*H AR B 520834 FR*
1. 218 B/

ABNEGR (BTUERNAZRR) MttRYR (BTFSES25R) NERIRER %

2. SEIRER

o MHER: Windows 105 EARAS; RflySimTAHE 1
o BHER: Zins/aemis

3.5:5ahnt

BIFEER:
(2% B F]\RflySimAPIs\3.RflySim3DUE\1.BasicExps\e0_StarterContent\4.SetSceneOri

gin

4, FRATHTR

HIEUE4.2TINE

New Project Categories

L €S

h "+ Start your game development journey with one of our key classes, levels, and examples.

d virtual production workflows.

Architecture, Engineering, and
=  Select a starting point for multi-user d torealistic architectural design visualizations, sunlight studies, or stylized renderings.

) Automotive, Product Design, and Manufacturing
/2= Find templates for multi-user design reviews, photobooth studio environments, and product configurators.
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.

u Unreal Proj
Select Template

-
o

o

Flying

Vehicle

Blank

u Unireal Project Browser

Project Settings

. Choose whether to create : intor C++ pr 2 \:I -

F Y
Blueprint Desktop / Console

W ! £ ﬁ\ - n also add the Starter Content to

Content Browser.
num Quality With Starter Content

ytracing shoulc in the new

Raytracing Enabled

t a location for your p

DAEpic Games\4.27.2 - || test

Folder Name

Create Project

¥IEUES.2IH
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R BIE

5.1 Unreal Engine 4.27 - NBIip SIS R SIS
Bz

“Br: B —MNEER/BRDSR, BRI A EEEFR SR RS,
R R RAEMISTT R R LARR R (0,0,0), FHEAMEXFMNHEE LTEH#ITIEHAE,

S ESHBMMR:

B Unreal Engine 4. 27— 1NN R XK. RI—MERSMEME (FINEESIIA
1K) EATRGIMRBANZEF. ERNOFEEIRD, HEREUEEIEBT/ TSI

(gizmo),
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ile  Edit Window

i/ e Cha
5 oolbal
SeaiciC w Yo
Search Classes ; : cre
- V- E g T8 8
| & E o =
mpty Actor Savi S0 odes

e Ay Content Marketplace Settings Blueprints Cinematics
Basic
Lights

Cinematic

: LIGHTING NEEDS TO BE REBUILT (1
Visual Effects ‘DisableAllScreenMessages

Geometry
Volumes

AllClasses

' Sphere Trigger

SR2 ImBT ARSI AR

EEPRRERT, BROTHREBehiERE. BEATRFEENRL, BE Ate #
HPRPHHER (BNRE Alt B hE) FINKRRANENMIE, XENREVEHR
(Pivot) RIRMEZHEIFRIMUE, X—IREREIMXFHIGRIESZSEAIERMR, @
FMFRIKEEITER, AT EREMRERY, FIYREIERME (Top/Fronts) i
o FTEAEMFER, ESBIMENTIRIZHEMNRIBROBE T RIS, (B
BN "Alt+ 5 Hnh i e AR 18 7E)
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SI3 kAR BRSPS

NRFHLERN A EEERIR I K AR, B LAERRERIEMHE Pivot XEH<L, R
HMRIEPRE, EMOFERBEET ZNRELEHEEATONMUE, THEERE,

7 Pivot 732 THJ "Set Pivot Offset Here" (FiRiisI&EEIbAL) %I, X%

RIS Z R EA TR NMIE (FHEEAERMEXITTHAFER" (Snapped)" 3 7F M RYIE
M), AEBERARBBEEWNR, % Pivot — "Set as Pivot Offset" (1% & J&k A IXEH (R

1) W, XEFXINEMSRENZEFSMRAL AR K AR, BUHEREEER
ZRER, RHEFREERUEMASEE,
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™ Browse to Asset
% Edit Cube
Reference Viewer. ..
Size Map...

Audit Assets. ..

Shader Cook Statistics...

