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T IASFAETXMLA S MR B E X ZheR R BRE,

2. SEIRER

o MMER: Windows 10% I FARAS; RflySimTAHE(H; 3ds Max2021; Unreal
Engine4.27,

o WHER: £ind/ax@EmEa

3.52583hht

HIFZER:
[ B R]\RflySimAPIs\3.RflySim3DUE\1.BasicExps\el_CusLoadDroneyeeX680

e Intro.pdf: BENXZhEE = HRENNEHILINFIE
e VehicleModel : ERNAFAIBAIEEIEIE
e DroneyeeX680: HAANWIETR R HEIZS NNEREIE

4. LERABHTE
4.1 ESHBIEWPRIIER (&)

BEA: AL EL3ds Max R TET, ECERBHEENIE, EHoLUEAEMEEN=
HRIRINME (Y0Maya. Blender. Cinema 4D%) S{CAD#f4+ (4N1SOLIDWORKS.
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Intro.pdf
VehicleModel
DroneyeeX680

Inventors) HITIRENE, RERGNWRKIRELEZSEMER, B REMERE
[Eo

| PIEL: @33dsMax$THERY (EahakEF3EM)

SER3dsMaxZEfE, BT ANFTFA3dsMax kR

{ThisPC * Local Disk (C) * ProgramData * Microsoft * Windows » Start Menu * Programs *» Autodesk * Autodesk 3ds Max 2020]

3 3 3 3 8 3|3/ 3 @&

5
»

3ds Max 3ds Max 3ds Max 3ds Max 3ds Max 3ds Max 3ds Max 3ds Max Change License
’ 2020 - 2020 - 2020 - 2020 - 2020 - 2020 - 2020 - 2020 Graphics Transfer
4 Brazilian English French German Japanese Korean Simplified Mode Utility - 3ds
R Portuguese Chinese Max 2020

I 3dsMaxfa, BI FTEGIVERITFRXAMEER (XER{THmaxXt, SEAH
4RI, WBEIXH-SANGR)

@ LEREM - SO5 Ak US|

Ctrl+5

ShiftH trl+3

ARTEEEE ORI EASLIEE R TH" VehicleModel "B RFH$ 2" DroneyeeX680.max
", EETH
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VehicleModel
VehicleModel/DroneyeeX680.max

AFIRFE:  C\UsershuavesiDocumentst3ds Max 2021%=cenes

g mr A ORI~ VelicleModel B - vEm
=7 fERHE
D DroneyeeX680.max 10/6/2023 8:13 AM

D DroneyeeX680Body.max 10/6/2023 8:13 AM

HEF,
D DroneyeeX680Prop.max = 3dsMax scene file 023 813 AM
F7: 3.10 MB

fE0rHE: 10/6/2023 B:13 AM

| BIR2: EELIRAE

E3DsmaxEFFAEANF, RiRBEE"H"-"H", MAILUEFIEAGFN—1TEE, X
ZETLUBE WNUE, 25, HIE, BNERF. FE2REUTEX:

1) HEVLAEIER3Ds MaxBIxXEHIES [, HINtERzZEHESR (FL);
2) HaR $HBIBCTE3Ds MaxBIHly;
3) MRERGGERER (RETRM) A, NREEZEMER.

NTE, RETEE"SB"%HE, BRmmEPNSSBIERNTR, A UE T REI=HR
BRI =ESAT RRAARERE NN ORLE] LU X RIBE D) o
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SIR3: ISR FHEBRERBAII I &

RENS AT AR BRI =ELIR (xy,z) =[-0.449,- 0.363,0]

[+] EM] e ] BOAEREE ]

(14 IR
-

2ot g

40 45 54 E= S 63 0 T

B BA %:24.977cn # ¥:[F24. 235c 7|2: 11.222en # HHE = 25.4en le <l B 1> m]

