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ROBOT TRAJECTORY GENERATION BASED
ON DIGITAL DESIGN CONTENT MODULE
INTEGRATION TUTORIAL




Hardware requirements

 Workstation PC

* GPU at least NVIDIA GeForce GTX 1060 or Quadro P5000, AMD
Radeon Vega 56

* Memory at least 16 Gb
* Free disk space at least 1Gb
e Steam compatible VR headset and controllers
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Software requirements

* Windows 10

* Solidworks 2019-2020
* RoboDK 5.2

* Unreal Engine 4.26
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Pre Work

RoboDK, Unreal Engine and SolidWorks installed

Versions used with this example RoboDK 5.1.1
Solidworks 2018 SP2.0

About SOLIDWORKS

% SOLIDWORKS® Education Edition
i Academic Year 2018-2019 / 2018 SP2.0

Serial Mo.: Show Serial Mumber

© 1995-2018 Dassault Systémes

RoboDK v5.1.1 (64 bit)
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Setup SolidWorks for RoboDK

* Start Solidworks Part Modeling
* SelectTools-> Add-Ins from Top menubar

Active Add-ins

CIET Tolanalyst

* Checkthese two boxes for RoboDK plugin
* C(ClickOK

—|SOLIDWORKS Add-ins

O
[
O
|.;
O
O
0

oooEOO®B&Od
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If RoboDK plugin did not exists...

RoboDK Solidworks plugin installer is here:
C:\RoboDK\Other\Plugin-SolidWorks

Right click plugin_Install_RunAsAdministrator.bat

Select Run as Administrator

Close installer window

Do steps in previous slide in order to activate plugin
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Start SolidWorks

Welcome - SOLIDWORKS 2018

Home Recent Learn Alerts

- | Start SolidWorks and select
L\Fﬁ Assembly Drawing Pa r t-mo deler

Recent Documents

Runko.SLODPRT nappi.SLDPRT aihio . SLDPRT

Preview is not Preview is not Preview
available. available. availa
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Start-up
1. Click RoboDK RoboDK on top
ribbon bar of SolidWorks
2. Click Settings

3. Click Open RoboDK to start
RoboDK

te | DimXpert | SOUDWORKS Ada-ins - Simuiation | SOLDW
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Get robot from online library

1. Click “File -> Open online library”

2. Selectany robot you like. Lecturer
selects “Kawasaki BAoo6L" robot.

3. Load the robotinto your station by
pressing “Download”

4. Close the online library.

Robot Library
fand v Type v Awms v Payload v Reach v
Repual v Weight v
Haset e
Hawansks NADIGL Kewnsah) 1XE0ON Kawasabs (X106 %
nv 3

g 10'# ’
Brand  Kawasalo Orand  Kawasako Brand  Kawasak
Type 6 DOF Type ©DOr Type Dor
Aoz 6 Axes 6 Axes
Payload 6 kg Payloed 100 kg Peyload 100
Fach 2036 s each 2200 Reach 1634 mm
Repeal. 0.080 m epeat. 0.200 me Repeat. 0.050 mm

it 160 l.q Wesght 730 kg Wegte

Down oot Dvwnboat Downboaa

rean b DVACEH PRS2 v OR— ar:
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Return to Solidworks and

1. Close RoboDK settings window by clicking “ok”

@ Default Rob ettings for Solidw ommands

tem Names in RobaDE

Palyline Curve Settings
Linear Tolerance [rm)
Mix Mormalz Tolerance [mm)
Tool Marne [ Mininna
Program Mame [] Mawirnum st
ints Settings Object Export Options

Farmat

1.000000

Load Prao Open Librany

L L]
Tranaty sessmem



Model a pedestal for robot

1. Select ”SketCh” from top r|bbon bar /77§ S.OLIDL'\/DAL?KS File Edit View Insert Tools Si
2. Click "Sketch” Cle /A O-NV-B & B

o o -.r—&imension B o 12 T @ o\ Entities
3. Hover mouse over “Top Plane .. @@ -

frame Features | Sketch | Evaluate | DimXpert | SOLIDWORKS Add-Ins | i

4. Leftclick to select “Top Plane” for
skecthing

% ﬁ’ Part1 (Default<<Default>_Display !|

History
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Model a pedestal for robot...

