Swimmable Pool of Water

Career Technical Education

Asccal roc A pvyaANceD VIDEO GAamMe DesigN

Page 1

A more realistic pool of water will allow your player to splash and swim. This obstacle makes use
of several "volumes” and a new “actor”,

CpctorCesees e

File Docking

Conkent Browser  Actor Classes ILeveIs I Scene I Groupsl Start Page I

1. The first step is to create a pool area. For this demo follow M e ceten et G|
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— 2. From the “Actor Class” panel select a “Fluid Surface Actor’
and place it slightly below the level of your surface.

NOTE: Depending on the version
of UDK you are using,
Fluid Surface Actor” might
3. Resize the Fluid Surface Actor be under“Misc” or 777
to fit the pool area.
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Now we’'ll add a“Water Volume”. This will give the effect of being able to swim around instead
of just dropping to the bottom of the pool.

I swimable-Water - Unreal Development Kit {64-bit, DX9)
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When select the UTWaterVolume it will be lavender color. =]

Right click on it to adjust its properties. 'S
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5. Add some materials, build the geometry, build the lighting and test your new pool.
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This looks pretty good, but we’'ll take it a step further and make the underwater look out of focus

by adding another volume.

6. Again select your red builder brush and create a Post Process Volume
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7. Right click the Post Process Volume and open its’
properties panel. Make the following settings.
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