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The Artist's guide to editing the Editor:
Automation, Validation and Custom Tools %

Jack Condon
Senior Software Engineer
Epic Games



Because you can!
Your Pipeline, your way of working.

Editing the Editor' Whv? Efficiency means Quality

Do more with less.

Collaborate through tools
Reduce onboarding!
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Editing the Editor, Why?

Because you can!
Your Pipeline, your way of working.

Efficiency means Quality
Do more with less.

Collaborate through tools
Reduce onboarding!




Agenda ® \Workspace tooling & UX

@® Content Pipeline



Agenda

Asset Metadata & The Asset Registry
In Editor Geometry tools

Utility Tooling
Changing the Editor Ul
Interchangein 5.4

Asset Validation



Customize Editor Ul

Your workspace, your way!
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Editor Utility Widgets

Jacks Favorite Widgets to use



el

¥ g — K= 2 B

i E A = o B ¥ ok - " anhor =
——— — T T P = e R L.
=% _§) T —EB\" , T S
Tem. =

| — . L G

Magic Sword

%

i
e ey 2
o .9
. I

Cest 56,000

Editor Utility Widgets

‘Sinlge Property View



cUW_Larasnowliass cUVW_Lardsnowbataasset Hem_simpieAxe

-\

— T " < 77 ? —
2D @ '!0 ¥ ]0. _). 0254 CH1 Kan Ban Widget b=

— ’ ‘-‘ =i (@)

1 B

X - EUW Card Show.. x - O ¥ olled Unsaved
o ; Actor Post Process
ltem_SimpleSword v
q item Data ‘ 4> Aesh Actor Show me
4
tem Label &

A MainWorld (Editor
&= Geo

@ Building_01

B Building_02

@ Building_03
Other
BP_Crate7
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Energy
BP_Lamp5
BP_Lamp6
BP_Moving

Simple Sword

)eele -

eeeeleeleelee@]

Ige Property View

ors (423 loaded)

:
*dltor Utili



EUW Card Show.. x

ltem_SimpleSweord
Item Data ‘

# Edit
I": Copy

T Clear

Q

I* Mame a

‘ Ir:n r'I|‘||J|U5\.-'E
T3 ASS5E

Editor Utility Wldgets

Sinige Property View ?1
T




EDITOR
& Asset Thumbnail Widget
(i) Details View
& Object Mixer (Generic)
) () single Property View
INPUT
LISTS
MISE
OPTIMIZATION
PANEL
PRIMITIVE
SPECIAL EFFECTS
SYNTH

UNCATEGORIZED x LA A L L O A L L O imy o N BIYS I AU S
USER CREATED i

VIRTUAL PRODUCTION \ @

ADVANCED ,. Show Card

I= Hierarchy % = Bind Widgets

Q

|[EUW_CardShowDataAsset]
[ [vertical Box] ol ®
(] SinglePropertyView o ®
=8 Button_53 ol @
[Commen Text] "Show Card"

Size Box|

Sinlge Property View - i

-+ Animation  Q, N



& Details b

T

{1 SinglePropertyView Is Variable Open SinglePropertyView

Q

v Slot (Vertical Box Slot)

Padding 0.

Size Auto. Fill

Horizontal Alignment r e e = e

Vertical Alignment L T ]
v View

Property Name =) [temData

Advanced
v Accessibility

Owverride Accessible Defaults

Editor Utility Widgets

Sinlge Property View - * "™

Tool Tip Text

Bind w

BE 4



iCJ

4> Event Pre Construct

Is Design Time —_—
T Set Object

Target

B New Object

i

' Single Property View

&> Event Construct

"~

Editor Utility Widgets

Sinlge Property View



-y

- »
8 B Qxcmvm R oo G P EA

314 G'} = Sae N ; P
o ™
et - Ve— - — W1

-
.-
Ne o——
7 It

R UndscapeivasringPuay_ 11 - a2
B Lrr vy L e
” b S ——;

] " ] K] n
- —

P — A-.n.- e R

itor Utility Widgets

.JIetalls Panel .

