Modular Character Plugin
Documentation

Welcome to the documentation for the Modular Character Plugin for Unreal Engine. This
plugin empowers developers to create modular characters easily, offering a range of features
such as dynamic character construction, persistent character skin data transfer across
levels, and a runtime character customization environment.

FA.Q:

My character does not show up hence i set up my character:
Ensure your character parts have at least one material.

A\All of my character parts are flickering when i move the camera:
Ensure your meshes have a physic asset assigned.

Update Notice v1.2:
- Added support for copy pose mesh; bConfigureForCopyPose
- Added bConfigureForMasterPose as option; lin previous versions this option was
default behavior except the case that bUseAnimationsPerlnstance option enabled
- bUseAnimationsPerinstance has been removed (since you disabled
bConfigureForMasterPose and bConfigureForMasterPose this is exact behavior of
the plugin )

Update Notice v1.1:
Added Support for ALS-Refactored Plugins Default Blueprint Character:
- For using with ALS character structure close disable all checkbox except
“bForceNameMatchWithComponent”
- Define CharacterParts with respect to your modular components.
- Add Skeletal Mesh Components (Component Names must be exact with each
related CharacterPart)

. Introduction

Plugin Overview

The Modular Character Plugin is a powerful tool for Unreal Engine developers looking to
create modular characters with ease. Whether you're building a game with customizable
characters, need dynamic character construction, or want to transfer character skin data
across levels, this plugin has you covered.

. Key Features

Dynamic Character Construction: Automatically create and manage skeletal mesh
components for character parts.

Persistent Character Skin Data: Transfer character skin data across levels for a consistent
character appearance.


https://github.com/Sixze/ALS-Refactored

Runtime Character Customization: Enable players to customize characters during gameplay.
Data Table Integration: Define character construction information using Unreal Engine data
tables.

. Getting Started

Before diving into the details, make sure to install the plugin correctly. Once installed, you
can start using it in your Unreal Engine project.

. Configuring Properties

Configure the plugin's properties to define your character's behavior and appearance. Key
properties include:

bSelectBestOptionsForMe: Automatically selects the best construction options at runtime.
bAutoCreateSkeletalMeshes: Automatically creates skeletal mesh components.
bUseParentSkeletalMeshAsRoot: Sets the parental skeletal mesh as the root.
CharacterAnimClass: Define the animation blueprint for the character.

ConstructionTable: Use a data table to define character construction information.
bUseAnimationsPerinstance: Assigns animation blueprint for every part of character
instead of just leader part

. Runtime Character Customization

Enable players to customize characters during gameplay using the provided functions. This
allows for dynamic character appearance changes based on player input.

. APl Reference

UModularCharacterComponent Class

Refer to the UModularCharacterComponent Class for an in-depth look at the class's
properties and methods. This is essential for advanced usage and understanding the
component's capabilities.

. Example Videos

Video 1: Basic Setup

Video 2: Replication

Video 3: Persistent Data



https://drive.google.com/file/d/1bY5z3gXoXwpvCmlqILpMaDn29cMIsoh-/view?usp=sharing
https://drive.google.com/file/d/1dYsVTm7VeqZKx-gGoRNUE4Vmm2TwYGaY/view?usp=sharing
https://drive.google.com/file/d/1H0KDLTSiuzAAIdJMVNp2wnaDuRbtA29T/view?usp=sharing

Video 4: Listen Server Support

Vi : nder Change To The Different Skeleton

Video 6: Performance Comparison Between Conventional Method


https://drive.google.com/file/d/1eXTC5NaGO1u7WQ5BMJ-OeGdXcJbTswhJ/view?usp=sharing
https://drive.google.com/file/d/1db1qfJsYNXUeEITv9S8i62LGMY0cazvR/view?usp=drive_link
https://drive.google.com/file/d/1pckG-O7OeUpk6Um6FMWLUMF3xYinxwoM/view?usp=drive_link
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BASIC USAGE [VIDEO]

1. Add a modular character component to a character blueprint
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https://drive.google.com/file/d/1bY5z3gXoXwpvCmlqILpMaDn29cMIsoh-/view?usp=drive_link

2. Select Animation class

3. Select initial meshes(each skeleton type has a unique name)
4. Each mesh has a material even if its empty
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1. Create a data table from DisplayCharacterPart structure, You can use another c
FCharacterPart.(Not direct FCharacterPart tables are supported)
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Add your character parts to the table, parts with the same types can change during runtime. But for initialization first occurred instance of a part

will be used.
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Changing Parts at Runtime [VIDEQO]

Implement the ModularCharacterinterface to the Character Blueprint with clicking Class Settings in Character Blueprint
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Create a actor for manipulate character, in this example basic actor used, with Boxtrigger
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Persistent Part Data Storing [VIDEO]

Create A Game Instance and set it to Default Game Instance from Project Settings -> Maps&Modes-> Default Game Instance
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Create an Array of FCharacterPart variable (TArray<FCharacterPart>) and implement set character parts & get character parts with using this
variable
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Using Demo Character Selection Screen [VIDEO]

Open CharacterSelect level from Plugins->ModularCharacterPlugin’s Content -> Maps
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From Level Blueprint Select DataTable that you created before
If you select another blueprint instead of BP_demo_thirdperson you must replace character in this level and also level blueprint
Widget’s part selection screen will be created for your data table dynamically.
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