1 _EIBHEIR[24.977, -24.439, 11.222], 7= F4BAER[-25.99, 22.528, 11.022],
1= FIBREIR[24.977, 24.693, 11.022], A& FIBHER[-25.99, -22.274, 11.022],
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R&MNENERAV IR ENUARIETR, FLA] USRS MEERAEX AR O = 4445, B
F3DsMax@X AR A LRIGEFELInR, UERARNG ENAEFELITR, BRItEEZXyM#HTT
Ao

EEFEBITAEL. £ F. AF. ALORESIR: [25.4260,24.0760,11.2220],
[-25.5410,-22.8910,11.0220], [25.4260,-25.0560,11.0220],[-25.5410,21.9110,11.0220] X

N SMEBEER. G, BR WIROEE (WMiERRE) ER, XEALE

8cmo

| B4 BRASFHNSBRERfox (ERTFEM=4HNM)

}DroneyeeX680.maxE#IFM{7, 43585 7IDroneyeeX680Body.maxill
DroneyeeX680Prop.max. fEDroneyeeX680Body.maxX SR MEFER, HEN S
#%ohEI3DsMaxpI& 4Ly ; fEDroneyeeX680Prop. max IR A A = MREIERE, R
BT—1, AE%hEI3Dsmaxiril.

SHEBEIFBXREE M, HARE3DsMaxiIFE-XH-SH-S, R TEMRRE, SH
15%IDroneyeeX680Body.FBX#IDroneyeeX680Prop.FBXX 4

HithR 4 S HHFBXBY G 7%

e Maya: File>Export All > FBX Export, 7EFE2LIRIMEENZ-Up

e Blender: File>Export>FBX, Forwardi&&3-Y Forward, Upi&EHZ Up
e Cinema4D: File>Export>FBX, H{RALITAIEHER

e SOLIDWORKS: i@idDatasmithffift SHIEA S =5 FBXS HiEH

KESFHEENTEFIR. E: BEN. shE. TAEHAEDE
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L ET %:Eu::tiu:r

v FBX ¥ fE&

5 iutodesk 2014/2015 FIEBIEEH 2014/20 I tsesE

{58
FEY fiftha=: 2019. 2 Release (71e65hdsd)

H* FBY MIEEED

1 4.2 $EiZfoxiER S ANVERIBH S (GEfl, WL
UE473{51)

| PR foxiREIFAUE

FERITHA—IUEIRE, EHContentBRIE—IXHFK (XEd&IDroneyeeX680) ,
WMTFEFNZXGFKE, RESNZH, KXREDroneyeeX680Body.FBXH]
DroneyeeX680Prop.FBX& \i# 3K

= Content Browser
hiy SN BREFEAENT € £5 Content » DroneyeeX680 »

V= YitiEsEe

TILRELe e
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4 Mesh
Skeletal Mesh i

Auto Generate Collisior

Static Mesh LODGroup

Vertex Color Import Op

Remove Degenerates
Build Adjacency Buffer
Build Reversed Index B
Generate Lightmap UV:
One Convex Hull Per Ul
Combine Meshes

Transform Vertex to Ak

Import Mesh LODs
WBIMEIR BN EGBEE Import Normals »

W EINEELEIEHLLRY N Mikk TSpace

$182: RIBERMR

HFENOOMRESEEX MR, FHLSANH#HREEEHN, HFEM. FTEWNE
DroneyeeX680BodyMIt& (A=, ERE I FHAEEMEAEIR, TEEAPXKEIBHARMET
M, FlnmaEnNERe (XEFESIRIYNIERTEXNMER, MEKRESIBHESR
BREREEEMTFHANAZTER, Fee5|BEIVESIZERHNMER, BURESA
RflySim3DEEIERARTR) . FES, EF|—DroneyeeX680PropHHanE
DroneyeeX680Prop_2, BEMBRIEENARENEG, UKD ¥HBSERNR-MENRENSE
R MEER, NRSAEMHNEMERARSIHEMELE, NWEEFRIEEESEEILTELE
NI E ko

== Content Browser

kit LS5A\ BIREFMEANS € | Content » DroneyeeX680 »
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ELEPSE"REFEREAT", EHREB->TRISE->ITEPREFEINTIRE:
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8 REFEMB
EFEZRFHINAF.....
EEEREERE. .