5.

=

DS SOLIDWOI File Edit View Insert Tools Simu

Select circle tool

. 2 ° /\OJ' * @
from sketch ribbon m [A o 4 g, ah o
. @-& - : .

Left Cl | Ck on " 0] ngo’ 4 Features | Sketch | Evaluate | DimXpert ‘\.:E)VL_IDWORKS Add-Ins | Sim
point CgE[R[¢ [T

) Y
Draw a circle |

Select "Smart
Dimension”

Set 600mm as 0
. & £ q
d|amEter @q D.ni"::ﬁon m Tt @ Alie, B

| 4 oy =
= D Q Point Arc

Featur ‘ Sketch ‘ E.faluate Sketches a 3 point arc. Select sta
end points, then drag the arcto s
[ﬁ | radius or to reverse the arc.
M

\ulﬁ%ﬂ%'c“«w

O Circle "\?)
v

DI Sketchi
600
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Model a pedestal for robot...

10. Click "Exit Scketch”

11. Select “"Features” from ribbon
bar

12. Click "Extruded Boss/Base”

755 LIDI,/ RKS | File Edit Vie

&S /-@-v-
Exn Smart
| Sketch Emr::snon £ @

;_EJ. @ - (& j'ﬂ

*Featuresi | Sketch Evaluate" DimXpert SOL

Qe E[RIe[®]T

/775 SOLIDWORKS File Edit View In

| T 4~ Swept Boss/Base
a8 7

Extruded JRevolved @ Lofted Boss/Base
Boss/Base |[Boss/Base
& *] Boundary Boss/Base

Features ‘ Sketch Evaluate' DimXpert ‘ SOLIDWO
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Model a pedestal for robot

1. Click on "Direction” so that
feature will be extruded
downwards

2. Set8oomm as length of Cotrect direction 4
extrusion

3. Click "Ok"
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Check pedestal

Check that your pedestal model
looks like this?
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Load pedestal to RoboDK

1. Click RoboDK on
top ribbon bar

2. Click "Load Part”

3. Activate RoboDK
window

. Pedestal should
appear in
RoboDK as
SWPart
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Load pedestal to RoboDK

Re n a m e ”SWPa rt” to " Ped esta I" | # RoboDK - New Station (1) - Educational (Centria) - 84 days left

File Edit Program View Tools Utilities Connect Help OP

lect” I” with lef 0
e oo withlef duB 5¢ H

Drag and drop “Pedestal” over

v ' New Station (1)

”KaWaSaki BAoo6L Base” M w|  Kawasaki BAOO6L Base ﬁ
~ Z Kawasaki BAOO6L
Change color of pedestal w 81 Referencesw

trinaty

ENGAGE WITH
AGILE MANUFACTURING



Check that view matches this

v l New Station (1)
w _|_ Kawasaki BAOO6L Base
if Z Kawasaki BAOOSL
l" # . ReferenceSW

= ' Pedestal
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Model a table

- b
4 N

. C 2 =), :‘“‘ File = Edit View Insert Tools Simulation W
1. Activate Solidworks BEaEEEiEEas
Window o 9 T -

AutoSetup LoadPart LoadPoir By Open... Ctrl+O
Open Recent v
Eﬁ Open Drawing [ |

2. Click “File” from top

Features ' Sketch | Evaluate

C; g Esj Close Ctrl+W
bar =
J

Q _@ Make Drawing from Part

3. Click “New”
Double-click "Part”

.....
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Model a table

1. Select ”SketCh” from top r|bbon bar /77§ S.OLIDL'\/DAL?KS File Edit View Insert Tools Si
2. Click "Sketch” Cle /A O-NV-B & B

o py -.r—&imension B o 12 T @ o\ Entities
3. Hover mouse over “Top Plane - @@ e o .

frame Features | Sketch | Evaluate | DimXpert | SOLIDWORKS Add-Ins | i

4. Leftclick to select “Top Plane” for @ | Blo[@
skecthing <

% ¥ Part1 (Default<<Default> Display !|

History
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Model a table

1.

