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In this tutorial I'm going to demonstrate the steps necessary to import textures from
World of Warcraft into an UT3 package as materials. These imported materials could
be used in any part of the UT3 editor the same way as the materials shipped with
UT3 or its patches. This way it is possible to use the same terrain or other textures
used in World of Warcraft. Imagine your own World of Warcraft look-a-like UT3 mod.

Please make note of the rules set by Blizzard regarding the use of their copyrighted
assets. This tutorials contains the following topics:

e Used Applications

File Types

Converting from MPQ to BLP
Converting from .BLP to TGA
Importing TGA files in UT3

Used Applications

While the applications I used for this tutorial will provide the necessary features to
perform the actions needed, you are free to use any other application to your
liking.

e Ladik's MPQ Editor version 2.0.1.276
e Technetium's BLP2 to TGA converter

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.
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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://wowdev.org/files/index.php?act=view&amp;id=39
http://en.wikipedia.org/wiki/MPQ
http://en.wikipedia.org/wiki/.BLP
http://en.wikipedia.org/wiki/Truevision_TGA

Converting from MPQ to BLP

Step 1: Start Ladik's MPQ Editor

(= [E o]

File View Operations Tools

Help

D& % = = E# File mask: *

File Name Type

Step 2: Select a 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.

Vﬁ Open MPQ . _-'“&

Zoeken in: Data .07 M

-

Naam) Gewijzigd op Type Grootte »
. enGB

i |common.MPQ

m

| common-2.MPQ

|| expansion.MPQ
. lichking.MPQ
patch.MPO Y
Bestandsnaam:  common.MPQ
Bestandstypen: | Blizzard MPQ Archives {*mpq) v] [ Annuleren ]
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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).

i Open options for common.MPQ 77—. 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 induded. MPQEditor will always
attempt to use internal listfile.

[] use this external listfile together with internal listfile

i 2™

detect file ions for files that are not in listfile

MPQ Editor will attempt to detect the extension files that are not covered
by listfile. This will slow down the loading and may not be always reliable.
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.

o J[ concel ]

=

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 tutorial. 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...".

g C:\World of Warcraft\Data\common.MPQ - Ladik's MPQ Editor @I@lg
File View [Operations| Tools Help
M Open Enter ‘ File mask: *
=23 comi Open With ... Shift+Enter Type
g E View =] Bestandsmap
&0 Extract ... Ctrl+E Bestandsmap
] B d
w1 E New Folder ... Be;tandsmap
= estandsmap
@O0 AddFiles) .. Ctrl+A
Bestandsmap
@ P Re
a0 s SREE Bestandsmap
&S Delete ... Del Bestandsmap

EJD t Properties ... Bestandsmap

=T Bestandsmap

[g v Compact archive ... Bestandsmap

(] XTEXTURES " Bestandsmap
Bestandsmap

D (attributes) Bestand

I (istfile) Bestand
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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 &J

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 ... l &J
ITEM\TEXTURECOMPONENTS \ArmUpperTexture\Mail_Northrend_D_01Blue_Sleeve_AU_U.blp
|

Converting from BLP to TGA
Step 1: Open an explorer window and browse to the location of BLP2toTGA.exe

BLP2toTGA.exe is a so called command prompt application which could be used from
the Wndows command prompt. The application will also work when you drag and
drop files onto its icon from within a Windows explorer dialog. Browse to the
directory containing BLP2toTGA.exe.

Naam Gewijzigd op Type Grootte
BLP2toTGA.exe

‘._" il iE

. blp2decode.dll

TGAtoBLP2.exe !
TGA to BLP Convertor

3 items

Step 2: Convert the selected .BLP files
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To convert the .BLP files to .TGA files you can drag-and-drop the .BLP files onto the
BLP2toTGA.exe. Do this with "DurotarGrass.blp" located in the "TILESETDurotar"
directory and a new file will be created with the name "DurotarGrass.tga" in the
same directory. Sometimes the creation process fails. If that occurs, just try again
and most of the times it will succeed the second time. Another function is to convert
more than one .BLP file by selecting and drag-and-drop a selection of files. While
doing this you could save time in the end, but since the percentage of errors during
the export will rise it cannot be trusted to convert whole directories at once.

@ U v’ <« MPQ Archive » Data » common » TILESET » Durotar

‘ Organiseren v Beeld ™+ @ Branden

Naam Gewijzigd op Type Grootte 2
__| DurotarDirt.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB |
|| DurotarDirt_s.blp /24/2009 2:26 PM  BLP-bestand 87 kB

|| DurotarDirtSmooth.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

|| DurotarDirtSmooth_s.blp 1/24/2009 2:26 PM BLP-bestand 87 kB =
|_| DurotarGrass.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

|| DurotarGrass_s.blp 1/24/2009 2:26 PM  BLP-bestand 87kB

|| DurotarGrassGreen.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

|| DurotarGrassGreen_s.blp 1/24/2009 2:26 PM  BLP-bestand 87 kB

|| DurotarIDirt03.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

|| DurotarIDirt03_s.blp 1/24/2009 2:26 PM  BLP-bestand 87 kB

| DurotarlGrass_s.blp 1/24/2009 2:26 PM BLP-bestand 87 kB

|| DurotarIMossroot01.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

|| DurotarlMossroot01_s.blp 1/24/2009 2:26 PM BLP-bestand 87 kB

|| DurotarIPlantsAlpha0l.blp 1/24/2009 2:26 PM  BLP-bestand 44 kB

| DurotarlPlantsAlphall_s.blp 1/24/2009 2:26 PM BLP-bestand 87 kB >

28 items
:

Importing TGA files in UT3
Step 1: Create a new level

In Unreal 3 there are two geometry styles to choose from while creating a new level.
With the additive style the level starts off in a complete void and you will need to
bring in geometry or meshes for the user to see. The substractive style is the
opposite of this and starts off a solid brick of mass where you need to cut out the
geometry to make things visible to the player. Because the nature of our World of
Warcraft look-a-like level we will use a skybox (a large mesh with materials applied
to it) and a terrain (a surface with a heightmap and materials applied to it). The use
of these elements point in the direction of an additive geometry style. Sure, it is
possible to create these elements in a substractive level, but for this demonstration
we make use of an additive style. Open the "File" menu and choose "New...". In the
"New Level" dialog box make sure "Additive" is selected and click the "OK" button.
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Step 2: Set the builder brush to the right dimensions

Before we could use our material we need to create a surface to apply it on. Lets
create a room by clicking on the "Cube" icon in the panel located on the left side of
the editor. This will open the Brush Builder - Cube dialog. For our example please set
X to 1000, Y to 1000 and Z to 1000. Also make sure the "Hollow" property is
selected. This will create an inner cube inside our brush which we will use as our
room. Click "Build" to set the builder brush to the selected settings.

X 1000.000000

Y 1000.000000
z 1000.000000
WallThickness 16.000000
GroupName Cube
Hollow

Tessellated O
=

MPUPUIHD

Buid | [ Close

Step 3: Create the geometry

Now we have set the builder brush to the correct dimensions click the add geometry
button located on the left side panel of the editor. The room is now created but it is
still difficult to see because the lack of lighting.
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 * Untitled - Unreal Editor for Unreal Tournament 3 (UT3)

File Edit View Brush Build Tools Help
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None None N¢ 5%

Step 4: Create some light

To make the room visible right click in the empty space within the room and choose
"Add Actor" -> "Add Light (Point)".

[E=EE =)

8 ° Untitled - Unreal Editor for Unreal Tournament 3 (UT3) -

File Edit View Brush Build Tools Help
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Surface Properties (1 Selected)
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Cut

Copy
Paste
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Apply Material
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Alignment
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Show/Hide Actors
Add Recent
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Add PathNode
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All Templates
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(No Change)

A light is created and makes the room visible to us. Use the movement widget to
place the light in the right position.
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' Untitled - Unreal Editor for Unreal Tournament 3 (UT3) — ‘. [E=NEEE ]
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Step 5: Import the TGA file

Now open the Generic Browser by clicking the button in the main toolbar of the
editor. To import the TGA file go to the "File" menu and select the "Export..." item.

8 Untitled - Unreal Editor for Unreal Tourmament 3 (UT3) BTl oaadiis! [SEnEs]
File Edit' View Brush Build Tools Help

DS - HB v~ T REPUVE Y b -8 @ 0B B K BP B @ v KY
[ A iy 990@020® PITFS A0 #H v~ 4@s ODEHB@

=0

Open...

Save...
Save As...

00| @ |4

Import...
Export...

Recent >

5

Material Instance Constant
Material Instance Time Varying
MorphTargetSet

-]

0 Selected, 0 Total

U v Persistent Level.PointLight_1 1.0000 1.0000 1. 5%

The Import file dialog will appear where you can select one or more files to be
imported into UT3. Please browse to the folder where DurotarGrass.tga is located and
click the "Open" button.
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Naam Genomen op Labels Grootte Classificatie

@7

DurotarGrass.tga

Bestandsnaam: ~ | All Files (".dae;"bmp;"pex;“tg ¥

Step 6: Import Settings

The Import settings dialog box will appear. Please choose a destination package to
your liking. For this example I've made a package named TGAImportTutorial. You do
not need to use that name as long as you will remember which one you've choosen.

In this example we'll only make a basic material with a texture applied to the diffuse
channel of the material, so for the ease of use you should set the "Create Material?"
parameter to TRUE. Click "OK" to start the import. It is possible to import more than
one file in the file browser. If this is the case you could click "OK to All" button and all
the individual images are imported using the same settings.

Import . -

'

Info

Package TGAImportTutorial v KToAl ‘ h
Group
ﬁ] Cancel

Name  pyrotarGrass

Build From File Path

I Options

I Alpha To Emissive
Alpha To Opacity
Alpha To Opacity Mask
| Alpha To Specular
Blending END_Opaque
CompressionNoAlpha

(l CompressionSettings
Create Material?

Il | pefercompression
Dither Mip-maps alpha?
FlipBook

Lighting Model

DWDDDDI
4

Default

4

EI0O00O™”g

M_Phong vl ~

Step 7: Apply the material

Now the material is imported it is available for us in the Generic Browser. Make sure
you have selected "Textures" and "Materials" or "Show all Resource Files" in the type
filer selection (top left part of the Generic Browser) and select the package you used
for the import in the package list (bottom left part of the Generic Browser). The
imported texture and materials will now be displayed in the main view pane. Select
the Material (the image with the green border).
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File View Docking
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Go to your level and right click on one of the surfaces inside the created room and
choose "Select All Surfaces". Right click again and choose "Apply Material" and you
have placed your first basic World of Warcraft material in your level.
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Thank you for your interest in this article and have fun with the tons of new materials

)
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