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Aim:
-Introduce Unreal Engine MetaHuman Creator, it’s applications in modern game development and

animation, and to develop practical skills in creating, importing, and setting up a MetaHuman as a
playable character.

Outcomes:

-Define what a MetaHuman is and explain its purpose in Unreal Engine.

-ldentify advantages and limitations of using MetaHumans in game development.
-Evaluate whether a MetaHuman is appropriate for their own independent game project.
-Create a MetaHuman using MetaHuman Creator.

-Set up a MetaHuman as a playable character within an Unreal project.
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What is a MetaHuman?

Pros & Cons of MetaHuman Use
MetaHuman Creator
MetaHuman Practical

Importing to Unreal Engine

Making the MetaHuman
Playable
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What is a MetaHuman?

Beth yw MetaHuman?
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Whatis a MetaHuman?

oA digital human powered by Unreal Engine.

eHigh fidelity digital characters.

eFully rigged (Body and Facial).

¢8 Levels of Detail (From low to cinematic quality).

eHighly customisable.

eNot limited to Unreal Engine.

eMotion capture compatibility.
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Examples of Media using MetaHumans
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Pros & Cons of MetaHuman use
Manteision ac Anfanteision Defnyddio MetaHuman
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Pros v/

eExtreme realism out of the box.

eHighly efficient.

eEasy integration with UES5.

eHighly customisable (Great for base meshes).

eGood learning tool.

Cons

eLimited artistic control.
eHeavy performance cost.
eNot production ready for all games.

eCharacter similarity fatigue.
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Does your project need MetaHumans?

e|s realism or stylisation the main art direction?

eAre the characters main heroes or background NPCs?
e|s real time performance a priority?

e|s speed more important than originality?

eDoes the team have a character artist that can sculpt

characters?

e|s optimisation time available?
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Metahuman creator

£ METAHUMAN

(U]

L
The |atest version of MetaHuman Creator is only
available as part of Unreal Engine. Please follow
the link below to install Unreal Engine and start
creating your MetaHumans.

€ MetaHuman Version Selection
Version Unreal Engine 5.5 v
/\ You have selected a legacy version

+ New features will not be available in this
version.

+ Generates MetaHumans compatible with the
selected UE version.

+ MetaHumans created with this version will
need to be migrated to MetaHuman Creator in
Unreal Engine in order to use them with newer
versions of Unreal Engine.
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METAHUMAN

CREATOR FACE
Preparing Shaders (47) Blend
My MetaHumans Skin
Eyes
Teeth
Makeup

Choose a starting point for your new character
HAIR

Head
Eyebrows
Eyelashes
Mustache
Beard

BODY
Proportions
Tops
Bottoms
Shoes
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Blend Edit
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Sculpt Edit
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Move Edit
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Photogrammetry Edit
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Hair & Face Edit

EYES

Presets Iris

Eye

Base Color

Detail Color

Blend Method

Color Balance

Color Balance Smoothness

Iris Size

Iris Saturation

Limbus Darkness

000
000
000

Sclera

<

<

<

<

<

Both~

Radial~

0.58

0.38

0.50

0.65

0.62

>

>

TEETH

Tooth Length

Variation

Tooth Color
Gum Color

Plaque Color

Plague Amount

Jaw Open
@

MAKEUP

Foundation

Color

Roughness

Transparency

Metalness

Eyes

Blush Lips

HEAD

Color

Style

Details

MUSTACHE

Style Details

Color @ CUSTOM
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Body & Clothing Edit
PROPORTIONS X |TOPS BOTTOMS SHOES X
Short Average Tall e Style Details Graphi syl Detail Graphi
‘ Style Details Graphic i ¢ il o i S i

Primary Fabric . Primary Fabric @

Primary Fabric -
Primary Color Primary Color o

Primary Color

- Secondary Fabne @ Secondary Fabric @
Secondary Fabric Secondary Color Secondary Color o

Secondary Color

Head scale < -050 >
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Industry Practice

T
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MetaHuman Practical Session

Ymarfer Ymarferol MetaHuman
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Practical Task
eln pairs (Preferably 1 Game Developer + 1 Game Designer).

eLoad up https://metahuman.unrealengine.com/

eSpend some time creating your own MetaHuman.