Select “Rectangle” tool from

menu

Draw a rectangle and

dimension it as appears in

picture below

¥
DS SOLIDWORKS File Edit View Insert Tools

Pl & L-O-N- & O

"

Exit Smart ‘~ﬁﬂ P @ - ;—L Trim  Convert

Sketch Dimension;h

Tes - ® M- =

7Feature; Sketch 7Evaluate” DimXpert SOLIDWORKS Add-Ins

|
O g[ER[e[E]
4

Entities Entities ]
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Model a table

10. Click "Exit Scketch”

11. Select “"Features” from ribbon
bar

12. Click "Extruded Boss/Base”

‘

File Edit Vie

)
| DS SOLIDWORKS

| —XK
.- O V-
Exi - Smart
| Sketr::h E}?;m:‘:sion Ej £ T @ /o\!

:J v v @ —) G
Features | Sketch Evaluater DimXpert | soL

Dglerle[@]T

/775 SOLIDWORKS File Edit View In

| T 4~ Swept Boss/Base
a8 7

Extruded |Revolved [ Lofted Boss/Base
Boss/Base |[Boss/Base

k{] Boundary Boss/Base
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Model a table

1. Click on "Direction” so that
feature will be extruded
downwards

2. Setiooomm as length of Correct Direction |
extrusion

3. Click"Ok”

v

>
S BEB|I$ &[T
@ Boss-Extrude @
v X ®

m A

Sketch Plane

Direction 1

- B
A

L
: é 5y 1000.00mm ;f;]
®
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Load table to RoboDK

1. Click RoboDK on
top ribbon bar

2. Click "Load Part”

3. Activate RoboDK
window i

4. Table should
appear in
RoboDK as
SWPart
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Load table to RoboDK

Rename "SWPart” to “Table”

Select “Table” with left mouse
button

3. Dragand drop “Pedestal” over
"New Station”

4. Change color of “Table”

# RoboDK - New Station (1) - Educational (Centria) - 84 g
File Edit Program View Tools Utilities Conn

d VB ‘3&;

' New Station (1)
¥ __Kawasaki BAOO6L Base
~ Z Kawasaki BAOOG6L
w *_ ReferenceSW
| - Teble

]L ' Pedestal
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Position table in front of robot

1. Double click “Table” ¥ 8 Hew Soi
7, . V ,‘ 'j‘(awasakl B/.AOO6L Base
to Open ObJeCt lf % Kawasaki BAOO6L
Deta”s” W| ndOW -®_ ReferenceSW
| - Pedestal
. = .
2. Astableis 200 mm L) Table =

higher than robot
pedestal input

200mm to Z e
' Object Name:
translation ; b

Vigible [ ] Show object frame

0Object Position with respect to J Mew Station (1)

3. Inputi2oommtoY-
translation

[¥,¥,Z]mm | Rot[X,Y ,Z ]Jdeg - Fanuc/Motoman (d -~
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Check that view matches this

Change color of table and check
that view matches this s
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TNty Besiom.



Model a tool

- b
4 N

. C 2 =), :‘“‘ File = Edit View Insert Tools Simulation W
1. Activate Solidworks BEaEEEiEEas
Window o 9 T -

AutoSetup LoadPart LoadPoir By Open... Ctrl+O
Open Recent v
Eﬁ Open Drawing [ |

2. Click “File” from top

Features ' Sketch | Evaluate

C; g Esj Close Ctrl+W
bar =
J

Q _@ Make Drawing from Part

3. Click “New”
Double-click "Part”

.....
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Model a tool

1. Select "Sketch” from top ribbon bar

2. Click "Sketch”

3. Hover mouse over “Front Plane”

frame

4. Leftclickto select “Front Plane” for

skecthing

/775 SOLIDWORKS File Edit View Insert Tools Si

|

E | & (/2@ 2N~ ©
Sketch Smart Convert
e imENSiON B o 12 T @ /o \¢ Entities
G = - (o) - @ : v
Features | Sketch | Evaluate | DimXpert | SOLIDWORKS Add-Ins | Si

|
s IElsIerT
i

QZ}J ;} Part1 (Default<<Default>_Display

History
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Model a tool

. 2 WRKS File Edit View Insert Tools Simulation V
1. Select”Line” tool from menu  JESREEEIEESN