(X N po———



GRAPHS ® & Details X

%2 EventGraph (&) Detailsview Is Variable Open DetailsView

FUNCTIONS VERRIDABLE @

J TagToString
T FilterData

Q

w Slot (Vertical Box Slot)

B &

b Padding 0.0
MACROS ® Size Auto  Fill
VARIABLES ® Horizontal Alignment o * ==
Filter Vertical Alignment | LR e n ||:
SearchFilter Inventory SearchSt L @& v View
ActorToSearchFor n = Allew Filtering
AnotherVar N Column Width 065
Config ' w Categoriesto Show 1 Array element O] ﬁ
Seftings o] )  Filter v
Appearance =
|nppput Properties to Show 0 Array element @ U
Interaction b Advanced
Performance + Accessibility
Layout T
Behavior Override Accessible Defaults
Render Transform
Localization A
Rendering
. . p Advanced
Navigation
DetailsView AR ¥ Behavior
SizeBox_0 — Tool Tip Text Bind w
) WBP_CarditemList @ () o Enabled o
i Visible W Bind »
o] ST 2 I
i
Items BPS Card T, ist 0 =
R w Re nsform
Deta Ils Pa:ﬂel}e - O|}]E'C‘[ O P Transform
EVENT DISPATCHERS @ p Pivot 0.5 0.5



GRAPHS ® & Details X

%2 EventGraph (&) Detailsview Is Variable Open DetailsView

FUNCTIONS VERRIDABLE @

J TagToString
T FilterData

Q

w Slot (Vertical Box Slot)

B &

b Padding 0.0
MACROS ® Size Auto  Fill
VARIABLES ® Horizontal Alignment o * ==
I Filter Vertical Alignment L 1y ”:
SearchFilter Inventory SearchSt L @& v View
ActorToSearchFor n = Allew Filtering
AnotherVar N Column Width 065
Config ' w Categoriesto Show 1 Array element O] ﬁ
Seftings o] Filter v
Appearance =
|nppput Properties to Show 0 Array element @ U
Interaction b Advanced
Performance + Accessibility
Layout T
Behavior Override Accessible Defaults
Render Transform
Localization A
Rendering
. . p Advanced
Navigation
DetailsView AR ¥ Behavior
SizeBox_0 — Tool Tip Text Bind w
) WBP_CarditemList @ () o Enabled o
i Visible W Bind »
o] ST 2 I
i
Items BPS Card T, ist 0 =
R w Re nsform
Detalls Pa:ﬂel}e - O|}]E'C‘[ O P Transform
EVENT DISPATCHERS @ p Pivot 0.5 0.5



EUW Registry Ta.. »
w Filter
B Search Filter
Actor to Search For

Another Var

Name
Large Sword
Short Sword

Health Potion
Energy Potion
Large Axe

Details Panel

-I Use Selected
Copy

W‘ Clear
We o

{ !tem Label «

B - L MainWorld (Editor)

( $% 1M_Cube_Chamfers
$% 1M_Cube_Chamfer?
<2 1M_Cube_Chamfers

W‘ $2 1M_Cube_Chamferg
<5 1M_Cube_Chamfer10
§% 1M_Cube_Chamfer11
&2 1M_Cube_Chamferi2
$% 1M_Cube_Chamfer14
5 1M_Cube_Chamfer15
§% 1M_Cube_Chamfer16
2 1M_Cube_Chamfer17

1M_Cube_Chamfers

Editor Utility Widgets

€

Cost

000.0
. »100.0

50.0

e 90.0

000.0

Stack Amount
NA
NA
5
10
NA



EUW Registry Ta.. »
w Filter
B Search Filter
Actor to Search For

Another Var

Name
Large Sword
Short Sword

Health Potion
Energy Potion
Large Axe

Details Panel

-I Use Selected
Copy

W‘ Clear
We o

Item Label
L MainWorld (Editor)

