] Zfo-.- AutoKey)[Selected ] vt | 5] o et |Q G F G

e o S| 1w | [T B> 0,68

Step 4: Attach all objects

Select all object by pressing [CTRL[ + [A] and click the [Attach] button.

M Attach List - — e
| Select Display

Find: | | Selection Set: - -
|oispiey:[@ A [& [ [2[@E> BOAE &= -
Name i B Color Faces
2

DX

000000000

<
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An Attach Options dialog will appear. You should keep the default options. Click [OK]

to proceed.

Attach Options

¥ Condense Material and IDs

@ Match Material IDs to Material
¢ Match Material to Material IDs
" Do Not Modify Mat IDs or Material

Step 5: Center the Pivot Point

Go to the "Hierarchy" tab. Select the object by clicking it in one of the views. Select
the "Affect Pivot Only" option and click the [Center to Object] button.

™ Untitled - Project

MAXScript Help Tentacles

T o

Top

| @ & @@ T|
[VM_ADS_RUEBLE_01FhG [
[TPva K| ki

‘Affect Pivot Only
Affect Object Only
Affect Hierarchy Only

Align to Object
Align to world

Pivot:
Reset Pivot

2 Blx v

| Click or sick-and:rag to select obiects

=) ﬂ

lIII;!nlIII:-*JHHJ’JIIll%l””s%]”“)plllIdn“llglplilhéiu

Auto Key|

Set Key

EditWorking Pivat |

[Selected v ba | ] e [om [ Q B F S
D Kb, | @0 3B 6B
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Step 6: Export the ASE file

In the "File" menu select "Export..." and browse to the directory you want to use for
Enter a name and click [Save] to proceed.

your static mesh.

rmi Select File to Export . 7’ i .

hé L =)

Opslaan h3| |, altarofstorms

Naam Genomen op Labels

Grootte

Geen zoekresultaten.

~| = Bk Er

Classificatie

Bestandsnaam: |skarofstoms. ASE

The ASCII Export options dialog will appear. Use the settings from the image below
as default, but feel free to experiment with these settings.

Opslaanals:  |ASCIl Scene Export (".ASE)

save IR

~ Output Options ~ Obiject Types -
V' Mesh Defirition ¥ Geometric 4|
V' Materials ¥ Shapes Cancel
I™ Transtorm Animation Keys V¥ Cameras r Static Output
I Animated Mesh [V Lights Framedt: [0 2
I Animated Camera/Light Settings ¥ Helpers ~ Precision
I™ Inverse Kinematics Joints Decimals: [ 2|

— Mesh Options ~ Controller Output
I™ Mesh Nomals Frames per Sample:
¥ Mapping Coordinates @ UseKeys Controllers: |5_- ﬂ
T Wertex Colors ¢ ForceSample  Animated Objects: [5 3]

_v_J DOpslaan
~v|  Annuleren
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Using WoW2UT3

WoW 2 UT3 is an application used to make the next step an easy one. The "Altar of
Storms" 3d model contains nine different material layers all with their own im

Usualy you needed to search for all the used texture files and convert them manually
to TGA files. Next you needed to search within the ASE file to extract the order in
which the materials are used. These steps would be very time consuming. Becau
needed many different 3d models from WoW for my project at school | made an
application which does these time consuming steps in a few seconds time. You will
find a download link to WoW2UT3 on this site. Make sure that it is installed and setup
proper ly befor e continuing with this tutorial.

Step 1: Open WoW 2 UT3

Open WoW 2 UT3 and fill in the location of the ASE file and the location where you
want to export the converted files to. Make sure the "Export Material List" and the
"Convert BLP to TGA" opti  ons are marked.

C:\Users\Joris\Desktop\tutori ASE =

D
C:\Users\Joris\Desktop\tutorial\altarofstorms\assets = I

Material Found| Converted| Copied 4 [SEEICE

age file.

se |
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Click [Convert] to start the export and convert process.

[ mainWOW2UT3.vi = [=

WoW 2

(C) 2009 J. Olde Bijvank v1.0

Step 1: Select an ASE file

ASE File

%] C:\Users\Joris\ Desktop\tutorial\altarofstorms\altarofstorms.ASE
Step 2: Select destination directory

tination Directory

Users\Joris\D:

Step 3: Select convert options

Export Material List
OFF/ON

rt BLP to TGA
OFF/ON

Step 4: Start conversion

Materil : TRy Total Objects
DUNGEONS\TEXTURES\PILLAR\MM_AOS_PILLAR_01.BLP
DUNGEONS\TEXTURES\DECORATION\MM_AOS_SKULL 01 BLP
DUNGEONS\TEXTURES\DEVICES\MM_AOS_BONES 01 BLP
DUNGEONS\TEXTURES\FLOOR\MM_AOS_BASE 01 BLP o |
DUNGEONS\TEXTURES\FLOOR\MM_AOS_BASE 02.6LP
DUNGEONS\TEXTURES\ROCK\MM_AQS_RUBBLE 01.6LP
DUNGI (TURES\TRIN RIM_O
INTERFACE\GLUES\MODELS\U