2. DraW a Shape and d|men5|0n It I'Skeleimension' % - " —-’—& Er;;iTi-les Eﬁ?i:iees Ecr)lftfitsieets

s @

dsS dppears In piCtU re bE|OW _Fea:.ure; Skvetch | Evaluate | DimXpert EQDV;ORKSA;d-ln{ Simulation | §
D eE[R[G[E]
¢

5
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Model a tool

10. Click "Exit Scketch”

11. Select "Features” from ribbon e o [EckE
b SS(E:::h Q;;;:‘:gon O-a-@- A
ar = @ - (o) jvn

Features ‘ Sketch Evaluater‘ DimXpert \ SOL

975 SOLIDWORKS File Edit Vie

[—

12. Click "Revolved Boss/Base”

UelgRle[@]T

2 , L
;?S SOLIDWORKS File Edit View Inse

= = q.?b Swept Boss/Base
Le]| & 1
Extrudedy| Revolved [' Lofted Boss/Base
Boss/Base| Boss/Base ||

@1 Boundary Boss/Base

F SOLIDWOR

o T S
" Extruded Boss/Base
virndes 2 cleteh nr eelected
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Model a tool

1.Click line shown in pic to set it as
“Axis of revolution”

2. Click "ok"
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Load tool to RoboDK

1. Click RoboDK on
top ribbon bar

2. Click "Load Part”

. v P nNew Station (1
3. Activate RoboDK 7z
window
& tabie

4. Tool should
appear in
RoboDK as
SWPart
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Load tool to RoboDK

Rename "SWPart” to "Tool”
Select “Table” with left mouse

button .
3. Dragand drop “Tool” over v _|_ Kawasaki BAOOGL Base
"Kawasaki BAooo6L" " H © Kawasaki BAOO6L «
7 17 w ® ReferenceSW
4. Change color of “Tool |
. ' Pedestal

= ' Table
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Correct Tool Centre Point

1. From “Tool Details” window
change TCP according to picture

Prograrn call or insert code instruction

Tool ame:

Visible Shaow TCP

Tool Center Point with respect to ; Kawasaki BAOOSL (flange)

ot[Z,¥",Z""]deg - Adept/Comau/Kawa >
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Check that view matches this

Trainity sesom



Move ReferenceSW on top of table

1.

Select "ReferenceSW”

with right mouse
button

Drag and drop it over
"Table”

Select "Move Nested”

w P New Station (1)
V¥ ___ Kawasaki BAOO6L Base
w £ Kawasaki BAOO6L

. ‘ Tool
|
& Pedestal

[® e
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Move ReferenceSW on top of table

1.

Double click
"ReferenceSW" to
open object details
window

Select "Table” to
"Reference position
with respect to”

Set”"0.0" to all
translations

Frarme Details: ReferenceSW

Mame: |[ReferencesSwW

Visible

Reference position with respect ti: [:_)Tal:nle (base)

[®%,¥,Z]mm | Rot[z,¥',Z'"]deg

- Adept/Comau/Kawa -
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Model a workpiece

1.

Activate Solidworks
Window

Click “File” from top
bar

Click "New”

Double-click "Part”

Features ' Sketch | Evaluate

% G ua’%}- [ New..
AutoSetup LoadPart LoadPoir B? Open...
Open Recent

Eﬁ Open Drawing

Close

Q _@ Make Drawing from Part

.....

Ctrl+N
Ctrl+0O
3

[’

Ctrl+W
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Model a workpiece

1. Select ”SketCh” from top r|bbon bar /77§ S.OLIDL'\/DAL?KS File Edit View Insert Tools Si
2. Click "Sketch” Cle /A O-NV-B & B

o py -.r—&imension B o 12 T @ o\ Entities
3. Hover mouse over “Top Plane - @@ e o .

frame Features | Sketch | Evaluate | DimXpert | SOLIDWORKS Add-Ins | i

4. Leftclick to select “Top Plane” for @ | Blo[@
skecthing <

% ¥ Part1 (Default<<Default> Display !|

History
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Model a workpiece

1.