( $% 1M_Cube_Chamfers
$% 1M_Cube_Chamfer?
<2 1M_Cube_Chamfers

W‘ $2 1M_Cube_Chamferg
<5 1M_Cube_Chamfer10
§% 1M_Cube_Chamfer11
&2 1M_Cube_Chamferi2
$% 1M_Cube_Chamfer14
5 1M_Cube_Chamfer15
§% 1M_Cube_Chamfer16
2 1M_Cube_Chamfer17

1M_Cube_Chamfers

Editor Utility Widgets

[ I
&

Cost

000.0
. »100.0

50.0

e 90.0

000.0

Stack Amount
NA
NA
5
10
NA



0 weep
e Nt = Ot .
T x - o
= — oeme S — -
——— st o s P e
P ——ees
» 4 wmizsa e iad BTl

M

P T— (

Wawnsy | o €31 wevey

7 i

B et v ) [ RIS

+ -
P e R T — e

& ) vians
= M Vewvar st Qb

T e ee— T e TS T e . [E7 S I pr— - T,

Editor Utility Widgets

_Object Mixer

[N [Ty M OB st Wiwwnioon = @ | Batsew  1° evencond



e Bb L e

Editor Utility Widgets

Object Mixer



—~, File Edit Asset View Debug Window Tools Help

(A1)

' [] Message Log 8 plugins i MainWorld N% Project Settings
m: L ] . " Lo ‘ ) [ ! & v o
- | (8] =) Compile ; b Run Utility Widget g Diff v > » ||l No debug object selected v
H FalE“E X - LiL}I'EII"_,-' ! 108 1] | Fal £ 5 | A0 RN
» object
EDITOR
o G55 Mixer (Generic)
USER CREATED ' e g
|71 VPUI Context Button Bloiae: History CRENE gty | Fogesdoy | MiSinadig
|_|WBPMEEFE| 1 & % ® {7 lemLabel * Type
x | i MainWorld {
Z % BP_F
Lo =z BP
* : BF

.= [, =
i

el

j = By =

Editor Utility Wid

Object Mixer




ELUW_Foghdixer=

Hlot | Stack Box Slat)

Dibjert Mines

w Accoseihity

Edltor Utility Widgets

Performanc &

|2 Wariable

o Designer
ek X
0]

OWF Fog Obpect Mxer Filter



s

7 %

ne EUW_FogMixer M_FogSphere

Editor Utility Widoat Matena

Blueprint

Cine i
Gameplay
Input

Live Link
Material
Media
Miscellaneous
Motion Design
Paper2D
Physics
Remote Control
Texture

Tool Presets
User Interface
World

N NP ANIERE N NP ANIER B NN N NP ANZIEN N NP LN LN

o

o
o
@
-
@
-5
]

@ Haptic Feedback Buffer
@ Haptic Feedback Curve
@ Haptic Feedback Sound Wave

=5 Interchange Blueprint Pipeline Base

I
=
-

Interchange Blueprint Pipeline Base
@ Interchange Import Test Plan
@ Interchange Pipeline
@ Interchange Python Pipeline
@ Landscape Layer

@ Level Variant Sets

& Object Library

=" Object Mixer 'ii_tter

G:— OpenColorlO Configuration

e Preview Mesh Collection

‘ String Table

v 4} Settings

Blueprints are special assets that provide an intuitive, node-based interface that can be
and script level events; giving designers and gameplay programmers the tools to quickly

within Unreal Editor without ever needing to write a line of code.
Id (Ctrl + Alt) for more
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User Toolbox Plugin

L

(Experimental) Plugin to arrange your tools.



