
DAGD 300 Skeletal Mesh and Kismet AI 
 

Skeletal Mesh Major Points 
1. What is Skeletal Mesh? 

1.1. Skeletal mesh is similar to static mesh in the fact that is created in a separate 3d package and 
brought in using the FBX art pipeline. 

1.2. Where it differs is that skeletal mesh contains bones and is rigged for animation. This usually 
means there is an associated AnimTree and AnimSet 

1.3. Skeletal Mesh is primarily used for Characters, Weapons, and Vehicles 
2. How are they used? 

2.1. Models with bones and animation that are brought into Unreal using the FBX format will have a 
skeletal mesh, texture/material assets, and AnimSet created for them on import. 

2.2. I will not cover this process here since it outside the scope of this class. There are many great 
places to find tutorials on the subject, such as the UDN, 3dMotive, and various YouTube 
channels. Coding is required for Characters, Weapons, and Vehicles 

2.3. Skeletal meshes are also used in the creation of in-game cutscenes, which is what we will focus 
on. 

3. Creating the cutscene 
3.1. Create a new level and set the stage for an interesting character reveal. Check out the example 

level for an idea. 
3.2. Drop in the Human Iron Guard Skeletal Mesh and a trigger. 
3.3. Open up Kismet. Create an event for your trigger and wire that to a Matinee 
3.4. Add a new Skeletal Mesh Group and an Anim Control Track under that. 
3.5. Make sure that your Iron Guard is connected to this group in Kismet. 
3.6. Click on the Skeletal Mesh Group. We need to add the AnimTree we will be using in the correct 

field. 
3.7. Head into the Content Browser and search for K_AnimHuman_BaseMale. Select it and add it in 

the field in our Matinee. This tells the Matinee which AnimSet to use for our Iron Guard. 
3.8. Click the Anim Control Track and press Enter to create a Keyframe. Find one of the Taunt 

animations near the bottom of the list. 
3.9. Play the Matinee. You now can use the animations in the AnimSet to create a cutscene. 

 

Kismet AI Control Major Points 
1. Why script bot behavior? 

1.1. Sometimes we need to take direct control of AI behavior to create specific situations to tell 
story or just to improve on the abysmal Deathmatch AI 

1.2. My favorite example is the Favela level in Call of Duty: Modern Warfare 2. The combat was very 
scripted with the intention of keeping you running and harried as you went through this 
cramped urban level. 

2. Build the situation 



2.1. We are going to create a basic room with some cover for our bot to fight the player. 
2.2. Build a basic Level. Ensure it has a player start and some path nodes for the bot to follow. 
2.3. Next add a Note where you would like the bot to spawn 
2.4. Open your Kismet window. We will begin the sequence by spawning our bot. 
2.5. Create an Actor Factory and make it a UTActorFactory 
2.6. Turn on Force Deathmatch AI 
2.7. Tell it to use UTPawn 
2.8. Give the factory a spawn point 
2.9. Build the level and test. The bot should chase you around the level. 

3. Time to script its behavior! 
3.1. Let’s first place all the PathNodes in an Object List 

3.1.1.  An object list is simply an Array in Kismet 
3.1.2. The Object List actions allow us to select items from our array 
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