How to make an animated skin.





Making an animated UT skin is easy in principle, although it does involve more work than with a classic one. The Unreal engine on which UT is based can be told to display a series of textures, in sequence and at a specified rate, thus creating an animated image. We simply use that feature of the engine to create the skin animation. After all, a skin is only a set of textures specifically designed to wrap themselves cleanly around 3d player models. I will be using Dazzler to illustrate the procedure.





Step 1. Decide what your skin will look like, where the static parts and animated parts will be.





Step 2. Make the static parts of the skin in the usual way, keeping blank the spots where the animated parts will be. Since the static parts won't change from frame to frame, they can be made first and simply copied as many times as needed. You will get images that look like these:
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Step 3. Make the images for the animated parts. You must decide how many frames you want to use. I don't think there is an actual limit to the number of frames you can use, but each frame must be included in the final skinfile and this will make the size of that file rise quickly. For Dazzler, I chose eight frames for the animation. For instance, here is the sequence for Dazzler's gold sparks.





�EMBED Paint.Picture ���  �EMBED Paint.Picture ���  �EMBED Paint.Picture ���  �EMBED Paint.Picture ���





�EMBED Paint.Picture ���  �EMBED Paint.Picture ���  �EMBED Paint.Picture ���  �EMBED Paint.Picture ���





The same sequence was also made in red, green and blue for the team colors and in dark purple for the noteam skin.





Step 4. Copy the static parts of the skin over each of the animation frames. Most graphic editors will allow you to easily select only the desired parts of an image and to copy them over an other image. I can't get in too much detail here, everyone has his or her favorite editor, but it is not too hard to figure out. Here are the resulting images for Dazzler's gold team legs.
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A similar sequence must be made for each team color and for each animated part of the skin. As you can see, it makes for a lot of textures. For instance, Dazzler's torso and leg parts are animated, each in five separate color variety and each color having eight separate frames. If you do the math, it comes to 80 textures. But since a lot of the work is simple cut and paste, the labor involved is not as bad as it first looks.





Step 5. You must now use UnrealEd to import the frames in the skin file itself. Don't forget to convert them to .pcx format first, with 8 bits 256 colors depth. The first image of each sequence is imported like a normal skin texture, following the UT naming convention. The .int file is also made in the usual way. Other tutorials exist that describe these operations very well so I won't give more details here. At this stage, the skin can be tested in an actual botmatch to check that everything is ok with the utx's and int's structures.


Now you must import the other textures for the animations. For instance, the first frame of Dazzler's gold team legs is named Dazl2T_3. You import each of the other frames of the sequence with the same name, but adding the suffix _Axx to them. In this case, you would get 7 more textures named





Dazl2T_3_A01, Dazl2T_3_A02, Dazl2T_3_A03, Dazl2T_3_A04


Dazl2T_3_A05, Dazl2T_3_A06, Dazl2T_3_A07.





Do this for each animation sequence. The _Axx suffix will automatically tell the Unreal engine to display each texture in sequence and create the animation.





Step 6. If you started the sequence with _A00, then the animation would be complete. Doing it that way would however interfere with UT's skin name convention so this is why you must start it with _A01 in the second image's name. This means that you must manually tell the engine which frame follows the first one. Put the cursor on the first texture of the sequence and hit the right mouse button to open the following small menu:
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Click on the top line. In Unrealed 1, two windows will open that look like this:
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They may be on top of each other. Simply drag them apart if this happens. In Unrealed 2, you get a single window that looks like this:
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In both cases, you click open the Animation line, then you assign the next texture in the sequence in the AnimNext field. If you did everything right, the texture's image will immediately be animated. Then, to give it the desired speed, enter a number in the MaxFrameRate field. It will become the number of frames per second of the animation. The other two fields are not needed and can be left at their default values of 0.





There, it is done. Save your completed skin and test it out by dressing a few bots with it. All parts of the skin can be animated in this way. Dazzler's faces are not animated but they could have been. But like I said, the size of the skinfile will grow rapidly, so be careful. Otherwise, your only limits are those of your imagination. Also, I have described the technique I used, but any 2d animation technique can be used to make the animated parts. You don't even have to have static parts, the full skin can be animated. All you need is an idea and then go for it.