Actor

Focus Selected

Go Here

Snap View to Object

Snap Object to View

Convert "Cube” To Static Mesh
Take Recorder

Record Cube with Take Recorder

Open StaticMeshActor.h

Documentation

(@ View Documentation

Select

Edit
Visibility
Level

Place Actor

Replace Selected Actors with
Merge Actors

Attach To L

Materials Particles g

Transform ]

Tt | Semeoofen |

Tz Reset Pivot Offset

Play From Here Set Pivot Offset Here

EEMEEINKE, A% Pivot = "Reset Pivot Offset" =&,




Attach To ]

Transform ]

Preview Reset Pivot Offset

Play From Here Set Pivot Offset Here

ivot Offset Here (Snapped)

SRA BRI TR FLITER

EREEXFTHNR, FiFIEER (Details) B9**Transform (L) **#= T2
Location (fiZ) /E%, % Location X. Y. Z #iTHELINEEN 0, XL RIEH
Bt RAITRINR AL, RRE= MRS, EZUENRELINR
(0,0,0) SERfE, ERIUEMOBIZMRUTHARS CBRELINME=RE R IAL/E/
HHZRNX) o MRMREA (Fla—mEE) , AIATERHLocationEE N0/, BIRIERE
FEMRAGENFRANMGE (Fla0itiRAFZ=0FmEm L),
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SRS EAMMBIM TR TABHGE
ERENBEGRANS I RE, 7557 AUEHIESM BN T R LRI

o BRMNRMTT: EEXTALTENMEHEREE CEMNERER). BRERRR
TEHBFBRBMT. SFB(IEmiEREERE, BiNREREIENRGINIEY
7t (BUAPK10uu, BPEiEahl10R(IA—8). ERILEEFZIN TRREARS KK
v (§A1. 5. 10. 100FH(), MUEHGRRTHITRAHE, £, TUASH
FEfbtE (TeiEINT) FMAEMEEHE, 7278 FHRIETE M EIE S et IR L1481,

o MTRRXFF (Vertex Snapping) : " EBEFBER—TMIRBHRILSEI S —MIEBSENL
B (IR MERTENR), SJUERTIRERINE, RIE v BAR, AR
R, BihIREFSHIAENBNTIRERET. KRN KIENTAREE BIRN R
BT EHIRF, ENREZTARMES5BIRTT, SIEHMNES (EERIRmEiEa
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i} Chair StaticMesh
i} Chair StaticMesh
i} Floor StaticMesh
i} Floor StaticMesh
iy Statue StaticMesh
o i} Table StaticMesh
& dim
L 2 57

1 Multiple Value |4 Muttiple Value [ 32.0

K TR - T

S ¥ S - T
" |

Multiple Values
Mone
€0

-

M_Metal_Burnished Steel

o **RMEXIFFT (Surface Snapping) . **ATRKYEBREMEEERA L, EPRREET
PEENd B, MESAHERZBTEANSEIRIINEKRE (FIItEMEFE), I
BE BT IR B 1A BB e S Hfo

o FERENLEGULEIET A fINMEREER, BRMEXTTEGEMEXNTTET,
fE AN MIE A RIBAREI0ERA; BRENETME A End IS, MHERME
HinGRAN=EeRIETEERE,

SIR6 IIERLER !

KB EnNmRRIESARlySim3D, AILUEIIRRERBEEK
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5. }XFEMIAR

XEEFIRAL: NEHRERIZE (FEFAUEEKIATH T A44R)
UEBKIALHRZR

o XiiLIf, ;REactorf@mi (forward) sX[AfE (backward), E{EMFT;
o ViR, REactormi (left) @A (right), EEMAA;
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ZHhiE®, REactorm Lt (up) IET (down), IEEME;

FNBIXFR, BEFER RANHRLIFRES (0,0,0) (FAZSEESER. NAEXNTFTNME
BIER, (RO LUEIT AR ERASWAR{E (Static Mesh) BUIEHIE (Pivot) X#%EhActorBfiL

BEXRT=Y ‘BR7 BENAE, MUTEE UE4.27 f1 UES.2 FigE/EXNERMAERN
ik

UE4.27: FEIRMS SRS

THIAMERER CUBMRNERATRRRREEETRF0(0,0,004, TEERENER
HRRR. Hit, EXTEEBNTFRANMUE, FEEHREASSSEREEXH
=

GBS FRSMIR AR *ERiERPEPH RSB RIBE/HEHE gizmo, HUE
BURTF X SRR S, AT Y ERA T ActorfIARIHAIE | #(E Alt BHPERIERFE
B EEE FRAIE, el BRI T RIS RO RN ERCR IR BT IS TR
L

IR AMEEIACtoriR IS (RRAHRT) | T RIRMEDIIEEAUER, ARATHR,
1%4% Pivot > Set as Pivot Offset, BIAI{ HaiikitRIZ(R1E TR, XiFRMERUHEEF
[EEMER, ZActorfE HRIXRHMRKMBRIFRNREEAE, XN FEXRHXTT
ZPMActoriREA. fli0, ATE— I HREEUNRHISERIFL, AERZHEE
HMEEMEHITIERE R,