Select “Rectangle” tool from

menu

Draw a rectangle and

dimension it as appears in

picture below

¥
/75 SOLIDWORKS File Edit View Insert Tools

el & L/ -G-NV- % B

Exit Smart B —o fl . n Irim  Convert
Sketch Dimensiong"m[ £y @

7Feature; Sketch 7Evaluate” DimXpert SOLIDWORKS Add-Ins

|
O g[E[E[S]E]
4

L5\ | Entities Entities

trinaty
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Model a workpiece

10. Click "Exit Scketch”

11. Select “"Features” from ribbon
bar

12. Click "Extruded Boss/Base”

‘

File Edit Vie

2
| DS SOLIDWORKS

| —XK
.- O V-
Exi - Smart
| Sketr::h E}?;m:‘:sion Ej £ T @ /o\!

:J v v @ —) G
Features | Sketch Evaluater DimXpert | soL

Dg E[R[&[E]T

/775 SOLIDWORKS File Edit View In

| T 4~ Swept Boss/Base
a8 7

Extruded |Revolved [ Lofted Boss/Base
Boss/Base |[Boss/Base

k{] Boundary Boss/Base
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Model a workpiece

1. Click on “Direction” so that
feature will be extruded upwards

2. Set20omm as length of
eXtrUS 1on Correct direction $

3. Click"Ok”
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Model a workpiece

1. Select "Sketch” from top ribbon bar

2. Click "Sketch”

3. Hover mouse over “Top Plane” of

cube extruded

4. Leftclick to select cube "Top Plane”

for skecthing

/775 SOLIDWORKS File Edit View Insert Tools Si

|

lCc | /-@-nv- ©

Sketch Smart Convert
TG, O-a-@- A Entities

Bimension
- = - @ * ® : -

Features | Sketch | Evaluate | DimXpert | SOLIDWORKS Add-Ins | Si

sfEeIe
i

QZ}J ;} Part1 (Default<<Default>_Display

History
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Model a workpiece

1.

Use spline tool to skecth a spline over
cube

Select rectangle tool to skecth a
rectangle over cube

Slebct circle tool to sketch a circle over
cube

Note: Spline can be ended by pressing
”eSC”

File Edit View Inse

2
| 25 SOLIDWORKS

e [oF 7% B -:
Exit Smart et | Tii
Sketch Dimr:r?sioan . ; w - Trim

L2\ Entities

Featuresi‘ Sketch 7Evaluateh‘ DimXpert ‘NE)LIDWOR

trinaty
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Add curves to follow

Click "Exit Skecth”

Click RoboDK ribbon on top
ribbonbar

3. Click "Autosetup”

4. Select features sketched and Face 1
5. Click “ok”

L] L]
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RoboDK - Creating trajectories

1. Select “Utilities” -> "Curve
Follow Project” from the toolbar.

2. Make sure "Approach/Retract
each curve” IS NOT checked.

3. Set”Operation speed” as 20
mmy/s

Visible toolpath = More options
Path input

Program Events

4. Click”Select Curve”

900 'fr’ Robot Machining project
Y Curve follow project
'Er’ Point follow project

3D print project

{:}; Ballbar accuracy test
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RoboDK - creating trajectories

1. Click on spline on top of
workpiece.
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RoboDK - Creating trajectories

8. C(Click”"Done”
9. Click“"Update”
10. Click "Simulate”

OK, result
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RoboDK - Creating trajectories

10. Return to “Creating trajectories” section number 1.
11. Create trajectories for box and circle.

OK, result
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Unreal Engine - Startup

Open “EPIC game launcher”
Click “Unreal Engine”
Select “Unreal Engine 4.26”
Click “Launch”

= X

Launch
Unreal Engine 4.26.2

EPIC Epic Games UE4 Learn Marketpiacs Library o Twinmotion Ut

U  Unreal Engine

released!

nething to celebrate with this release: In-camera
iiency, quality, and ease-of-use improvements,
icing for stunning final images, out-of-the-box
ready Pixel Streaming, and much more.