User Toolbox Plugin

Create Menus easily
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User Toolbox Plugin

Change workflow and look
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User Toolbox Plugin

Change workflow and look
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User Toolbox Plugin

Change workflow and look
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User Todlbox Plugin

Create New tools



User Todlbox Plugin

Create New tools
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Bind your own Hotkeys!
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Utility toolbar

Ea

Pick Parent Class

Editor Utility Actor
Editor Utility Object

Base class for all asset action-related utilities
Any functions/events that are exposed on derived classes

Library of static functions that can use the editor APIs

@ vpPViewporiTickableActorBase

Editor Utility Tool Menu Entry

Select Cancel
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If you don’t see this..
Write Values

[/Script/UnrealEd.EditorExperimentalSettings]

bEnableEditToolMenusUI=True

Into

Config\DefaultEnginePerprojectUse
rSettings.ini
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Easily modify editor Ul in Blueprint!
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Utility toolbar

Easily modify editor Ul in Blueprint!
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Easily modify editor Ul in Blueprint!
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Home Browsev Industriesv Freev OnSale Wault Help Search Products.. Q '. E.

sirjofri- Code Plugins - Dec 2, 2022

Slate Icon Browser Slate Icon Browser

***** v 8 Breviewswritten | 1of 1 question answered

e ':l Browse Slate brushes for all Editor styles and copy their code snippets
Search for Brushes
Copy code snippets :

All loaded Slate Styles

; Supported Platforms
: Open in Launcher L |
: : = Supported Engine Versions
- e
- e 50-53
Siano oo Mowisr ol Tm

> Engine Plugin
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Slatelcon-Browser
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Utility toolbar

Easily modify editor Ul in Blueprint!



Utility toolbar

Easily modify editor Ul in Blueprint!
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Write

[/Script/Blutility.EditorUtilitySubsystem]
Utility toolbar StartupObjects=<Reference>

Run At Start up €.8.
StartupObjects=/Game/Toolbar/ETB_CameraToolBoxButton

Into

Config\DefaultEnginePerprojectUserSettings.ini
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Color Picker " ;

Template color choices, share them with the team!



To shareis simple

Lets keep art directors happy!

Copy values from

Saved\Config\WindowsEditor\Editor
PerProjectUserSettings.ini

[ColorThemes]
Into

Config\DefaultEnginePerprojectUse
rSettings.ini



Geometry toolsets

Iterate faster In Engine!
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® @® Details Button
e I or @® Asset Scripting

@® Async Tasks
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Pick Parent Class

* COMMON
@ Editor Utility Actor Editor Utility Actor
Editor Utility Object Editor Utility Object
ass for sset action-relat
Asset Action Utility Base class for all asset action-related utilities

Any functicns/events that are exposed on derived classes

=} Editor Function Libra'g Library of static functions that can use the editor APls

Editor Function Library
* ALL CLASSES

.. * = .-Jlul\..l L ] - L] [ L] ... Q |
- ——— S . P L AbcimportSettings
8 Actor

8 AnimationEditorPreviewActor

8 AvaViewportDataActor

@ BaseTransformGizmo

W4 CameraActor

©  ChaosVDParticleActor

@, ChaosVDSceneQueryDataContainer
e

Editor FunctionLibrary

4
B CarneB a1
352 items

Auto Gen UV Case Study Cancel



Editor Function Library

Auto Gen UV Case Study
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Asset Editor utility

. Creating UV Case study




P CenarstellV

=D

Return Value

Asset Editor utility

. Creating UV Case study

T Get Selectod Assets

Lﬂ?nr!acﬁ Loop

b —— P Esec Loop Body B
Array Array Element &
Amay Index

Completed [

"+ Cast To StaticMesh
» »
& Object Cast Failed [

As Static Mesh i

I Auto Gen UV
» ]
Static Mesh
World Context

Options



SBeperately - )
I I Get Selectod Assets '@or Each Loop
P — B B —— [Exec Loop Body B
Return Value Array Array Element @
Amay Index