KAEREFEMIRERNES: **EUE4.27h, NRFLE** MBE LT 5 SRR
AFENER (Pivot), FEERERGPIARELEAMHIRIHAT(0,0,00BEMSN,
HEFEAUEANEET RGN, UBATEERERANRSPEENEHNER. BRA
7%: RA “Editor Modeling Tools” ¥, XA IFESRIESFNKABIMEZE =1
W E. BRMEHE, EPEFHRSREZE™, #HEANBEEI (Modeling Mode) £/
Edit Pivot (4miBiE3) TH, BiKMSEIEEFREMAEHNA, XSRHRHE
JEEIR SRR =H, EE, TUE4.27THIZINEERT e A TR0 B,
RAcCtordFHARSR: MR ENWRUTFERESL, TUESEHPEER
HATIZE R (0,0,0) HFHERIFTFTRE R D, thil, EBUBRRMAONTRRES
BE 4, ABERYEABENDLTHRLER (0,0,0), HFHRESREREER
&, XL LEBBEIBMHRABTR “BNEMN FER. “En: “MERAXTTHIEED

SEEZW: *MEA Pivot > Set as Pivot Offset (249 Eh{R 2 R EF T 280
K RHEIZActorEfl, HREHEHSMIER=RENER, NREHMXKER
B—&r=, ERMMDESANNNRIMIE. BEEMELRGIPLE—EKR, BERE
BEITAHEDCCTAFERREAHENSNE R,
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UES.2: RAERM=RSHFTRS

o MEAIKIIFARESE: **UES.2HBA T UEAM AR IRMIARE AR, (RMKATLLED
ALt + FREEHERD SKETET TS ThActoriVikit=, A5G Pivot > Set as Pivot Offset
FERE, XLESBFEUESHREHEE, ERBEML,

o BRI TRRIMMIE: “UESXIIKIIFRZIER T EFFIIANETR, £ ERED
(Modeling Mode) F, BILAER “4miEHRE (Edit Pivot)” T EBERENEHSMEE
PRI, EARIZTA:

i ELEEA LATRE ‘B 82X, BAF “T#k (XForm)” 25, #%Z Edit
Pivot T &,

i, EREBERAIERSME, EOOREEIE L g im0 B R ART IS, fRATL
FEIZAMCEIFAUE, HEATEIRPERFIUHRH R B IR
o REEFE,

ii. A “BR NAEN. MRMGESMIESIRESMEER, FEILItA~ErFRE
FEHHSLHIEREERFIR G, XELUEARAEEIINMERIER B/ EE S,

o BActoryFiHRFES: **SUE4ERE, MERFEFHZRMEHRTRL, BEEH
Locationig’s (0,0,0) BiA], UESIRE**KBMEESHEENUEITE (FILTX
LWC) , FELLEMER M RMERITMI B EERIHER. TEaEP, BEENEE
B SARTEERIERESNMUE, LU ZSIREMAEIT Y MESE,

o  YERZEI: “*UESHIRHZRIETHEERREA, BMRIZIEFER, FRIERD
ERN B A IR BEF MM EREN IR, NRAEEBNEFTERS, Wodrsfd
FAActorékiy Pivot Offset i, IREYTEEEMRM (Alt+FPiR) EEUEIREREERE
i1, T(FEA “Set as Pivot Offset” AEEYBIXxEHRE,

* _Q)E%%I]iﬂ,.ﬁ‘z: AREHRHRFERISE (ERARSHIEL
T

FEABARESR (WGISEIBES N, AMETIHHEIE) B, EEERIS5HE
HIBRIRR T, B, FEURLKSEMEFARIERNER, UWERBELLITKE
W&, £H3 UE4.27 #1 UE5.2, TEZAINBNEIGEMIESER S, MUKRIEXE World
Composition/World Partition. t#R[FE=EE (World Origin Rebasing).
Georeferencing MRS EHE S NEHRHENER.