- L]
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Unreal Engine — Create Project

e Select “New project” -> “Games”

 Select “Virtual Reality”

Select or Create New Project

Recent Projects

MyProsect

New Project Categories

##  Film, Television, and Live Events
& Choose from termnplates and exampies for nDisplay, VA Scouting, und weitual production workflows

. . Architecture, Engineering, and Construction

AL
Select Template

P we @

First Flying Puzzle
Person
[——]
S 8F A
| . . - -
N aEs e
Twin Stick  Handheld Side 2D Side
Shooter AR Scroller Scroller

Unreal Project Browser

.
. | @

- >3
Rolling Third Top Down
Person

= € K

Vehicle Virtual Vehicle -

Reality Advanced
Blank

A clean empty pri

LI Ll 1 LY scile manuracTURING



Unreal Engine — Create Project

* Select “Desktop/Console”
* Select “With Starter Content”
* Click “Create Project”

FP:)ject Settings
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Unreal Engine — Select Correct Map

* Double click “MotionControllerMap” from “Content Browser”

= Content Browser

Jadd/lnpurs - Save All

¥z YFilters»

M_Tech_Hex_

Tile_Pulse M_Tech Faned

o

i1
i

Mannequin
Hand_Right_
Skeleton

.
v

& 4

315 items (1 selected)

MaterialSphere

M_Teleport
Previews

gEe%

MI_Base
Material2

MF_Occluded
Pixels

—rulsied

M_Water_Lake

€ 9 | & All Assets

—alidslulie

M_Water_
Ocean

MI_Base
Material3

M_Wood_Floor_
Walnut_
Folished

MI_Chaperone
Outline

M_Wood_Floor_
Walnut_Worn

MI_SmallCubes

M_Wood_0ak

MI_Teleport
CylinderPreview

Iviat Llisuel Lot |l

Mannequin Mannequin

M_Wood M Mannequin Mannequin
M_Wood_Pine W ,‘;Ot- H ar::""e;‘.u'hnt Hand_Right.  Hand_Right.  Hand_Right.  Hand_Right_
UL AnCEIg CanfGrab Grab Open PhysicsAsset
' Map Haptic \Y/ETo)
Build Feedback Build
Data ffect Data
D o lanist
Minimal_ Minimal- MotionController [MEihisehiielEd MctionController MotionController  P_Ambient_
Default_Built 3
Default Data Haptics A\ Map_BuiltData Pawn Dust

@ View Opti

trinaty
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Unreal Engine — Project Settings

* Click “Edit” -> “Project Settings”
e Select “Start in VR”

File | Edit | Window Help

w P History

* Undo (Hit Undo barrier: can't undo any further)

- =

{ Redo (Nothing to redo)

Rece a4 yndo History

U sere—

Al Setongs
Basic Edit :
# Cut Project
Light 2 = Corpto
< Copy

P Dencripbon
Cinet | paste

GamepiayTags

Maps A Moces

B ritinata
Visu: 4 Uupiicate

Movies
,.:i Delete Fackaging
| Geon Suppurted Flathues
Configuration Target Mardware
Volui M Editor Preferences...

FNIlel|| & Project Settings... |

Game

Agsel Manager

& Plugins Assst Tooly
Change the settings of the currently loaded project Engme

Al Sty

Aumation

Autio

Ll

- TR s e

TTETK g

“im
|

Y & > -

ey

Seggrrt Lot

« Logal
Loy vg0 tuckh
\irerarg Tors

Prtvacy Pobey

4 Displayed
Prigest Unghagart 1ibe

Propeet Dutngg Tile befts

4 Settings

Thondd Wryehow MY s Sspue Pt

1nt fry smrinad Wviow
Biwt

Abum Wetom Iwenle
R

Adrn Var=ae

Al Mty

W =t yras copyvede ey

Trainity

1Mot
Az 0
willan
mast

e

=g

Oawir e W
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Unreal Engine — Project Settings
* Click “Maps & Modes”

* Select “MotionControllerMap” on both “Editor Startup” and “Game Default”

Restart Unreal Engine

u

8 PIOECtSETtings

All Settings

Project
Crypto
Description
GameplayTags

» Maps & Modes
Movies
Packaging
Supported Platforms

Target Hardwase

Game
Assel Manager

Asset Tools

Engine

Al System

Animation

Playor Controflor Class
Game State Class
Player State Class

Spevtator Class

« Default Maps

Edanr Startup Map

Gamw Defautt Map

« Local Multiplayer
Use Splitscreen
Two Player Spltsceeen Layout

Throe Player Splitscreen Layout

' MotianContr ofier Man
\ D

_ ] MotianCentralerMay
- 0D

[
v
Hotzontad v
Favor Top -
.. |
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Unreal Engine — Play mode setup