Completed [

v Cast To StaticMesh
=g »
@& Ohbject Cast Failed [

As Static Mesh @

Asset Editor utility

. Creating UV Case study

™ Auto Gen UV

@ Static Mesh
& World Context

Options



I Get Selectod Assets

=D

% CenarstellV

Return Value

'@or Each Loop

b —— P Esec

Array

Loop Body B
Array Element @
Amay Index

Completed [

v Cast To StaticMesh
S —"hg . »
@& Ohbject Cast Failed [

As Static Mesh @

™ Auto Gen UV

@ Static Mesh
& World Context

Options

Asset Editor utility

. Creating UV Case study
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= 1 Creates — —m
1.0 > 1.4
i And passes Parameters to o

Editor Utility Editor Utility Task(s)
Widget / Asset / Scene

Editor Task Utility

Async Mutible tasks processing With Progress Ul!



% CenarstellV

“F Get Selectod Assets mor Each Loop
P — B b —— P Esec Loop Body [p - ——f—
Return Value Array Array Element @
Amay Index

Completed [

v+ Cast To StatichMesh
» »
@& Ohbject Cast Failed [

As Static Mesh @

F Ruto Gen UV

> D
@ Static Mesh
World Context

Options

Editor Task Utilit

. Async Mutible tasks processing With Progress Ul!
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¥ Set Task Notification Text 7 Finish Executing Task
&> Event BeginExecution I Auto Gan UV
> 4 B » L4
Target 51atic Me "
1 World Gt 1
' Format Text =
Opti
Format Result @ _— e
Static Mesh
Mesh

¢ f (i('!'l)b,rd Name

Ctpect Retum Vake

Static Mesh

Editor Task Utility

. Async Mutible tasks processing With Progress Ul!
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Mesh
F Get Object Name
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»
Stanc Mesh @

Editor Task Utility

. Async Mutible tasks processing With Progress Ul!
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(ﬁ? Event BeginExecution "

Targer | gelf |
o1
W Format Text
Format Result =
- ® Static Mesh @
Mesh

©F Get Object Name

B Cbpect Retum Vake

Static Mesh @

Editor Task Utility

. Async Mutible tasks processing With Progress Ul!
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Editor Task Utility

. Async Mutible tasks processing With Progress Ul!
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Editor Task Utility

. Async Mutible tasks processing With Progress Ul!
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Transactions

_Add your actions to history! (Allow Ctrl + Z)



Transactions -

Add your-actions to history! (Allow Ctrl + Z)
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Add your-actions to history! (Allow Ctrl + Z)



Transactions -

Add your-actions to history! (Allow Ctrl + Z)



Content Pipeline

Sreamlining your everyday



Import Pipelines

A big part of making a world is going to be done
outside of Unreal Engine- handling this is done with
the Import Pipeline and it’s a big deal.

An Import pipeline can;



Import Pipelines

A big part of making a world is going to be done
outside of Unreal Engine- handling this is done with
the Import Pipeline and it’s a big deal.

An Import pipeline can;

Enforce standards

Minimize repetitive tasks

Make onboarding easier

Allow you to (re)import mass data.
work nondestructively and predictably.
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Pipeline integration (The Old Way)

Extensive features to integrate Unreal Engine into
your existing processes

Datasmith: seamless data conversion

Python scripting for pipeline integration and automation
FBX, USD, Alembic, and gITF support

Visual Dataprep lets you create import recipes

Navisworks, IFC N -

3ds Max, Cinema 4D
DATASMITH

python

UNREAL




The New Way! Interchange

New import and export framework for Unreal Engine.