*Try to make your character as believable as possible (NO ABOMINATIONS).
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Importing to Unreal Engine

Mewnforio i Unreal Engine
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Install MetaHuman + Plugins (UNREAL ENGINE 5.5 and under**¥*)

[

@ <> Discover My Library
Search
Store
Searchin ~
Library &5 Products
222 Publishers
Unreal Engine
Product types ~
oo
All products 6K
Fab ol
> @ 3D 57K
> B Material & Textures 14
> @ Animations 187
> % VFX s
> Dul 3
> () Game Systems 35
> 0Z Game Templates 18
> £ Tools & Plugins 75

& Tutorials & Examples

Q. metahuman

Results for "metahuman™

‘ Style 2o

Technical features

i H Formats ot H Tags e Price

v Discount A%

* Savings refer to the lowest price offered on Fab in the past 30 days before discount.

B\
o \ \
© o}
3 § -
METAHUMAN
o Hou ”
o
MetaHuman for Houdini W 4.5 (10} MetaHuman Plugin W 2.6 (158}
Epic Games Epic Games
From Free @ Saved in My Library

Metahuman - Medieval Cl...
Meta Clothes Designer

From £44.46

Modular Orcs - Metahu...
Polyphoria

From £311.28

e Soft
PRESENTS

Dazzle Softwar
PRESENTS

Greatdane

Modular Character, 24 Morph Targe

W 3.0 (3) Genesis Metahuman Greatdane
dazzlesoftware
From £17.77
* 2
oA
‘e
¢
W 5.0 (13) Stylized Metahuman W 5.0 (1}
whyrahal
From Free

Metahuman Astronaut - S...
Meta Clothes Designer

From £44.46

MetaHuman Plugin 2 Mo X

t' 2.7 k kA (158) Write a review = B
weta B Epic Games
tor
‘ Overview Formats Reviews
L .

MetaHuman for Maya
Epic Games

From Free

Elise - MetaHuman Chara...
xAndrei

From £4.42

© Saved in My Library
Export target

Unreal Engine S

Format

(J

(i) Define your preferred expol . et and format in your ¢ ings.

Description
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Install MetaHuman + Plugins (UNREAL ENGINE 5.5 and under**¥*)

Unreal Engine 5.5.4 Unreal Engine Plugins

Updates Available

Fab UE Plugin
Remove

- MetaHuman Plugin
g

Quixel Bridge
Remove
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Install MetaHuman + Plugins (UNREAL ENGINE 5.5 and under**¥*)

L> TIE TEGTT WITowW - To0T BUMT BTECT ACTOr eI

— oY

HisTORY .
% D HEX: 23 Platforms v
B ¥ Undo (Can't undo after: New Map) - = (D

Redo (Nothing to redo)
£) Undo History

= Outliner
= (el
Cut
Copy

® * & |temLab
v A Un

Paste

Duplicate
Delete

CONFIGURATION
414 Editor Preferences...
N% Project Settings...

v & Plugins

File Edit Window Tools Help - O

& Plugins x
+Add  &Plugin Directories (X metahuman £+ Settings

All Plugins f

 Experimental Version 5.5.1
The official Unreal Engine toolkit Epic Games, Inc.

SDK (Bxperimental) Version 1.0

Utilities and tools for working with YIEEANGES in Unreal Engii Epic Games, Inc. 5P

&= ALL PLUGINS

¥ INSTALLED 3
Codecs 1

Media Players X
MetaHuman 1

N/ BUILT-IN 629

2D 1
Accessibility 3

Runtime Version 1.0

Deprecated plugin now redirected to [[SERNMERSDK Epic Games, Inc.

