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What is Motion Matching? Quick Recap
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Motivations
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Initial Implementation

Initial Implementation Problems
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Our take on Motion Matching



Root Motion Node
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Motion Model



Motion Models
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Motion Model Parameters
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Motion Matching Data Samples
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Motion Matching Trajectory Sample
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Motion Matching Pose Sample
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Animation Data
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Player Specific Animation Data
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Player Specific Animation Data
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Player Specific Animation Data (Set Authoring)



Player Specific Animation Data (Polish)



Player Locomotion Total



NPC Specific Animation Data
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NPC Specific Animation Data
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NPC Specific Animation Data
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NPC Specific Animation Data
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Animation Analyzer (full screen video)



NPC Locomotion Statistics
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NPC Locomotion Total



Weights Balancing



Weights Balancing
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Data Normalization
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Grouping & Biasing
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Natural Bias
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Core Loops Group
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Moving Group
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Custom User Layers



Weighting Strategy: Player
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Weighting Strategy: Player
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Weighting Strategy: NPCs
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Weighting Strategy: NPCs
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Animation Blending
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Procedural Pass



Procedural Pass: Steering
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Procedural Pass: Time Scaling
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Procedural Pass: Clamping
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Procedural Pass: Foot Plant IK
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Debugging



Motion Matching Test Cases (full screen video)



Motion Matching Test Cases Strafing (full screen video)



In-Game Motion Matching Debug Draw
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Debugging Motion Matching Sets (full screen video)



Connecting With Other Systems



MM Idle Recovery



Player Scripted Move-to
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Exiting “Canned” Animations
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NPC Entry System



NPCs Entry System
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Entering External Animations (full screen video)



NPC Entry System
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NPC Entry System
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NPC Entry System
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Preserving Character Weight



Slowing Down At Corners
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Slowing Down At Corners
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NPC Traversal Action Packs



Traversal Action Packs v1.0
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Traversal Action Packs v1.0



Traversal Action Packs v2.0
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Traversal Action Packs v2.0: Animations (full screen video)



Traversal Action Packs v2.0: Trajectories
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Traversal Action Packs v2.0: Trajectories
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Traversal Action Packs v2.0: New Features
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Traversal Action Packs v2.0: In-Game
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Quadrupeds and Motion Matching



Dogs Animation Data
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Dogs Animation Data
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Dogs: Lessons Learned
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Horse: Motion Model
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Horses Animation Data
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Horses Animation Data
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Horses On Slopes



Horse On Uneven Terrain Video (full screen)



Full Body Jacobian IK
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Performance



Performance
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Summary: Pros
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Summary: Cons
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We are hiring!