UE4.27: fEMA World Composition FlhIBSE RS

1. ;3R World Composition EIB A5} : Unreal 4.27/F World Composition (5%
M) REEBAXF, HEMHFFESTFER (Origin Shifting) SR G ALITEE R, 7E
UE4.277, BENXRIVAIREEREFSIZEEE WoRLD MAX , KZYFX21HAUU (20km
kh). BEEENEBSRARNESSRERBEERE, MiBRsF @ (@FES5kmEI
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FMATREHENEIEN) o World Compositioni@id S REF BB EEME LY BT 7 HIE,
A% WORLD MAX PElo

o "MEESE: *MTHXER World Settings Emik (FFE Window > World
Settings). ‘@i Enable World Composition 7 xE Rttt Rk, BRAGE, HaiXx+
RIEABAXER, MBRFZERFAEFXF (FHiE) #HSTE Levels EIRFSH.
i LevelsEIMR AT ABALRXLEFRFMUEREKRR, FHITME/EEITH],

o [RHERE(I (Origin Rebasing): **EWorld Settingssh**BiA == A Enable World
Origin Rebasing (ttRRSEEN), BFRZETIRIFEAIZRES, UESIZEENRE
MRMUBNSFBHRLITRS, SRR, 5IZESRFHRLITRZTSENTE
EIIRMHE, NMERREBRLIMERE, BRHREIASREERKX, X—I12
NEBNHLETEN. (EF. WRTEEHNSIR =T, AIF)XAZET, X
B R R E B ERKE L)

o MRI9FRE (Tiles): **EBAWorld Compositionfg, RILUGAKMERD NEZNF*
+* (WIMAEER). 7E Levels ERFEI R FRXFFERMECINHNERNUE. 81
FXFEE— Level Bounds EUHAFR, World Composition=1RIBERGHIEE

RIEIEERNMNF X, YMFIEOIZXIEN, BEasEi¥s, RIEMKBAKEY
PR, X R T I B R B BE SR,

o MIOIFRATF: *1E4RiB2EMIWorld CompositiontBEH, REBEE|YaTtHFRRSM
B (B—MENTFinn) UREZEHEERKEEFES. SMMEEFETLANFX+F
B, miERtRBohENEBHRRRUAERE, RENSEREIFRBEIT LR, R
oM S PR EL AR

2. (EAMIEEE (Georeferencing) fEfHEBEELSIFFESR: UE4275|\7T
GeoReferencing (HIESE) #ifr, FILUISELIHERSELMIBAIFECRE R, BR%E
*E, MALIEEXREX HIBLRATHNERERAME, HERERSENRFLITHEN
. AEFE:

o RN TERIEEEAIER Edit > Plugins, 1% B Georeferencing &t
(HMIBSE RS, BRAEEEERHRER. EtERE, SESIERNEPRM
GeoReferencingigxiIActorFfIThEE,

o “INEHIESERYActor: **1E Place Actors HiRHIEE
“GeoReferencingSystem” (&R, FEPlaceERAAERTR Engine Content
5|ZNA). & GeoReferencingSystem {ENI7 =, X2—"2FHMESEKE
Actor, EFREEATEIRATUERESITRSE

o “ELEMIRAR: **7EGeoReferencingSystemBVATIEMNR T, #:Z Geo Referencing
Mo, FERE:

o Planet Shape (BEKIK): %E4F Flat FE Round HEE, XFXIFHR/)\EIF
= (VFEARELUR), AILUERAFlatHiS TR, W TESKCEREEEAS
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SEMNER, iEFRound (tEkIHEK) EANSIE, RoundiBT TEIAEIAA
WGS84HIERIERY

o Projected CRS / Geographic CRS (&R MRZR MIBAIRR) . {5EFIRAMR
FHHIBRITEE R, RIABRT, G FEREPSG:4326 (WGS84MIREAAAT) EH
Geographic CRS, WMIRBAMFKHIEAITR (MIUTMER) EX, AIfE
Projected CRS FEIE NI EPSGURD,

o "MEBEXERAAMIZEAIR: **E K, 7 Origin Location iIgEHEN ELIHRF S
M E LS, BEERMA:

o WMRXA/PEEIRR (WIUTMFEALR), @ik “Origin Location in Projected
CRS”, ARIENRE=MARE (Easting). JtE(Northing) ¥ iri1ET2, XLEEN A
BAUGREEENHF (RIFLULKARMUERT/ER) , aLERIRIHEKIFRNER
EREARSR. flg, BRmLiRRE—MREE, FEERZRFP0KL79(0,0).

o WRRFMIBYIRR (ZF45E), BUHAIE Origin Location in Projected CRS (f
FAHIBAARE MR SR) . ZA/SIEN Origin Latitude (45E). Origin Longitude