« DD

Advertising 1
.\l &
Analytics 5
Android &
Android Background Service 1
Animation 44
Audio 24
Augmented Reality 8
BackgroundHTTP 1
BlendSpace 1
Blueprints 5
Build Distribution 3
Cameras 3
Codecs 5
Compositing 4
Compression 2
Computer Vision

Content Browser

CustomizableObjects

Dataprep

/\  Youmust restart Unreal Editor for your changes to take effect. Restart Now

1
4
2
Database 4
2
Denoising 4

5

Device Profile Selectors
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Quixel Bridge

5 €, Selection Mode v G =2y Emv >DPEYX: 8 Platforms v

$0D|@: S /LT 25+ BePerspective~ Bi1v  @Litv ®~ i%v f3v i @ 0= Outliner
GET CONTENT
- =v(Q
® * & ItemLabel o

e ggatent...
B Quixel Briye
T

1. Add to project.

¥5 Content Browser

f Basic > Quixel
FL < In: Metah /My MetaH X Search
e ’ Quiel Qs Metahumans My MetaHumans
e . & Cinematic >
2. Quixel bridge. s ol o one
(%) Virtual Production >
D Media Plate >l @ collections CURRENT METAHUMANS
*2 Visual Effects »
. . . E ‘(jermetry ; } ® MetaHumans
'olumes
3. Login to quixel bridge. X
& Place Actors Panel MetaHuman Presets
| My MetaHumans
4. MetaHumans. | © e
L] Local

5. My MetaHumans.

LEGACY METAHUMANS

3 )

-

¢

AN B

&8

. N A‘

-

Py
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Importing your MetaHuman

MetaHuman Creation - Creu MetaHuman

Computer Games Desigh & Computer Games Development - Dylunio Gemau Cyfrifiadurol a Datblygu Gemau Cyfrifiadurol

Bridge

Quixel
BRIDGE

1. Select your Metahuman.

(A Home

@ Ccollections

2. Choose a quality (Select
Medium or Low).

‘ ® MetaHumans

MetaHuman Presets

l My MetaHumans

3. Select Download. O Favories

[J Local

4. Select Add once the
download has finished.

(After downloading, enable
any missing plugins).

< Q In: Metahumans / My MetaHumans X Search

CURRENT METAHUMANS

LEGACY METAHUMANS

) §
N

-
0n ym

#

o

2

Restart required to apply

settings
Restart Now

Restart L...

My

DRDAVIS
METAHUMAN (4.1.2-38970255)

O

Medium (Optimized)

START MHC

i
70
o
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You’ll now find your MetaHuman in your content drawer.

» Favorites Q <+ Add o4 Import IR Save All &Fab @®© (& Al > Content > MetaHumans >

v UE5_6TEST g =20 v v
v B Al

v & Content
» @ Characters
b i Input

) mLevelPrototvping
w &= MetaHumans
» mm Common Common DRDavis
» @mDRDavis
» im ThirdPerson
» ImEngine

» Collections ® Q 2 items

B5 Content Drawer Output Log Cmd v
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Making the MetaHuman Playable

Galluogi’r MetaHuman i’'w chwarae
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MetaHuman Creation - Creu MetaHuman

Troubleshooting LODs

1. Open your
MetaHuman Character
Blueprint and select
Viewport.

2. In the left outliner,
select LODsync.

3. In the right outliner
you’ll find:

NumLODs
ForcedLODs

4. Change their values to:
NumLODs: 1
ForcedLODs: 0

» Favorites

Q

|2 Save All &2Fab ® & Al > Content > MetaHumans > DRDa

el O v

-+ Add ¥ Import

vis >

=

w UE5_6TEST Q
==
& All F - 8 B f 2
« & Content
il Characters
il Input
i LevelPrototyping [ ]
= iy
+ & MetaHumans
m Common Body Face FemaleHair Materials Previews Shared BP_DRDavis
» ImDRDavis
Bl | hirdPerson _
imEngine Blueprint Class
2 i@ Compile i =g Diff v (DFind *S HideUnrelated {F Class Settings ¢ Class Defaults W% Simulation >hrur No debug object selected v 15
4§ Components =2 Viewport x F Construction Sc. %3 EventGraph # Details
+Ad Q Bk P O Al Qv ¥ 0v B 10w O 10°v £, 0.25v M«Perspectivev 5 1v @Lity ®v %y Q B &
& Body v Variable
2
- Variable Name LODSync
®
i Legs Tooltip
2, Torso
& Face Category Default v
7 Eyelashes Editable when Inherited
¥ Fuz v Sockets
7 Eyebrows Parent Socket Non B X
7 Hair v oo
7 Mustache NumLoDs 3 d
JilEcard Forced LOD 5
[& MetaHuman — .
[ LoDSyne -
» Components to Sync 9 Array elements ® T L
o » Custom LODMapping 4Map elem ®0 9
Saacy (Q S v Tags
~ GRAPHS ® Component Tags 0 Array element ® 0T
22 EventGraph v Component Replication
¥ FUNCTIONS (19 OVERRIDABLE) Override v ® Compont
*f Construction Script
f EnableMasterPose
F ARKitFaceSetup 00
F LiveRetargetSetup
F LiveLinkSetup
F SetUpdateAnimationinEditor
F ConvertToMateriallnstanceDynamic
F HairLODSetup
MACROS ®
 VARIABLES ® +
Component:
Live Link +
Live Retarget ~ )
Materials
EVENT DISPATCHERS ® ~