@® Aims to be file format agnostic

Navisworks, IFC

sasromms

3ds Max, Cinema 4D

LD

UNREAL




The New Way! Interchange

New import and export framework for Unreal Engine. (Experimental)

@® Aims to be file format agnostic (More formats coming) @

Navisworks, IFC

sasromms

3ds Max, Cinema 4D

LD

UNREAL




The New Way! Interchange

New import and export framework for Unreal Engine. (Experimental)

@® Aims to be file format agnostic (More formats coming)
@® Asynchronous

Navisworks, IFC

sasromms

3ds Max, Cinema 4D

LD

UNREAL




The New Way! Interchange

New import and export framework for Unreal Engine. (Experimental)

@® Aims to be file format agnostic (More formats coming)

@® Asynchronous
@® Customizable

Navisworks, IFC

sasromms

3ds Max, Cinema 4D

LD

UNREAL




The New Way! Interchange

New import and export framework for Unreal Engine. (Experimental)

@® Aims to be file format agnostic (More formats coming)
@® Asynchronous

@® Customizable

@® \Works At Run-time too!

Navisworks, IFC

sasromms

3ds Max, Cinema 4D

LD

UNREAL
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Soit'samore
complicated
Importer?

Why should | care as an Artist?



Customization!



Interchange Key Terms

R —
1. & =
— —
o |
Translator Pipeline Stack UASSET
[=i Pipeline #1 |

[Iel Pipeline #2

[fe=1 Pipeline #3

_




Interchange Key Terms
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Translator



Interchange Key Terms

1. @
Lo

Translator



Interchange Key Terms

= |
L, & =

Translator Pipeline Stack



Interchange Key Terms

-|—>o ‘ | k

Translator

Pipeline Stack

Assets
Scenes
Materials
Textures



Interchange Key Terms

R
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Translator Pipeline Stack
F=i Pipeline #1

|Iel Pipeline #2

fe=i Pipeline #3



Interchange Key Terms

= |
L, & =

Translator Pipeline Stack &
_ [fe=1 Pipeline #1A
fe=1 Pipeline #1 - =
- fe=1 Pipeline #1B
|Iel Pipeline #2 v

fe=i Pipeline #3



Interchange Key Terms

= |
L, & =

Translator Pipeline Stack &
- |Iel Texure Pipe
[Iel Asset Pipe —
— |Iel Material Pipe
|Iel Pipeline #2

fe=i Pipeline #3



Interchange Key Terms

A B h

Translator Pipeline Stack UASSET
[=i Pipeline #1 |
Eel Pipeline #2 — f)
EGI Pipeline #3

_

Factory



Interchange Key Terms
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Translator Pipeline Stack UASSET
[=i Pipeline #1 |

[Iel Pipeline #2

[fe=1 Pipeline #3
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Interchange Pipeline Configuration (Import Content)

Import source Dy/Talks/PreProductionCheckList/Assets/Camera/AntiqueCamera.gltf
Choose Pipeline Stack: Assets v

LI DefaultGLTFAssetsPipeline (InterchangeGenericAssetsPipeline)
Ll DefaultGLTFPipeline (InterchangeGLTFPipeline)
LI BIP_PostPipeline_C_0 (BIP_PostPipeline_C)

Q

General All

¥ Textures
Do SRGBCorrections
w Kan Ban

Add to Kan Ban

Asset Types to Add 2 Array elements

Artist Mame

Jack
Status In Progress
¥ Default
Auto LV

®
cl

Interchange Import

Window

@

Use the same settings for subsequent files

Reset Selected Pipeline

Import

Cancel

X



Interchange Pipeline Configuration (Import Content) X

Import source Dy Talks/PreProductionCheckList/Assets/Camera/AntiqueCamera gltf Recet Seloctad Pineline

s |Choose Pipeline Stack: Assets v

I DefaultGLTFAssetsPipeline (InterchangeGenericAssetsPipeline)
1 DefaultGLTFFipeline (InterchangeGLTFPipeline)
! BIP_PostPipeline_C_0 (BIP_PostPipeline_C)