(2FE) #0 Origin Altitude (83k). BIE0, BWNTHNGISHIESEZRANESEE
=12, (fE2tFERound PlanetiRzlF, FEEX X NERTEHMIK LAVZZEE).
AR CEERESE, FHHEEEXMIERR. Yiltsmdt, zZ#m L, LTE
BEXH L

o “WAMR: R LEIRER, (0,0,0) tHRLITRIENNIMEENELIBR S, Fl
90, $NROrigin Latitude/LongitudeigBNILRKXLINMAE, BAXFERMALR
Ik FRYRRITIE R, LB BT USRS AR (AT R $RTE (R X AT AN IR AR AT (B 52 45

o "MEABELAIFHEMNR: **GeoReferencingfffFigt 7 EEFNC+HERE, BRFHED
KRR IR D UE T R AR H R EActor, fli0, EIEEHFEF Georeferencing 733
T8 “Longitude/Latitude To Engine” (3¢ Geographic To Engine) T,
MNNEEERIRA Fvector HRYAT, BRActorBmEIZE. Rz, HATLUE
ActorfJtt RN BIZMEZSHE (Engine To Geographic). HTFHEHAZERNEE
HTIHE, HIGIEEE. 2HRE, RAILURENGISHIEEPRERTRESE, B
o ERRBAISEIVERITE, EIRPEMERITIZACtor,

o IUIEAAARIEMEE: “*UE4.27KIH—1nfi] BP_GeoReference 5
GeoReferencingSystem EERRHAIREVIENEGEFEE, NfEABHEFHN
LIRIREEE (GeoReference Status Bar) UMG/N T EERMOF O R AHIIBAER, 75
E o

e World Composition 53IB8EES: *World Compositionti 5 * /6] & B Fl 7%zt
Wi%t, GeoReferencinglfifkfiBisbinizii™ . ME R MEL SR fRelLuEid
GeoReferencingig BEF MBS N FRRR, FABIWorld CompositionfERE#HITFX
EMBMNEEREE(. UK EHEKESZR, World Composition&fiti ik R=F#%, B
GeoReferencing RAERNIEEITE, SRIRMNERRRE, MRESEFIRKALE
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. EpiciRfAIBP_RebasermfflER T AT BRI F iz R EEN, BE—MRIE
B ES A,
o FEEW (UE4 Xtt5R):

o YEEMNFEE: **BAWorld CompositionfIRREEG, REILTRIKL
(I FiHFERRNNE, TRAEERESERE. UE4BIRSES Al
BN AEZFRAEEN, NALEFREEFPHEITA—H. NREEZ ANF
NHER, BEEMBIRETREBR “Enable Multiplayer World Origin
Rebasing” (K51, BIREBRISE). BAFNIEI UL £ LLINkE.

o *RRAERE: TWTFXEHRANIE, HEERKRELITRIEATESE,
BIgn, WmmtERPIRAUTMAAT (MIWGS84 UTM Zone) SEZRALITR,
RIS AR E I LUK A R AR EAAR, BigE A0rigin Projected
Coordinates, XE&H T HIZFERLSE (ENEN) EHEPRERNAER
BEEITEAH.

o *EEAES: RuEEEERBRENRE R (DEEEYT) . flid, $EFE
REEUTMEITHNE G KAUE, XEERNERERAEES I NARRE. B
BB FEEMBEUEITEEEMT #ER.

UE5.2: {EM World Partition fiithIE&EE S

UES AR 3547 7 RIES0H, 5IN\T World Partition (HR9K) #45, FHLM
T Large World Coordinates (LWC) Attt 574445 (6411f8E) =fF. &AL, UE5.2R1LL
ERNMEIZNEEEX7S, FANEERMRTTERMUE, UTEUES.2HIGE KA
EBEyRESNGE:

**1. World Partition #fX World Composition: **7ZUE5/, World CompositionE# 7
F. BXMftZBIZ World Partition, ©BohEE—XxREI2 AMEHRINNE, THEE
FIBEFXTE

e FRAAN: HBUESTIER, KZHIER (E=AM. FHE) SLMIAER
World Partition, XfFUE4EINH, BILUEE 3 E Tools > Convert Level & x =541k
#AWorld Partitiont&=. ¥i#tfg, FMBEFXRIEHN—MFAXER, ActorsiZ=(ali
BXI9E 2 XMEETH,