* Click arrows beside “Play” button and select -> “Active Play mode” -> “VR Preview”

* Click “Play” and VR-preview starts on your headset

-
- : ; 'b > i= World Outline
’ - b » ; )) —
Yaties VA Mode Build Play
Mode Active Play Mode )b
’ Selected Viewport q Saineh i ... ollerM
. net
P> Mobile Preview ES3.1 (PIE) Launch Options p oy
P New Editor Window (PIE) = s
T — O e
e
RO N e ditorCubed
2 ) 3 ay this level in V
P Standalone Game Y e ditorCubed
Ph Simulate s - -
64 actors
B Details 4
® B Current Camera Location 4 Precomputed Visibility
s -
[ - Precompute Visiby .
v

\ yor Optic

|
RISRAGEEN Play Standalone v h GameMode Qvert

Advanced Settings v Seiecid ST
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Unreal engine — Activate Datasmith

* Click “Edit”
* Click Plugins

Al / WotionGontiollerap

File | Edit | Window Help

| History
' ) Undo (Can't undo after: Loading map: MotionControllerMap.umap...)

Savel ( * Redo (Nothing to redo)

—— “® Undo History

-1 P

¢ Cut
o Copy
. Paste

:' Duplicate
——p-'.‘:— ﬁ Delete

Configuration

M Editor Preferences...
W& Project Settings...

~ Plugins <—
A

— |
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Unreal engine — Activate Datasmith

e Write “datasmith” in search bar

 Activate following Datasmith plugins
) © -

Datasmith C4D Importer ABETA Version 1.0

Adde support for iImporting content from CinemadD spplications into Unrea Engine

* Close “Plugins” Window

Enabled M Documentation .Ep_lc Games. Inc

Datasmith CAD Importer ABETA Version 1.0

Collection of tools to work with CAD files

Enabled M Documentation @ Epic Games, Inc

Datasmith Content Version 1.0
*,,’ & Content for Datasmith Importer

B3 Enabled M Documentation @ Epic Games, Inc.

Datasmith Importer ABETA Version 1.0

Imponer for Dataumith flles

B Enabled fHDocumentation @ Epic Games, Inc t ENGAGE WITH
9 AGILE MANUFACTURING



Unreal Engine - Datasmith

* Now clicking of Datasmith on toolbar enables opening files in variety of
3D-Cad formats such as SolidWorks

<. 0 &

ettings Datasmith Blueprints

- -
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Unreal Engine - Swapping Mesh for an object

e Click “World Outliner”-window object “EditorCube23” as active

e Select “Details”

ogni

World Outliner

Y ) +

Label S Type

o {} EditorCubel9 StaticMeshAc
o {} EditorCube20 StaticMeshAc
o {y EditorCube21 StaticMeshAc
@ i) EditorCube23  Edit BP_Pic
S %) EditorCube24 Edit BP_Picl
&5 %Y EditorCube25 Edit BP_Picl

64 actors (1 selected) @ View Options
@ Details #® World Settings
B FditoCube?23 | N

& Details @® World Settings

@l EditorCube23 'S

£ Edit Blueprint =

+ Add ;Jm;,uu..ri L
Q‘ EditorCube23(self) I
- E o~

4 Transform

e CESTESTES

Mobility ® Stat o Stat @ Mov

4 Static Mesh

1M_Cube -
Static Mesh
— « O

v
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Unreal Engine - Swapping Mesh for an object

e Change “GenericHMD” as “Static Mesh”

e “Scale” 111

[l EditorCube23 '
+ Add Component = #¥; Edit Blueprint ~
1} EditorCube23(self) l

— E ©~
4 Transform
Location ' 2
Rotation w m m =]
s~ NS IS IS s
Mobility ® sStat 4% Stat

4 Static Mesh

GenericHMD -
Static Mesh
D>
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