o

B Compiler Results x
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Making the MetaHuman Playable

1. Open the default Third Person
character Blueprint:

Conent>ThirdPerson>Blueprints
>BP_ThirdPersonCharacter

2. Go in to the Viewport.

3. Reopen you MetaHuman
Character viewport.

» Favorites (9)4 -+ Add ¥ Import |2 Save All &Fab © All > Content > ThirdPerson > Blueprints
v UE5_6TEST g =aia o
v = All 9
» & Content
#m Characters
B Input
i LevelPrototyping ] t L ] o
& MetaHumans =
m Common BP_ThirdPerson = BP_ThirdPerson  BP_ThirdPerson
R EYE Character GameMode PlayerController
& ThirdPerson
-Blueprints Blueprint Class Blueprint Class Blueprint Class
i Engine
FIE—EaT T VTeW ey WITOOW o0t e
1‘) @ BP_ThirdPe..onCharacter x
[} i@ Compile i =g Diff v SDFind  *S HideUnrelated £t Class Settings | # Class Defaults B Simulation | L B No debug object selected v I
& Components x == Viewport X \f Construction Sc. F Move J Aim %2 EventGraph
+Add Q G RSO A v ¥ 0v B 10y O, 10°v £, 025+ W< Perspectivev %5 1v @@Lty ®v %4y
| 8 BP_ThirdPersonCharacter (Self)
% Capsule Component (CollisionCylinder)  Editin C++
R, Arrow Component (Arrow) Edit in C++
2, Mesh (CharacterMesh0) Edit in C++
& CameraBoom
W< FollowCamera
4% Character Movement (CharMoveComp)  Edit in C++
& My Blueprint x A 4
+Add Q & 5 r h:’
GRAPHS ® #'; ‘
2 EventGraph ¢ é ¥
— P 4
FUNCTIONS (39 OVERRIDABLE) Override v/ @ L ‘
~*f Construction Script Ww
F Move
F Aim
INTERFACES ’
MACROS [©) ‘ x
&
VARIABLES ®
= { e
EVENT DISPATCHERS @
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Your screen should look like this:

G RSO0 @ O 0w B 10y O 10°v £, 0.2+

File  Edit Asset View Debug Window Tools  Help

© BP_ThirdPe..onCharacter x
I )
[& Components X
-+ Add Q
® BP_ThirdPersonCharact
w 8¢ Capsule Componen
&, Arrow Component

2, Mesh (Characterh
v & CameraBoom

Compile $ -:5 Diff v @Find *% Hide Unrelated

i {Ct Class Settings zﬁ_

F Aim

faults B, Simulation

== Viewport X

6

JF Construction. F Move

RO A D Yo B o Q0

#: EventGraph

B<Perspectivev @ Litv ® v

W< FollowCamera

et AL

M My Blueprint x
+Add  Q &

~ GRAPHS ®

» %2 EventGraph

w FUNCTIONS ( Override v (®

7’ Construction Script
J Move
J Aim

» INTERFACES
MACROS ®

 VARIABLES ® z
» Camera |
EVENT DISPATCHERS ® Y

Compiler Results x

SHOW v CLEAR

¥5 Content Drawer

B OutputLog  BJCmd v

v

>hEX:
¢ Details
Q

w Transform

w Mesh
Location v
Rotation v
scal v ok

w CapsuleComponent
Scal v ok

Mobility
w Animation

Animation Mode
Anim Class

Disable Post Proc..