Total Material

Browse to your destination directory. You will see a *.txt document and a few
different *.tga files.

o, Naam Gewijzigd op Type Grootte
§ o | altarofstorms.bt 6/17/2009212PM  Tekstdocument 1k8
. DARKPORTAL_STAUE_... 3/30/20095:50PM  TGA-bestand 257 k8
. Sonck Aegan . DARKPORTAL STAUE_.. 3/30/20095:40 PM  TGA-bestand 257 kB
ki ConceptArt SUMM_AOS_BASE Oltga  6/17/2009212PM  TGA-bestand 2578
Meer » TUMM_AOS_BASE 02tga  6/17/2009212PM  TGA-bestand 257 kB
= v | TUMM_AOSBONESOltga 6/17/2009212PM  TGA-bestand 2578
R . | TUMM_AOSPILLAR Oltga 6/17/2009212PM  TGA-bestand 257 k8
B ors 7] TEMMLAOS RUBBLEOLt.. 6/17/2009212PM  TGA-bestand 257 k8
B oo |%]| TUMM_A0S SKULL O1tga 6/17/2009212PM  TGA-bestand 257 k8
18 Computer TUMM_AOS_TRIMOltga  6/17/2009212PM  TGA-bestand 257k8
2 Netwerk
[ Configuratiescher ~
] 10 items

In the textfile the order of the materials are given. This is a nice feature which will

help you while constructing the static mesh after being imported int

") altarofstorms.txt - Kladblok --— E@u

Bestand Bewerken Opmaak Beeld Help

DUNGEONS\TEXTURES\PILLAR\MM_AOS_PILLAR_O1.BLP -
DUNGEONS\TEXTURES\DECORATION\MM_AOS_SKULL_O1.BLP
DUNGEONS\TEXTURES\DEVICES\MM_AOS_BONES_01.BLP
DUNGEONS\TEXTURES\FLOOR\MM_AOS_BASE_01.BLP
DUNGEONS\TEXTURES\FLOOR\MM_AOS_BASE_02.BLP
DUNGEONS\TEXTURES\ROCK'\MM_AOS_RUBBLE_01.BLP
DUNGEONS\TEXTURES\TRIM\MM_AOS_TRIM_01.BLP
INTERFACE\GLUES\MODELS\UI_MAINMENU\DARKPORTAL_STAUE_O1.BLP
INTERFACE\GLUES\MODELS\UI_MAINMENU\DARKPORTAL_STAUE_02.BLP

NOVEWNEO

o UTS.
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Importing files in UT3
Step 1: Flip the images

Before we switch to UT3 there is one thing to do. At the conversion of BLP to TGA the
images were fli pped. We need to correct this before importing them into UT3 because
otherwise the static mesh will look out of place. Open PhotoShop or any other image

tool capable of flipping TGA files. Open an exported TGA file. In PhotoShop go to the
"Image"” menu and  select "Image Rotation" -> "Flip Canvas Vertical". Now save the
file. It is OK to overwrite the TGA file because nothing has been done that could harm

the file in any way. Repeat the process for all the exported images.

B B By oy | W QP | E & | essentials v - O %
File Edit [image | Layer Select Filter Analysis 3D View Window Help
# - |4 Mode ’
| ? %
DAR! Adjustments

be | Auto Tone ShiftCtrl+L
et Auto Contrast Alt+Shift+Ctrl+L
;ﬁ“ Auto Color Shift+Ctrl+B
:‘i’\‘ Image Size... Alt+Ctrl+1
S Canvas Size... Alt+Ctrl+C
ﬂ, Image Rotation
f‘ | Crop
y Trim...
— Reveal All Arbitrary...
é Duplicate... ‘ Flip Canvas Horizontal
- Apply Image... | Fiip Canvas Vertical
X, ; L

& Calculations...
&, =
D‘ “.A’anables ) 4
0 Apply Data Set...

% Trap...
i: 100% IS Y

Step 2:  Open the Unreal Tournament 3 Editor
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Step 3: Open the Generic Browser

Open the Generic Browser and make sure you select the material, static mesh and
texture resource types.

File
Generic | Actor Classes | Groups [ Level | Referenced Assets | Primitive Stats | Dynamic Shadow Stats | Scene Manager [ Log |

[ Show All Resource Types OB @ % QeoE & O \new Filter

Lens Flare -
¥ Material
Material Instance Constant
Material Instance Time Varying
MorphTargetSet
MorphWeights
Partide System =
' Physical Material
Physics Asset

View Docking

PostProcesss
Prefabs
Preset curve for curve editor
RenderToTexture
Sequence
Skeletal Mesh
Sound Cue
Sound Wave
Sounds
Speech Recognition
SpeedTree

¥ Static Mesh
Terrain Layer

m

Terrain Material

v Texture
Texture (with alpha)
UI Prefabs

=) Packages -
@-E CameraBlood |

(R T P Y Y P P

0 Selected, 0 Total

Browse to the directory where you've saved your ASE file from the previous section.
Click "Open" to continue. Select the package name where you woul d like to import
the assets.