Q &

General All

¥ Textures
Do SRGBCorrections
w Kan Ban

Add to Kan Ban

cl

P Asset Types to Add 2 Array elements G-:l
Artist Name Jack L
Status In Progress W L
w Default
Auto LV

Interchange Import
Window :

Use the same settings for subsequent files Import Cancel



Interchange Pipeline Configuration (Import Content) X

Import source D:/Talks/PreProductionCheckList/Assets/Camera/AntiqueCamera gltf Reset Selected Pipeline

Choose Pipeline Stack: Assets v

I DefaultGLTFAssetsPipeline (InterchangeGenericAssetsPipeline)
mmm) L1 DefaultGLTFRipeline (InterchangeGLTFRipeline)
LI BIP_PostPipeline_C_0 (BIP_PostPipeline_C)

General All
¥ Textures
Do SRGBCorrections
w Kan Ban
Add to Kan Ban

b Asset Types to Add 2 Array elements ®

cl

Artist Name Jack =y

Status In Progress W L
¥ Default

Auto LV

Interchange Import
Window

(@ Use the same settings for subsequent files Import Cancel



1! Interchange Pipeline Configuration (Import Content) X

Import source D:/Talks/PreProductionCheckList/Assets/Camera/AntiqueCamera.gltf Reset Selected Pipeline

Choose Pipeline Stack: Assets v

I DefaultGLTFAssetsPipeline (InterchangeGenericAssetsPipeline)
1 DefaultGLTFFipeline (InterchangeGLTFPipeline)
! BIP_PostPipeline_C_0 (BIP_PostPipeline_C)

Q &

General All

¥ Textures

Do SRGBCorrections

w Kan Ban

Add to Kan Ban

P Asset Types to Add 2 Array elements @ ﬁ
—) Artist Name Jack L
Status In Progress W L
w Default
Auto LV

erchange Import

(@ Use the same settings for subsequent files Import Cancel



Enough Theory,
Show us the goods!
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ZChange Defaults

,“Basjc Views Take away the guéss work!



L 3

Interchange Pipeline Cenfiguration (Import Content)

e
? Import source Di/Talks/PreProductionCheckList/Assets/Shoes/priest_karol_wojtyas_sp:mmssp Basic Layout Filter on Contents
> L DefaultAssetOptions
o Ll DefaultGLTFPipeline
- Ll TestFactorylLookup
o
-
-
™ Q
- General Animaticn Seguences Materials Skeletal Meshes Static Meshes Textures All
r
S— P Animations
L]
- w Materials
=
r
-
o 1_Default_Opague v
o Parent Material
“ € b
g
o
Y
-
-
o
o
. 3
I
o

Change Defaults

BEE

as'ic Views Take away the guess Wng! the same settings for subsequent files Import

X

Reset Selected Pipeline

Preview, .

Cancel
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Customlze for your project
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Customlze for your project
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Customlze for your project
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Customlze for your project
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Building your Own

Create your own pipelines for your specific needs!
Blueprint, CPP & Pyhton
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BYO Pipeline ~*

Have your.own logic in BP, CPP, or Python
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Modify Factory nodes

Reuse code! Change what you need to!
A gITF Case Study
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Change Factory's

gITF Case Study - Customised Via UDeveloperSettings



giTF Case Study
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giTF Case Study

glTF Translator (gITF Flavor)

Change Material
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Change Factory's

Simple Blueprint Example, Replace Material Parent
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Change Factory's

Simple Blueprint Example, Replace Material Parent
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Cool Use Cases for your
own Pipelines

@® Set correct parent Material Instances
to take the guess work out of your art
pipeline

® Create derived assets such as
creating DataAssets or Foliage

@® Perform geometry modifications for
your art pipeline



Metadata

And how it can help



Metadata & the Asset
Registry

Asset Metadata & Metadata in the Asset
Reqistry are not the same.
Both are useful tools depending what your
doing!
Asset Metadata can be set In editor OR your
DCC and read during / post import.
Asset Metadata is saved to the UASSET file
on disk. This means

@® The Asset must be loaded in order to

read the Data.
@® The assetis Dirtied if the Metadata

changes.