o MIMFIE: **World Partition, ¥TH **World Settings**, £ “World
Partition” ZBHA{R **Enable Streaming** (BARX) A**AEIRS. WREH
MEERERINE, BIARAA T World PartitionfBRIBER I 7 iiix (BN XEBEM
H)o NTENAMRIZERNE, FEFBIZEDN, FB/E, FIER World
Partition O ZEMIETMEINE¥1F. Data Layers®, UE5iEZ#F One File Per
Actor SRILEIBAIIME, B MActorREARMXYE, ZARRENEERREXIE,
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o FREESLWC: *UESSIZZOEIRIANEE (LWC) B, tHRLIREE LR
K=, BEpicHREFMR, UESHIGAILIRAIF IR IEiC ErTH BEIZEMAHER
REMALIMAZEE R, XERETUESENFET, —RABEEMEHITRAEE
fii. 590, EUE4FRSREIMeTaE IR EI RN, EUESAT LUIEIREINEE B A <%
4, M, FEIENE, ERELNIES | ZEHNRLEIHMHNAERI2MIZER, ALt
SR ERSFRGE, RIsEHIEEEERE (FINBRSEEEHE AEIMY
NS HIVEREE) . FLLUESERARRE TIRARI-, BERAMIE TIrhERR
REEMFEITFR.

o ZANFRER: “UESHYBRRIAMNERZ ANRREEL, NRGERHERZ AFK, 7
£ Project Settings > Network R Fzi/2f “Enable Multiplayer World Origin
Rebasing” . XR&=1LRSBB/BAETNE PRI F5 R LUB/NEIR, BLIMEREF
FHRIBERY, BREESPHTHEMSZE,

**2. UES #IBSERHIRE (Georeferencing #fF) : **UE5. 2B T4.275| N\RUtHIESE
W, FHTTouH, HERAESUEAEER—

o “ZHEM: *1E Ywi8 > M 17T GeoReferencing ffifF (FEUESHR{IAETF
Built-in Plugins). BRHERY1EES. M/ETEPlace ActorsHREI R FIHIES EHX
Actor,

e **JRI0 GeoReferencingSystem: ** GeoReferencingSystem Actor #EAX+ (&
HEZETPlaceEmiRBA “ER5IZERR" FikE). #HE, FATEREESH:

o **Planet Shape: **3%&#¥ Round Planet (#E{X) 3K Flat Planet, &{REVIE S
RAEEZSE (FINBMRHHEAKKXIE), 5% Round Planet, LAER#MEK
WHRETEHRZE, FlatiRXESR/NKIEEREES BtIkHRNE R,

o **WIRBER (CRS): **BRIAERT, Projected CRS #1 Geographic CRS FE&=
SEN—LENIRE (UIEPSG:4978HILARATR. EPSG:43263MIB44TR) . —RRIRISFRAIA
Bin], SERIBEZEREKR. HFEPSG:4326RWGSS4ZEE LR, EATGPS
1R, MNRBRENIRR LR (WHPE2000FHFEM S LITR) , AIUTE
Projected CRSHIEANX R EPSGHZ,

o **XK[FEMA (Origin Location): **"1RIBEAMNAITRBNERE:

= EfEFProjected CRS (FHE#T), R%F Origin Location in Projected
CRS NAEIRTS, 1E Origin Projected Coordinates MEG Z/F mEikm4%
MRTHAR. b EE#E (BAEK). GISIRABUTMALR, aPRgsEH0m
UTM Easting/Northingigi N3k E3(0,0).

» EfEMGeographic CRS (24%E), FBUHANE Origin Location in
Projected CRS, #AISiEE Origin Latitude. Origin Longitude (B AFE)
LUKz Origin Altitude (F{iK). 40, RFOrigin Latitude/Longitudeig/y
(RIFMAR R N AR B 4T, HE G, ZESE M ENVEERRES.
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o SZLFEMITITIR: *FUE4EN, UESHIMIEERE ZATE (HIRMTEIEL RS UELE A
M, UESHELIEEER **GeoReferencingSystem** BYLA1ER#K, ST EEFE
M ** “Geographic To Engine” **, * “Engine To Geographic” ZFT =, Lbil,
FIEEFIERE Convert LongitudeLatitudeAltitude To Unreal, #AZE. S4E.
BEEME, BiEmE—1 vector B, XEFAI A EMIREESSLAFHREACtor, H
FUESZIFE AN FEE, XEFIRTELIKRE LRABR.

o *Rffl: *MRIGIRE—MIEMTHGISEIE, ESZEXITRAWGCSAZEE, HHREUEXTK
RE MRS, fRAJLLEGeoReferencingSystem R EXEProjected CRS, EE
WHARONSGERE, RE, WEKERNBIER “CHEFUELIY RIURETH
Vector, TEXLEAEERIERMIEISpline, XLLEActorGEIEMAVHIEME BN, fE
FARound PlanettRT0iRBEE (R, BRMRI=EERK, UEHAER (B
BIRHAIEIRERZE) .