Package  altarofstorms| - T
Group
Y

Name  altarofstorms

Options
None

bOneConvexPerUCXObject [}
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Step 4: Import the TGA Textures

After importing the ASE file you need to import the TGA filles which will be used as

materiasl fort he static mesh. You can select more the one file in the browser window.

Make sure you save the textures in the same package as the imported static mesh.
Also make sure you select "Create Material" within the Import dialog box. Click [OK to
All] to apply th e same settings on all the selected TGA files.

Package altarofstorms

Group

Name  DARKPORTAL_STAUE_01

Build From File Path

Options

Alpha To Emissive
Alpha To Opadity
Alpha To Opacity Mask
Alpha To Specular
Blending
CompressionNoAlpha

CompressionSettings
Create Material?
DeferCompression
Dither Mip-maps alpha?
FlipBook

Lighting Model

Step 5: Save the package

Find the package you've just created in the package list to the bottom left of the
generi ¢ browser and right click the package. Choose "Save.." and select a name and
a locatino for your new pacakge.

File View Docking

Generic | Actor Classes | Groups | Level | Referenced Assets | Prinitive Stats | Dynamic Shadow Stats | Scene Manager | Log

D ) & @QQN @ Q Wew[@ﬁlher

[7] Show All Resource Types

Lens Flare -
v | Material
Material Instance Constant
Material Instance Time Varying
MorphTargetSet
MorphWeights
Particle System
l Physical Material
Physics Asset
PostProcesss
Prefabs
Preset curve for curve editor
RenderToTexture
Sequence
Skeletal Mesh
Sound Cue
Sound Wave
Sounds
Speech Recognition
SpeedTree
Static Mesh AOS_RUBBLE_01

<

Terrain Layer amed 256x256[DXT1]
Terrain Material
Texture

Texture (with alpha)
UI Prefabs

<

=) Packages
[ altarofstor—-=

Save...
Fully Load

MM_AQS_TRIM,
Unload...

Streamed ¢

&2-3-5-8
PREFEERPEE

Import...
Bulk Export...

=

ULL_01_Mat M_01_Mat|
Full Loc Export... !

q w__|
% Check for errors...
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Step 6:  Apply the Materials to the Static Mesh

Right click the static mesh within the generic browser and select "Static Mesh Editor".

L oGeneric =l

File View Docking

Generic i:Acmr Classes ] Groups ]WLEI:I Referenced Assets ] Primitive Stats. l Dynamic Shadow Stats [ Scene Manager ]L?‘

] Show All Resource Types oWy @Q VE &4 O VIeW"F\‘mr

Lens Flare -
¥ Material

Material Instance Constant

Material Instance Time Varying

MorphTargetSet

MorphWeights

Particle System

Physical Material

Physics Asset

Fostrocesss altarofstorms : = 3
Prefabs 8184 Tris, 8181 Verf Static Mesh Editor 3
Preset curve for curve editor
RenderToTexture Copy Reference Ctrl+C
Sequence ]
skgml ik L Export to File...
Sand Cue It Duplicate
Sound Wave
Sounds =% Rename
Speech Recognition Delete
SpeedTree Ti
v/ Static Mesh Delete With References
Terrain Layer
Terrain Material Show Referencers
v| Texture Show Referenced Assets
Texture (with alpha)
UI Prefabs i
LT Seenes
)| B Packages -

[ altarofstorms
3] C. B
@
&
E3]

led
&}
&}
B}
[t}
[t}
B}

1 Selected, 19 Total

In t he Static Mesh Editor you can unselect the "UseSimpleBoxCollision",
"UseSimpleLineCollision" and "UseSimpleRigidBodyCollision". This way the collision

detection will work on a per poly base. Open the "LODInfo" ->[0] ->"Elements'

section. What you will se e are the material slots that need to be filled with the right
materials in the right order.

& Unreal Static Mesh Editor. altarofstorms.altarofstorms " ——— . -
Mesh View Tool Collision Window
% Tl @ |Lopfie] B 1

Properties: altarofstorms.altarofstorms

» BodySetup None Ojw| =
ForceDoubleSidedShadowVolume []
LightMapCoordinateIndex ] ;
LightMapResolution 0 :
LODDistanceRatio 1.000000 2
¥ LODInfo -
o]
¥ Elements -
» [0] (Material=None)
»[1] (Material=None)
»[2] (Material=None)
»[31 (Material=None)
» [4] (Material=None)
»[5] (Material=None)
» [6] (Material=None) =
»[7] (Material=None)
» [8] (Material=None)
UseFullPredisionUVs (]
UseSimpleBoxCollision O
UseSimpleLineCollision O
UseSimpleRigidBodyCollisio [_]
=
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Order you screen in a way the material order llist you've created wi th WoWw2UTS3, the

generic browser and the static mesh editor can be visible without huge overlaps. The

most easy way to apply the materials to the static mesh is by opening all material

slots first and then watch the first entry in the order list. Find that material in the
generic browser and apply the material into the same material element by clicking

the green arrow. Repeat these steps for all the available layers. Save the package

when done.
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