W mRmE...

W THDE...

. FFEECH.

W iTens

R #h Visual Studio INBQ
¥T#Visual Studio
HiEWindowsHIAH

HEsERE, AL
£ [zIfexsk] \Saved\Cooked\WindowsNoEditor\ [T#24] \Content\ T, &%

“4~"DroneyeeX680"BHREHIHREFZH.

4.3 HIEEREIEEL S ARflySim3D
F$E1: wEXMLYF

SHEREE, BEFBRRS XML FREBIRYSIm3DIRFERRAUE. ¥EiHR. MR
Fo
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O oo NO ULk~ WN B

O U bbb, PEA,PEPLEDEDWWWWWWWWWWNDNNDNNNNNNMNNRERFRERERRFEREREFRERERRERR
NP OOWONOUS~ARWMNPRPEPODOOLONOUDRE, WNERHRFOOONOUPAARWNREREOCDOOLONOU RS WNREO

<?xml version="1.0"7?>
<vehicle>
<ClassID>3</ClassID> <!- -8, 3RTEEETANL- ->
<DisplayOrder>1015</DisplayOrder> <!--ERIAF, @/ NETRTIER (cH) HFEg-->
<Name>DroneyeeX680</Name> <!--RRBH-->
<Scale> <!--8fK-->
<x>1</x>
<y>1</y>
<z>1</7>
</Scale>
<AngEulerDeg> <! - - SiEBSIVHIAESH - ->
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</AngEulerDeg>
<body>
<ModelType>0</ModelType> <!--ORREHSMIE, 1RTOIE, 2-4RREE-->
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Body</MeshPath> <!--meshi&f®, EHinE
FERF LEETRTRE, AEtBRR=-BRiR=BE+R=aM- ->
<MaterialPath></MaterialPath>
<AnimationPath></AnimationPath>
<CenterHeightAboveGroundCm>8</CenterHeightAboveGroundCm> <! - - B EMENS
E, NE4TEARENS-->
<NumberHeigthAboveCenterCm>20</NumberHeigthAboveCenterCm> <! - -#R&EEHMENE
E-->
</body>
<ActuatorList> <!--Emeshf!, GHITEHIIR-->
<Actuator>
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Prop</MeshPath> <!--#{78smesh
BZ, BEbodyREKE- ->
<MaterialPath></MaterialPath>
<RelativePosToBodyCm> <! - -#{723483 FBodyI R+, HE4HE
[25.4260,24.0760,11.2220],[-25.5410,-22.8910,11.0220], [25.4260,
-25.0560,11.0220], [-25.5410,21.9110,11.0220]-->
<x>25.4260</x>
<y>24.0760</y>
<7z>11.2220</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg> <! - -H1T254E%t FbodyHILESHA - ->
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody> <! - -H1TERMEx T bodyrIhEdEiH, En2zil- -

<x>0</x>
<y>0</y>
<z>1</7>
</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>0</RotationModeSpinOrDefect>
</Actuator>
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<Actuator>
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Prop 2</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>
<x>-25.5410</x>
<y>-22.8910</y>
<7z>11.0220</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>
<x>0</x>
<y>0</y>
<z>1</7>
</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>0</RotationModeSpinOrDefect>
</Actuator>
<Actuator>
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Prop</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>
<x>25.5410</x>
<y>-25.0560</y>
<z>11.0220</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>
<x>0</x>
<y>0</y>
<z>1</z>
</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>0</RotationModeSpinOrDefect>
</Actuator>
<Actuator>
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Prop 2</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>
<x>-25.528</x>
<y>21.9110</y>
<7z>11.0220</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
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106

107 <yaw>0</yaw>

108 </RelativeAngEulerToBodyDeg>
109 <RotationAxisVectorToBody>
110 <x>0</x>

111 <y>0</y>

112 <z>1</7>

113 </RotationAxisVectorToBody>
114 <RotationMode>B</RotationMode>
115 </Actuator>