Meta data from your DCC

Maya 3ds Max




Get MetaData

47 Get Metadata By Name
Custom Event : : -
5 1 Load Asset “ f Get Metadata Tag  f Print string
~» »—» »—» D
= 2 Asset Path Return Value @ ———— @ Object Return Value @& 2 In String

Asset Path &
Development Only

® Tag
/ i
Tag Name to Find @~

To use these nodes, your Blueprint class must be derived from an Editor-only class, such as the
PlacedEditorUtilityBase



Set MetaData

&7 Add MetadataTag

Custom Event

[ Load Asset St Metadata Tag

»
~~» P-a———p

@ Asset Path Return Value @ @ Object

» Asset to Save

Asset Path @ ® Tag e
Only if Is Di
"_——-—\/ @ Value ¥ v @

Tag Name to Set @

Asset Path ©

Value to Set «

To use these nodes, your Blueprint class must be derived from an Editor-only class, such as the
PlacedEditorUtilityBase

Return Value

B
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Note! Interchangeis
Runtime, meaning you
won't have access to BP
editor only functions

But we are working on it! (psst; its in main already)
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Asset Registry Data

Is not Asset MetaData (Although it is
metadata)
The Asset Reqistry is built side by side to our
UASSETS. It is generated on each machine
based on rulesets. Because of this;
@® It can be used without loading the
asset.
@® Itis based on derived information
based on rulesets-
It can be used at Runtime too!



Asset Registry
Useful for selected assets without loading them!
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BackLog

KanBan Example

Case study of Asset Registry x MetaData



Other Metadata
Usecases

@ sct Material Instances based on MetaData
@ Use MetaData in Visual Dataprep
@ riecute Geometry tools.



Interchange &
Validation

Just because we can, should we?




Asset Validation

The right tool for the right job



Asset Validation Plugin

Framework for validating assets on
demand.

Blueprint & CPP

Very customizable, can be applied by
overriding any Uobjects IsDataValid
function- Or create your own rules in a
UEditorValidatorBase

Can be executed from Editor (On save,
On pre-commit etc)

Can be executed from Commandline
(for automation)
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Interchange for
Validation?

How would we tell a user early on there's a problem?



Editor
Validator
Subsystem

&£ Event Seripted Execute Past Factory Pipeling
Base Hode Contasner

Factary Mode Key

Created Asset

|s AResmport

I Print String

“F Iz Object Valid

Target Vahdation Emmarg i0E
n Object Valsdation Wamings i
n Validation Usecass Retum Value

i J Got Dasplay Name

Obpect Aetum Value

n String

Developmaent Cnly
L

Aetum Value

Add pin @

‘-‘ Enurm o String

Raeturn Value

Asset Validator As Pipeline*

*Requires Interchange Blueprint Editor Pipeline in 5.5



Interchange Testing

Get Be!i_able Results .
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Asset Reference
Restriction Plugin

How to handle the new use of Content Plugins
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DLC Content

The truth is theres many
places to make
mistakes, and nothing to
stop you!

Developer Folder
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Reference . ——
Restrictions

Restrict refrence errors well before
you submit!
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Reference

Restrictions

Restrict refrence errors well before
you submit!
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Restrict refrence errors well before
you submit!
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Reference
Restrictions

Restrict refrence errors well before
you submit!




Project.Uproject

"AdditionalPluginDirectories":[

S!'lar.ed P!ugln “../../../../StudioPlugins/5.3"
Distribution ]

Access Plugins in a shared folder



Wrap up

Interchangein 5.4

Asset Validation

Asset Metadata & The Asset Registry
In Editor Geometry tools

Utility Tooling

Changing the Editor Ul



&

Thank you!

Jack.Condon@EpicGames.com
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