 Large World Coordinates f£#: **UESEIAFEELIRL ERSIZEMATSE. BIER

X FERESWISENMER E—=, PSR EERI LR, BRTREMERG4

ERE, ATLAMRFHERENL TTUE4RME, TR ESR—REEFE0rigin

Rebasing—/R, MEVESBEAERT, ASHMB*ERFIEEMURS, XIRAE

7T BHAEESRNAEEE. A, MRMITHIENSIKRE (W ¢ T1EI28)

HEKNEERGEBFERINAUEIETT, NMETRESRAEEIREEELIRER

RRVEE IR,

AEEm (UE5 Kitt5R):

o **MEEM{L: **World Partition5|I \T#EE. HLODERLGHATAME S
ffift. %/F Data Layers o] LU ELRHREEHNBENXEAS (WLBFBFIER)
RERNBKRMEE, M. BERNEERERRM. SENSEEEIZE
MINE+ZE, ERFRMIESERATICENE, iXABEEEFEEMEIF
1Ro

o ""{BESWIR: *EALWCEME T XS 1EEAE, 18 EE5IZ (Chaos) B#i
WEL ZFNEE. RN B S REEEYIEEE EEERA, XF5
BEH. HEN, AIURA ‘“OXYERS" NEEK, ENIETEUEE
FERi#T (XFESAEM, FEREEE).

o *E=pFTH: “*WFNRNGISERM, HXEFEHIU Cesium for Unreal.
ArcGIS Maps SDK Eififh, Efi1REtE{EAGeoReferencingR i FHiRHEEL
HERRS . NRDEZZAMMEIKEEE, FhEEXLETAR, MUESHE
HIESE R SR UEKIER.

CesiumGeoreference 5itt R 15 IIZIEE R

AHEEEREFECesiumGeoreference (IEE[E) #1 UE ARSI X R, EHEEHH)FE
IBERTE TRtk MBI ST AR IR R E T 40

18/21



o *HIBMAIRR vs UERIRR: MK LB BERLE. SENSE (WGS84 ik
Fr) KRR, M Unreal SIZRAIBEANRERRERYLIRR (X/Y/ZH) REMIMNR.
Cesium for Unreal & {3853 CesiumGeoreference 3 &G X TR REL R,

CesiumGeoreference EX T UE t R AR A MIk ERXNAIE, UK it5RA44AR4
M FHRIBARAXTFT AR EEEKR, FRITAILIEE—NESEEN UE IR
=, BAZERFHESFRIESIZERRETH (X=0, Y=0, Z=0) I &, LLBI5IER +X HRXT
RIZRMA. +Y JMZEEM, +Z MR iZt=fE LA FERX=AME).

o R4 (Origin Rebasing) : **HFHMIXEHKAMUEIEEEMFER, —MI=

AR BN BEEMFEIFERBSHEEMNIERR LA M, CesiumGeoreference 1
BT ERSEBIG: BOAERT, SURE (BY) BaiirES,
CesiumGeoreference K EIEEREREMIEIFEMBRENFAUE, XFHFEH
RERMOENMREFER), BEFEERR, HERMN “QL” Frrihs
SRUENMRIEL. UES5INT “WHEEAM R 445 (Large World
Coordinates)”, thAIEE T ASEEISMMERE, BE T3 K5 EaE a0
&, {BEMEWL, FEMIkE—in (5RSEEHRTAE), ENAERFHEEIRLS—
HWEW, MNRFNEBRYLITR, EEBRERSNMASIZEAIN T EREMOAR, &
SEWMEREEYIEEIR (fINAts ‘N BitR), BIMNRERERAIENERF
X RDANEMARXIE, AILLE#RX—(a@, Cesium i&SPawn BRIAEE
CesiumOriginShift A, SEEH—TEENMELEREH, FHSLITRRENRT
KA BB,

o "MESSMFRTHE: V*W—ARMIUE Actorns, HEIEREEE HatHFRALIRER T,
WNRFZNTAZT T CesiumGeoreference R, XEYFEAEZ /et T HIBRITRS
tH RARRVERSY, ARSRTHEIRENEBACtorIEXMELITRTMMA LR
%, ERIENDSEFR, KNEIZEHRESG, FloatingPawn ;&H BohiEldb=, m
EEAPawnFEAEE B BHHIEHE, THHRALIFEIETEMESERTT, S
ERFR EBESLFRMIBAE, AT R, CesiumiZET
CesiumGlobeAnchor A 4GActorRmINIZAH /G, Actor SIZIRMIBLITENL, M
MAERE R AR NRSFER—ELHE R, aiER, BENREF/MIXLITR, M
EEEHVEH RN, HERFBRHEEMER, FTERHE GlobeAnchor BIFTREBSHK
EMRSEhERE MR LR, MMM I ERANESEMNE L,

| BEt:

NFEAR. BHREAEFNEGR, —REBRBHHFRES, MEBELIAERIBIRH
MU EREMPARNERNTT. UE4.2THRE GRS DCCT AR KA BIE R
=, MUES 2R T EFRERTIXMINTER, T TIENE, BERRXBENRBIE
5 R R MBI R LR S B BB ERR E M FE R

7EUE4.27H, KEUHRFEEMEBIWorld Compositionitt 719y, FHi@idWorld
Origin Rebasing#55E ; FBIF) A Georeferencingtfifh vl LALEE LI 4R N B 5242
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4R, SCTIGISEIEIIE. EUES.2AR, World PartitionEshEIEAME, Large
World CoordinatesKigieF 7 AFEE LIR; MIBPSZHHEELFER, EXFRESRA
REHREIRELSGE, HFESHMBEMERENRRIKERER: INEEZ=LL(0,0,0)2AIA
FERARCENE;, BAEENNEAMESEZERIMoXEA, HIESEEMMELEH
T BE ERAGE, (RAIUEAAMENTEPERSERRAE, BEAEASX
77, XBRIBITIRE IS

Cesium for Unreal @313 CesiumGeoreference ¥tIE= 85| AUE, 5|Z5.203FEE
AR ZFILBENIXKEN— PR TN RE. AAERE THRESNUENXNRE
ENEZE: BRIISESHMXEIXE, BREFLIMEESHRIER, MEEEE
EHRIBEUBENMNRERER, URESEVHHIES.

6.5ZFH

1. RflySimE 7 X414
2. Unreal Engine 4.27 Documentation

3. Unreal Engine 5.2 Documentation
[—] '=18
7.7 Win)En

Ql: 7£UE4.27H, WfAEAWorld Composition
REBAHR?
Al: ¥TFXKH World Settings E#k (FE3E Window > World Settings), Ak

Enable World Composition xRt R M. BEE, HRXxEEAFAXE, M
BERAERHAEFXF (FHE) Z=7E Levels ERAYIH, [FEEH{R Enable World

Origin Rebasing (HFRRREEN) FRIFAERES, UESIZBMNRIERRUENS T
R AT R0

Q2: WRITEVE4.27th{EFEihIEs £
(Georeferencing)fifFig B HILRVIMIE L HRIRE =?

A2: BTEiRiEES S EI%RE Edit > Plugins, £ ZEH /S Georeferencing &, EE4
IEERfE R ##E71E Place Actors EIRFIZEHNE GeoReferencingSystem ActorZli7
=P, ERZActorFEATHEIRPEELITASH, SEEEREX R (FlatsiRound)
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https://rflysim.com/doc/zh/
https://docs.unrealengine.com/4.27/en-US/
https://docs.unrealengine.com/5.2/en-US/

FRFRZRZEE (Projected CRSZGeographic CRS), B/S7E Origin Location iI8EHE X
A RR SN NAESSAAT, AIUSRELITRTHARMA. JbRLin, SEMIBLITRT
MNEE. KENER,

Q3: UES.2#HELUE4.27ER S SA A EE A
pi#?

A3: UES.2%REHIFZR M T EERNANET R, TE#EIETN (Modeling Mode) 1, FILL
EixfER "HiBiEH (Edit Pivot)" T EEXEHSMEHE XM, BARERETIAE
AR R R, BT "ZHR (XForm)" 25/, %% Edit Pivot TR, ®HHEERE

PRAVERSINE, EAOAGHILE HRnKah i ERVRATHARIS, A AFEEEZAR e 2L
B, EATERPEAMIGGHHRERRHZIIRERO. REPFUE _RE"ER"VA
FEilla, MM IIESBIEEIRRSPBEAER, EIIE = EFrE X R REISE AR & RH
B, XEEUEARAERIMNMERE RS ERS S,

1. https://rflysim.com/ <
2. WEEEEIFEW: https://rflysim.com/doc/zh/HowTolnstall.pdf «
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