116 </ActuatorList>

117 <OnboardCameras> <!--"k{78s EEUMEA], MEMxml 8 HIRGARE - ->
118 <camera>

119 <name>Chase_Camera</name>
120 <RelativePosToBodyCm>

121 <x>-100</x>

122 <y>0</y>

123 <z>5</7>

14 </RelativePosToBodyCm>

125 <RelativeAngEulerToBodyDeg>
126 <roll>0</roll>

127 <pitch>0</pitch>

128 <yaw>0</yaw>

129 </RelativeAngEulerToBodyDeg>
130 </camera>

131 <camera>

132 <name>Front_Camera</name>
133 <RelativePosToBodyCm>

134 <x>20</x>

135 <y>0</y>

136 <z>0</7>

137 </RelativePosToBodyCm>

138 <RelativeAngEulerToBodyDeg>
139 <roll>0</roll>

140 <pitch>0</pitch>

141 <yaw>0</yaw>

142 </RelativeAngEulerToBodyDeg>
143 </camera>

144 <camera>

145 <name>Back Camera</name>

146 <RelativePosToBodyCm>

147 <x>-20</x>

148 <y>0</y>

149 <z>0</z>

150 </RelativePosToBodyCm>

151 <RelativeAngEulerToBodyDeg>
152 <roll>0</roll>

153 <pitch>0</pitch>

154 <yaw>180</yaw>

155 </RelativeAngEulerToBodyDeg>
156 </camera>

157 <camera>

158
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<name>Right Camera</name>
<RelativePosToBodyCm>
<x>0</x>
<y>20</y>
<7>0</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
<yaw>90</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
<camera>
<name>Left Camera</name>
<RelativePosToBodyCm>
<x>0</x>
<y>-20</y>
<7>0</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
<yaw>-90</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
<camera>
<name>Down_Camera</name>
<RelativePosToBodyCm>
<x>0</x>
<y>0</y>
<7>-20</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>-90</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
<camera>
<name>Up_Camera</name>
<RelativePosToBodyCm>
<x>0</x>
<y>0</y>
<z>20</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>90</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
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</0nboardCameras>
</vehicle>

| FR2: FARflySim3D

BREIFHIXML D 2 Z 514 AIDroneyeeX680X 43/, BH—ifdiz Nl
F) RflySim3D\RflySim3D\Content HF

FTFRflySim3D, EARWNEME+O+38IZ—22MWheE, L TFCEAILIMR WFN, E&E
CHIREEEREZS N

7. XMLHDisplayOrder#=F/NF1000f =i N EREH R &L, THREAIAZRT
Mo FAREAZINT:

RflySim:30{ePRAREY ¥ =45 B S N BB TFUERRflySim3DIEFFHATIARAE, =1
SRALE M -

fLE&: https://v.youku.com/v_show/id_XNDcwNjA4NzIxMg==.html
YouTube: https://youtu.be/mKUehJwqqsU

Bi4: https://www.bilibili.com/video/BV13a411i7sH?p=9

| $IE3: RAWE

IXHEBRTE— 1 BELRBFIIE, $HEIDroneyeeX680X 43, B HFEHIZ!
PX4PSP\RflySim3D\RflySim3D\ContentBR T, =EFTHRflySim3D, ERArNEHEHIE
+0+3, FLAetELX1ClassIDA3H W, ARERCEIMEININIS ABIDroneyeeX6807%
HEPE],
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https://v.youku.com/v_show/id_XNDcwNjA4NzIxMg==.html
https://youtu.be/mKUehJwqqsU
https://www.bilibili.com/video/BV13a411i7sH?p=9

@ RrilySim30-0 -

0: F450_Default
~ 1: Droneyee_Quadx330

| 5. XA =

| XEBEIASL: XMLEEE XX B

BXRXMLEEEX 418K, 55EF
[RflySimZ 2t B £]/RflySimAPIs/3.RflySim3DUE/API.pdf 1 #98.1F5

| REBEIRS2: TR = RIS R

SRR ANZHF3ds Max, BEFFZMERMN=HERZREMCADIRIHEITEEXHAF X!