= (m] X

Parent class: Character

= v
x

B o
00 |00 [-890 ©
-00° |00° [2700 &
10 (10 [0

10 10 |10

Static  Static Mova
Use Animation Bluepri v

v €b® X e

Advanced
Mesh
, SKM_Quir v
Skeletal Mesh Asset
€k
Skin CacheUsage 0 Arrayelement (® T
Materials
MI_Quinn. v
Element 0 o
€ b =
MI_Quinn, v
Element 1 ©
€ B
Camera
Crouched Eye Hei 320
Base Eye Height 64.0

[® All Saved

¥’ Revision Control v

W« Perspectivev  f 1v @@Lty ®~v By i@ = Outhner X
=v Q v B
® * & |temLabel o Type
w A, Lvl_ThirdPerson (Editor) World
Lighting Folder

Window  Tools  Help

File  Edit Asset View Debug
& BP_DRDavis x
E

[# Components x

*% Hide Unrelated

=igDiffv @ Find
Viewport X
+Add  Q [

LF Class Settings iﬁﬂfﬁ
22 EventGraph

RO ai Dy Yo B iov

S Construction Sc...
B«Perspectivev @ Lit v
© BP_DRDavis (Self)
v Ay, Root
v 2 Body
2, Feet
2 Legs
2 Torso
+ 2 Face
M My Blueprint x
+Add Q &
~ GRAPHS ®
» ®: EventGraph
w FUNCTION Override v (®
~* Construction Script
F EnableMasterPose
F ARKitFaceSetup
f LiveRetargetSetup
F LiveLinkSetup
f SetUpdateAnimationir

4,
Vol

F ConvertToMateriallnst ‘

f HairLODSetup y-*
MACROS ®
+ VARIABLES ® Compiler Results x

» Components
¥ Live Link

@ ) LiveRetarget

» Materials
EVENTDISPATCHERS ~ (®
SHOW v

¥5 Content Drawer B Output Log

@~

CLEAR

DirectionalLight
ExponentialHeightFog
[Z] PostProcessVolume
* SkyAtmosphere

A SkyLight

gﬁ Simulation

DirectionalLight
ExponentialHeight
PostProcessVolur]

SkyAtmosphere
SkyLight
= [m] X

Parent class: Actor

> EX: £

¢ Details x

Q B %
v Live Link

ARKit Face Subj None v

Use ARKit Face

Live Link Body S. None v

Use Live Link B.

Live Link Body. Nv € BB X
¥ Actor Tick

Start with Tick E. v
Tick Interval (se. 00
Allow Tick Befor

» Advanced

w Live Retarget
Use Live Retarg...

w Live Retarget

Retarget Orig B. Use Animation Blue v/

RetargetOrighn.. v @ Bp @ X
Reargetanimc.. v € BB @ X
v Materials

Eyelashes Hi LO. eyelashes_HiLOD_shz

Eyelashes Mate. eyelashes_shader_shi
¥ Replication

Only Relevant to.

Always Relevant

Replicate Move.

NetLoad on Client

Net Use Owner..

1 asset editor was open when the
editor was last closed. Would you
like to re-open it?

Remember my choice
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Making the MetaHuman Playable

© BP_DRDavis (Self)

In your MetaHuman Viewport: s

1. Shift click and select every :Wm
component from Body down to i

LODsync. e

(Make sure all the drop downs e :

> EventGraph

H €6 »

are open, as seen with “Face”).

