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Talk Overview
1. How to use Flash in CryENGINES

- Improving Ul pipeline
- CryENGINE3 Ul Tools

2. Crysis 2 live Ul Setup
- 3D Menu
- 3D HUD
- Environmental Ul
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Part 1

How to use Flash in CryENGINES3

Improving Ul pipeline
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What do we want?

* Rapid prototyping
* Friendly for Ul Designer
e Easy to modify / add content
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What are the problems?

Flash Designer can create Ul assets
They know how to script with AS2/AS3
No C++ skills

Need of a Programmer to bring the Ul
“on the screen”

Wait for the build to see results /
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How to solve these problems?

 Minimize Code requirements

* Interaction between Ul and Engine
should be designed / authored mostly
in Sandbox

* Simple Interface between game code

\ and Flash /
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Solution:

CryENGINE3
Ul Tools

tttttt

Sca!eform CRY'I_K



& &

Part 1

How to use Flash in CryENGINES3

CryENGINE3 UY Tools
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Ul Tools

XML to define Interface for Flash asset
* Using Flowgraph to interact with Ul

* Ul Emulator to preview / test Ul

* Live reloading of Flash assets without

\ need to restart the Engine /
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XML Flash interface
+

Flowgraph
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// weapon info

function setWeapon( strWeaponName:String, boolZoomed)

Crosshair.m Spread = 15;

Crosshair.m Zoomed _boolZoomed;

Crosshair.goto&ndStop (1) ;
Crosshair.gotoAndStop ( strWeaponName) ;
Crosshair.updateState () ;




// weapon info

function setWeapon( strWeaponName:String, boolZoomed)
- - -

~

Crosshair.m spread = 15;

Crosshair.m_Zoomed%Eanoc
) _~ <UIElements name="HUD">
Crosshair.gotoRndStop (1) ; ~.

Crosshailr.gotoAndStop (st <E§E;gment name="HUD2D">

Crosshair.updateState () ; S~

<GFx fi;gﬁﬂﬂUD_ZD.swf" layer="0">
<Constrain€§ih

on_onsi <Align moae=hﬁypam;c valign="center" halign="c

</Constraints>
</GFx>

<functions> -
L
<function name="SetWeapon" funcname="setWeapon">
<param name="WeaponName" desc="" type="string"/>
<param name="Zoomed" desc="" type="bool" />

</function>
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Notiry HUD on weapon change

Start Game:WeaponSensor WI:Functions :HUD2D:Setveapon
®nGame=1  output il B <Input Entity> mp Call OnCall[l
mp [nEditor =1 wpEnsble  Onweaponchangs B mp instancelD=-1 Returnyal [
Weaponiame [l B WeaponMName
Game;Locallayer Zoomed [l m Zoomed
Bupdate  onChange [l = =
entityld Il

S —

<functions>
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Ul Emulation
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MainMenu

CryENGINE3
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Part 2

Crysis 2 live Ul Setup

3Di Menu
3D HUD
Environmental Ul
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Thank you for your attention!

For more questions:
paulr@crytek.com
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