| FESH = HRENG

e Autodesk 3ds Max (2016-2022): FEE R, ZHFEIESHFBX
e Autodesk Maya: @I FBXHEI S, WRITERERG

e Blender: FREZHZIENRH, AISHFBXIET

e Maxon Cinema4D: L EEERNH, @idDatasmithsz#r

e McNeel Rhinoceros: Ti&it3if, ZiFS @Mt

e Trimble SketchUp Pro: ZIIZiHHM4, LiFSHiEM

| FEZHFHICADIR T

* SOLIDWORKS: Tligitir@ERf, i@idDatasmithSHiEHE
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../../API.pdf

Autodesk Inventor: #HUIZITEE, BHiEZHFCADIET
CATIAV5: fI=MR TV ERE, BHiEZIFCADIS

PTC Creo (Pro/ENGINEER): #Ui&itE 4, BHiZZiFCADIE(
Siemens NX: HIRCADIE, EHiEZIFCADIET

Unreal EngineXZ#5a = 1S RUE R
FEZIFRN (EFRHEMH):

e FBX: XEHEFRI, ZFWE. BIE. MKE. SCENTES
e OBJ: BRI, (NHF/UAER, FERIREME

@i Datasmith3Z B (FREHM)

o STEP( *.step, *.stp ): EPFIT/ECADIIET, Z#FAP203. AP214. AP242
o IGES( *.iges , *.igs ): FHICADZHEI®RT,, X#F5.1. 5.2. 5.3hR7s

e 3DXML: Dassault Systemesfy3DIZHEIZ T

e JTOpen: Siemens PLMAYRZREWHET

e Parasolid ( *.x t ): JL{ARIERIZEI

e 3DS: FHA3ds Maxi&={ (BE/IMERA)

e Alembic ( *.abc ): EhE]JLEAEFHRI

o gITF: MAWeb 3DIREET (L1 ZHF)

KBIIAR3: LIFRERES

ARZRERGM=ERNERRENSITRS, ESANUENFE TR

PIRRMEER

%*’]_‘I \,*c 2k s, IS
/M8 - FIRLIFIE mEBF RAHHE =gt
3ds Max ? FAHR oy 7 Wy g@ﬁ%ﬁ
Maya f&*’“ +Z +Y +X TG
Blender AFE +Y +Z +X TERG

ES
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PIRFR K

/g - giHAE M RLAR REHF &gF
Cinema 4 EFHHR > s 51 T
D #

U.nreal En AF%Hr o 7 Wy S ket
gine &

SR

1. M3ds MaxFJUE: FExVi#iTRE (AFIESLIE)

2. MMayaZR|UE: FEhEH0EHIFAEMME

3. MBlenderZIUE: S HFHEZFIEHAVIAISE

4. ¥ERE M WERVIKREZRERF#HAR (VERB+XAEME)
5. FERREAfL: SEERREEM RS (BXK. K. &) HEi

KEMIAR4: Ht=HRBEFIANFASETHIE
ERE: L

e UEEAFBXSAHIE:
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/

e UEEZADatasmith#{ig:
https://docs.unrealengine.com/5.0/en-US/datasmith-supported-software-and-fil
e-types/

e BlenderF|UET{ERIE:
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/

e MayaZlUEI{ERIE:
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/
FBXBestPractices/

F=FSETHE

e BlenderBiES ANUEHIZ: Biti¥Z"Blender UE4 SAHTE"
e SOLIDWORKSZIUEI{E#IE: YouTubef¥Z="SOLIDWORKS to Unreal Engine"
o BACADRGSAEIR: SMHESMILAIUESER Y

PiriIESE
e 3ds Max¥r4hig & : File > Export > FBX Export Options > Axis Conversion