FUNCTIONS (19 OVERRIDABLE) Override v (®
~*# Construction Script
F EnableMasterPose
2. Control+C to copy these s

JF LiveRetargetSetup

J LiveLinkSetup
co m po n e nts L F SetUpdateAnimationInEditor
J ConvertToMateriallnstanceDynamic

J HairLODSetup

MACROS ®
VARIABLES ®
Components

Live Link

Live Retarget
Materials

EVENT DISPATCHERS ®

B Compiler Results x
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Making the MetaHuman Playable

iy .
v ) ® BP_ThirdPe..nCharacters x

=] i}j _g: Compile '9' Diff v

(6] Components x

Now in your =S
ThirdPersonCharacter Viewport: o)

A, Arrow Component (Arrow)
2, Mesh (CharacterMesh0)
o0 c . & CameraBoom
1. Select “Mesh” in the outliner. T
)
2 Torso
& Legs
& Feet
v 2 Face
¥ Hair
¥ Eyebrows

2. Press Control+V to paste in
your MetaHuman components.

M My Blueprint x
+Add Q
GRAPHS

%2 EventGraph

*f Construction Script
J Move

S Aim

INTERFACES

MACROS

VARIABLES

Camera
Components

EVENT DISPATCHERS

@ Find *g Hide Unrelated :

Edit in C++
Edit in C++
Edit in C++

FUNCTIONS (39 OVERRIDABLE) Override

=% Viewport

G K POVL A

‘@

v

B Compiler Results x

¥ Class Settings ¢ Class Defaults ®., simulation

x  f Construction Sc.. JF Move J Aim

v ¥ 0v B 10y O, 10°v £, 0.25v

>hEX:

%3 EventGraph

No debug object selected v

W<« Perspective v

LN

@ Litv

®v il
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Making the MetaHuman Playable

Now in your
ThirdPersonCharacter Viewport:

1. Select “Mesh” in the outliner.

2. Press Control+V to paste in
your MetaHuman components.

3. In the same left hand outliner,
drag “Body” on to the “Mesh”
component.

| D i
17 ) & BP_ThirdPe..nCharacter * x

EI Components X
+Add Q

@ BP_ThirdPersonCharacter (Self)
8¢ Capsule Component (CollisionCylinder)  Edit in C++
R, Arrow Component (Arrow) Edit in C++
2 Mesh (CharacterMesh0) Edit in C++
o CameraBoom
B« FollowCamera
v 2 Body
2, Torso
2 Legs
2, Feet
v 2 Face
¥ Hair
¥ Eyebrows

My Blueprint

2 EventGraph

* Construction Script
J Move
I Aim

INTERFACES

Camera
Components

2B i@ Compile i =g Diff v SDFind % Hide Unrelated

+Add Q e

GRAPHS ®

FUNCTIONS (39 OVERRIDABLE) Override v @

MACROS ®

VARIABLES ®

EVENT DISPATCHERS ®

{} Class Settings ¢ Class Defaults k@ Simulation

== Viewport x  f Construction Sc. F Move F Aim

G- RHOD A O YO B 0w O 10y 5, 025

=
@

Compiler Results

>DHEX:

#: EventGraph

No debug object selected v

W< Perspective v

M

@Litv
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Making the MetaHuman Playable

Staying in the O o —
ThirdPersonCharacter
viewport: i o e

v 2 Body
2 Torso

8 BP_ThirdPersonCharacter (Self)
% Capsule Component (CollisionCylinder) Edit in C++

8 Legs

8, Face

1. With body selected in the i

7 Fuzz
Q 7 lash
left outliner. .
M My Blueprint
+Add Q &

2. In the right outliner, reset | =~

FUNCTIONS (39 C DABLE) Override v @

~* Construction Script

the “Location” and

F Aim

“Rotation” to 0. - B
R
Components

EVENT DISPATCHERS ®

Your MetaHuman should

2 » i@ Compile i =gDiffv  @Find ° HideUnrelated }

_ e QY LS ORI DB

GRAPHS [©) ol

£F Class Settings ¢ Class Defaults

Qv ¥ 0v H 10v O, 10°v 2, 0.25v

No debug object selected v

22 EventGraph

&

A

_—
-

£ Details
Q
v Variable
Variable Name
Tooltip

Category

¥ Transform

Skeletal Mesh Asset

Skin Cache Usage

v Materials

Element 0

Editable when Inherited

Body
Def v
00 100 |890
-00° o0 [900..*
10 110 (10
Non B X
Use Animation Blueprint v
None v €b® X
None v
Non
e
0 Array element ® T
MI_BodySynthesized_Simplified v
©
@© B v st MiBodySynthesized Simy
00

stood in the same place as
the Mannequin.
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Your screen should look like this:

2 Compile : ®igDiff v SDFind S HideUnrelated i  $t Class Settings ¢ Class Defaults B Simulation H No debug object selected v
¢ Components i =% Viewport X f Construction Sc. F Move f Aim EventGraph # Details x
-+ Add Q G- RS0 A v ¥, 0v B 10v O 10°v £, 0.25v B« Perspective v (e}
8 BP_ThirdPersonCharacter (Self) v Variable
~ % Capsule Component (CollisionCylinder) Edit in C++ T Body
", Arrow Component (Arrow) Edit in C++ Toolip
+ & Mesh (C Editin C++
Category Default v
v & Body
Y Editable when Inherited
& Torso
’% Legs v Transform
2 Face Location v 00 |00 |00
¥ Hair Rotation v -00° o0 o0
¥ Eyebrows Scale v & 10 (1.0 (10
7 Fuzz ¥ Sockets
- Bk Parent Socket None
7 Mustache
¥ Animation
™ My Blueprint x \ Animation Mode Use Animation Blueprint v

+Add Q &
[~ GRAPHS ® w(‘)
2 EventGraph
' FUNCTIONS (39 OVERRIDABLE) override v ®
~*f Construction Script
F Move
F Aim
- INTERFACES
MACROS @

© VARIABLES ®
Camera
Components.

EVENT DISPATCHERS ®

¥

Compiler Results x

2

I

[ gl 3
%
’

Anim Class
Disable Post Process Blueprint
» Advanced

¥ Mesh

Skeletal Mesh Asset

Skin Cache Usage

v Materials

Element 0

v Component Tick

Start with Tick Enabled

Tick Interval (secs)

Advanced

4

Clothing

Allow Cloth Actors

Disable Cloth Simulation
Collide with Environment
Collide with Attached Children
Force Collision Update

Cloth Velocity Scale

Reset After Teleport

Cloth Blend Weight

Wait for Parallel Cloth Task
Cloth Max Distance Scale
Cloth Geometry Scale
Clothing Simulation Factory.
Teleport Distance Threshold
Teleport Rotation Threshold

 Leader Pose Component

None v €b ® X
None v
None
(G 3]
0 Array element ®0T
MI_BodySynthesized_Simplified v

© BB v St MiBodySynthesized_Simp

1 asset editor was open when the
3( editor was last closed. Would you
T3 like to re-open it?

Remember my choice
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Making the MetaHuman playable:

Select Construction Script next to the

Viewport.

1.

3.

In the left outliner, drag the “Mesh”

component on to the blueprint.

Drag from the mesh pin a search for
“Set Leader Pose component”, but
change its pin so it is now the “New

leader bone component”.

In the left outliner drag in:

Body, Torso, Legs, Face & Feet

Connect these pins to the “Target”
node.

Connect the Construction Script to the

“Set Leader Pose Compnent”, then
compile and save.

Computer Games Desigh & Computer Games Development - Dylunio Gemau Cyfrifiadurol a Datblygu Gemau Cyfrifiadurol
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& BP_ThirdPersonCharacter (Self)
8¢ Capsule Component (CollisionCylinder) Edit in C++
%, Arrow Component (Arrow) Edit in C++
2 Mesh (CharacterMesh0) Edit in C++
2, Body
2 Torso
2 Legs
2, Face
2 Feet
& CameraBoom

M4 FollowCamera

4~ Character Movement (CharMoveComp) Edit in C++

M My Blueprint x

+add Q £e;
GRAPHS ®
%= EventGraph

FUNCTIONS (39 OVERRIDABLE) override v (@)
~*# Construction Script

J Move

I Aim
- INTERFACES

MACROS ®

VARIABLES ®

Camera
Components

EVENT DISPATCHERS @

= ',(3 =_Qf Compile "; Diff v Find *@ Hide Unrelated : {::I- Class Settings ~ #” Class Defaults :kﬁ Simulation
¢ Components x =2 Viewport JF ConstructionSc.. x f Move F Aim
__ QG Rv 4= = f BP_ThirdPersonCharacter > Construction Script

>R E:

No debug object selected v

% EventGraph

Retarget Mannequin

Body @

T —

Legs @ ——

T —

"B Construction Script

Mesh @/

Torso @ —

Face @ — g

Feet@® — f

["f Set Leader Pose Component
Target is Skinned Mesh Compenent

=P o
|_— @ Target

/ @ New Leader Bone Component

Force Update

In Follower Should Tick Pose
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Head back to Viewport and your screen should look like this:

2 B ompile : =g Diff v SDFind %S HideUnrelated : % Class Settings  # Class Defaults B Simulation | T B No debug object selected v 5
[#| Components x == Viewport x  f Construction Sc... F Move F Aim % EventGraph - Details x
+Add Q G- RS 0DD 4 Qv ¥ 0v E 10v O, 10°v £, 025+ M« Perspectivev 151+ QLit- ®~ Q B
& BP_ThirdPersonCharacter (Self) v Graph Node
8¢ Capsule Component (CollisionCylinder) Edit in C++ T Rétafgét Mannaguin
", Arrow Component (Arrow) Edit in C++ = e
2, Mesh (CharacterMesh0) Editin C++
» Comment Color e
2 Body
8 Torso Font Size 18
Dl Show Bubble When Zoomed
2 Face
2, Feet Move Mode Group Movement v
& CameraBoom Details ~

W< FollowCamera

4 Character Movement (CharMoveComp) Edit in C++

B8 My Blueprint

+Add Q & LS
+ GRAPHS ® ﬂ
®2 EventGraph

[ FUNCTIONS (39 OVERRIDABLE) Override v ®
“* Construction Script

F Move

¥ Aim

> INTERFACES. )

MACROS ®

v VARIABLES ®
o > i/ e

Components

EVENT DISPATCHERS ®

N

B Compiler Results x

* [1720.32] Compile of BP_ThirdPersonCharacter successful!l [in 514 ms] (/Game/ThirdPerson/Blueprints/BP_ThirdPersonCharacter.BP_ThirdPersonCharacter)

1 asset editor was open when the
editor was last closed. Would you
like to re-open it?
Remember my choice
SHOW v CLEAR Yes No




\] Computer Games Design & Computer Games Development - Dylunio Gemau Cyfrifiadurol a Datblygu Gemau Cyfrifiadurol
N MetaHuman Creation - Creu MetaHuman

Making the MetaHuman playable:

@ File  Edit Asset View Debug Window Tools  Help - X
I nt h e vi ewpo rts left o utli ner: ) 8 B ThirdPe..onCharacter x D ERREE
2 B i@ Compile i =igDiffv  @Find %3 HideUnrelated : 4} ClassSettings ¢ Class Defaults B Simulation » 156 No debug object selected v
[& Components X =2 Viewport x f Construction Sc. F Move F Aim % EventGraph . Details
Add  Q G RSO [ M Dy YOy Holov O 10y £, 025 i
1 S '. h 13 M h [T o h . : td N % 3, X vis B4
. e e ct t e e s c o m p o n e nt O & BP_ThirdPersonCharacter (Self) v Lighting
8¢ Capsule Component (CollisionCylinder) ~Edit in C++ ]
", Arrow Component (Arrow) Edit in C++ o
v 2 Mesh (CharacterMesh0) Edit in C++ .
2 I h 3 h l. h “v. ” ry Body W Rendering
. Inthe right outliner search “Vis”. sy :
)
e Advanced
2 Face Visible in Reflection Captures

. . 7 Hair Visible in Real Time Sky Captures
3. Uncheck the Visible box. 7 e
7 Fuzz Visible In Scene Capture Only

¥ Eyelashes P——
i w Optimization

7 Mustache

4. Inthe “Visibility Based AnimTick |07 -

Option” drop down, select “Always | . . - e

Tick Pose and Refresh Bones. by e

Advanced

Visibility Based Anim Tick Option Always Tick Pose and Refresh Bones v

~* Construction Script
S Move
J Aim

INTERFACES

5. Compile and Save. ® g -

VARIABLES (©) -
Camera
Components

EVENT DISPATCHERS ®
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Congratulations your MetaHuman should now be playable.

2 €, Selection Mode v G 0v NpmEA:

@@Lty ®v %4y LBy
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