17720


https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/
https://docs.unrealengine.com/5.0/en-US/datasmith-supported-software-and-file-types/
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/FBXBestPractices/

o Maya2#Rilii®E . FBX Export > Advanced Options > Axis Conversion
o Blender#t53ig & : Export > FBX > Transform > Forward/Up Axisi& &

60§%i~*£ll

6.1 RflySim3D#E3% 314

1. XML 4RI ../../APL.pdf
2. RflySim3DIREESHE R /. /AP pdf
3. RflySim3DEEFNZ L ../.. /APl pdf

6.2 =HEIRNHEBERIXHE
BRI

e 3ds MaxEAX#4: https://help.autodesk.com/view/3DSMAX/2023/CHS/
e MayaBAXH: https://help.autodesk.com/view/MAYAUL/2023/CHS/

e BlenderE/AX#: https://docs.blender.org/manual/zh-hans/latest/

e Cinema4DEAXHY: https://help.maxon.net/c4d/

CAD#R{%

e SOLIDWORKSHIF#§/: https://help.solidworks.com/

e Autodesk Inventor#Bf: https://help.autodesk.com/view/INVNTOR/2023/CHS/
o CATIAERFX#: https://help.3ds.com/catia/

e PTC Creo#EBhHy: https://support.ptc.com/help/creo/

6.3 Unreal EnginefiX& 5

o UEEBAHXH: https://docs.unrealengine.com/4.27/zh-CN/

° FBXSAR(EXE:
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/
FBXBestPractices/
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../../API.pdf
../../API.pdf
../../API.pdf
https://help.autodesk.com/view/3DSMAX/2023/CHS/
https://help.autodesk.com/view/MAYAUL/2023/CHS/
https://docs.blender.org/manual/zh-hans/latest/
https://help.maxon.net/c4d/
https://help.solidworks.com/
https://help.autodesk.com/view/INVNTOR/2023/CHS/
https://help.3ds.com/catia/
https://support.ptc.com/help/creo/
https://docs.unrealengine.com/4.27/zh-CN/
https://docs.unrealengine.com/4.27/en-US/WorkingWithContent/Importing/FBX/FBXBestPractices/

o Datasmith3ziFaYERE51R

https://docs.unrealengine.com/5.0/en-US/datasmith-supported-software-and-fil
e-types/

o UEZRRSIRAA:
https://docs.unrealengine.com/4.27/en-US/Basics/Coordinates/

6.4 BI\FIRT A

e Autodesk FBX Converter:
https://www.autodesk.com/developer-network/platform-technologies/fbx-conve
rter-archives

e Open3D: FR=4ELUENIEE, ZFZMEIEIR
e MeshLab: FRMMAEI M, SZFZMHEI

7.%% W in)gh

Ql: ERAHEHM=44EIEE (40Blender.
Maya) B, SHEFBXIZEIZZUER R RA R IEH
BAL?

Al: XEBRTARMAEERFREBLITRGEHB. FRTTE:

e Blender: SHFBXEY, ¥Forwardi&&ER"-Y Forward", Upi&&ER"Z Up"
e Maya: SHFBXEY, EAdvanced OptionsHAxis Conversioni& & HIEHEIL IR R
o ERMRARE: TUES AR, AILEImport OptionsFiEE Transformi& &

Q2: {HFFACADEX{4 (YNSOLIDWORKS) SHiAYE
BVHRK, SAUVEGHEEREREELD?

A2: CADEELBERERS, BHRZ, Bl

1. FCADMHF R WRE, AFALEAT
2. EFHEN T AR EE

3. ZRHIELOD (HTIER) 1REY

4. BEFREDENZ N E R
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https://docs.unrealengine.com/5.0/en-US/datasmith-supported-software-and-file-types/
https://docs.unrealengine.com/4.27/en-US/Basics/Coordinates/
https://www.autodesk.com/developer-network/platform-technologies/fbx-converter-archives
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https://rflysim.com/
https://rflysim.com/doc/zh/HowToInstall.pdf
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