BN A EECLE
1. S/

POEHZRE ZHERERE S RflySim F a8,

2. SEIRER

o MHER: Windows 10/ LA EARZS; RflySimT A% ; Unreal Engine 4.27;
MeshLab,

o BEFESK: EidA/AINEBMN 158; BHAYCEZXR Phone 8¢ iPad 1 1

3. 52003t

BIFERR:
[Z% B F]\RflySimAPIs\3.RflySim3DUE\2.AdvExps\e5_LiDAR-UE\1.3DScannerModel

4, FEATHD K

4.1 #5¢EX + RGB 81 (iPhone) =413$43E

Iy

ST 1 RE=HARMIRNT

RS ZHERIMG, XEERE 3d scanner, RIFFINECERIF,

SR 2 MEFEMNRHANLIBEE

HREEESYIA—ARERER, PERZEYIER.
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SIR 3 BrhFHEITI SR

7£ 3D Scanner REREREILH BT E, RENFYEED), RRHITETTE; #%
EERME—XE, FREFRBANEREAELEE; SRFERUESFBRRERENIZ
HiFLE,

SR 4 FHRE

HFINMERRRETER, AIUERSHARMHZERIN(@EEAobjskfbx), X2 LUfbx/uf

4.2 AEEEBERFALE

&R 1 FBX ¥\ MeshLab
SNBTHBELIBER, AHOMMASN, KRYMELLIE

5]

'
& Meshlab Opening Waming
I
The following textures have not been loaded:

Stextured_output.jpg

(] Do not show this message again for fbx format.,

SNERENE, AILUEEIFEREM LR
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O Meshlab 202212 - [Project_1] - 0o x

© File Edit Fiters Render View Windows Tools Help - ax
DNFpCweoEEs ./ D | Qi@ iEe R XX
Project 1 # x
> o Untitled_Sean_10_25 34 @M 8
)W 21D e i) E)Q@

TUntitled Soan 10 25 34, fbx

O ESe n Q
Calor Mesh | User-Def
Heasure Info On | off

apply to a1l visible Layers (]

Opened mesh F:-d3/3.RflySin3DUE/2 . AdvExps-eS_LiDAR-UE/
1.3DScanneriodel source-Untitled Scan 10_25_34.fbx in
19082 nsec

ALl files opened in 19086 msec

Clesn Loz

| Mem 27% 7763/5192 MB

SR 2 WIFRANILE

BT B iBRA/NYANIIE, ##IFINT

& Meshlab 2023.12 - [Project_1]

Render View Windows Tools Help
Apply filter Ctrl+P
Show current filter script

Lact 3

Cleaning and Repairing 3 Merge Close Vertices

Create New Mesh Layer 3 Merge Wedge Texture Coord
Remeshing, Simplification and Reconstruction 4 Remove Duplicate Faces

Polygonal and Quad Mesh L3 Remove Duplicate Vertices

Color Creation and Processing 3

Smoathing, Fairing and Defarmatian » l Remave lsolated pieces (wrt Diameter) l
Quality Measure and Computations 4 Remove Isolated pieces (wrt Face Num,’

Remove Isolated pieces (wrt Diameter)
MNormals, Curvatures and Orientation r Remove T-Vertices Delete isclated connected components
whose diameter is smaller than the

Mesh Layer 4 Remove Unreferenced Vertices specified constant
Raster Layer 3 Remave Vertices wrt Quality

Range Map 4 Remove Zero Area Faces (MJ
Point Set 4 Repair non Manifold Edges

Sampling 3 Repair non Manifold Vertices by splitting

Texture 4 Select Self Intersecting Faces

Camera 4 Snap Mismatched Borders Alt+"

Othar v T e . aa
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Remove lsclated pieces (wrt Diameter) n

.IF'E'.EE'I-'E' .'II.SIJ'.I?EI-'E'IJr I!!IJ'J'.I.I'.IE'I:!I-'IE'IJr CrHRPNENLs 'T".IE.II?SE' IJ?I.E.NE'I-'E'I' I‘S S.IIHE.E.EE'I' IT.IEE.H IT.IE.IE' S_,l.'.'li'I:!.'II..'I.{:'II.IE'IJr crnNsrant

world unit pere on(d .. 247 001

Enter max diameter of izolated pieces (abs and %) 24 7001 = 10,000 =

Remove unfreferenced vertices [

PyleshLab Filter
meshing_remove_connected_component_by_diameter

Copy FalMeshLab call to clipboard

Default Help

Close [ Apply
L e e ——————— R 4

FARRFEMERFHMBRAR B 57 FREYE B KR E
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2312 - [Project 1]

Filters Render View Windows Tools Help

ceemEs A B IIese@ g /BE TRl €@ % XX

| linwert all

S5 FhigRE, RALERINE
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| SR 3 BIbRIETRAZ AR

HEIEAMLURZ FEFEZREFIERA AR U R ITERW

7/17



File Edit Render View Windows Tools Help

Show current filter script

Selection

Cleaning and Repairing ]

Create New Mesh Layer

Remeshing, Sirmplification and Reconstruction
Polygonal and Quad Mesh

Color Creation and Processing
Smoothing, Fairing and Deformation
Quality Measure and Computations
Mormals, Curvatures and Orientation
Mesh Layer

Raster Layer

Range Map

Point 5et

Sampling

Texture

Camera

Other

SR 4 1H4bFLiF

RANEREERIRAN LT

Apply filter Repair non Manifold Edges

Show current filter script

Selection
Cleaning and Repairing

Create Mew Mesh | aver

Apply filter Remove Isolated pieces (wrt Diameter)

Render View Windows Tools Help

Rerneshing, Simplification and Reconstruction

Polygonal and Cuad Mesh

Color Creation and Processing
Smoothing, Fairing and Deformation
Quality Measure and Computations
Maormals, Curvatures and Onentation
Mesh Layer

Raster Layer

ABEART ESERI)

Merge Close Vertices
Merge Wedge Texture Coord

Remove Duplicate Faces

Remove Duplicate Vertices

Remove |solated Folded Faces by Edge Flip
Remove |solated pieces (wrt Diameter)
Remove |solated pieces (wrt Face Num.)
Remove T-Vertices

Remove Unreferenced Vertices

Remove Vertices wrt Quality

Remove Fero Area Faces

Repair non Manifold Edges

Repair non Manifold Edges
Remove non-manifold edges by removing faces
(for each non Manifold edge it iteratively deletes
the smallest area face until it becomes 2-
Manifeld) er by splitting vertices (each nen
manifeld edges chain will become a berder).

Repair non Manifold Vertices by spl”
Select Self Intersecting Faces

Snap Mismatched Borders

(FilterClean)

Alpha Complex/Shape

Alpha Wrap
Build a Polyline from Selected Edges

Close Holes

Convex Hull
Create Solid Wireframe
Cubic stylization

Close Holes

Close holes whose boundary is composed
y a number of edges smaller than a

o _given trheshold

Curvature flipping optirr

- LI e il 2 e |
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e

se Holes

=g .IEDIE'S cF'.I’]B'SE' AE‘D[LI'.IDEE.TJ‘" IlS CDIHFDSE‘Dr .IE')’ a J'.ILIIH.IE'E'I Df Eurg'es S.I]IEI.EE‘I ]:.'.IEE.I'.I a gIlP'E'J'.I I:r.ﬁes.ﬁpfnr

Max =ize to be clozed 300

-

ize iz expressed ss number of ed=es composing
wole boundary

Close holes with selected faces

v the holes with at least one

sre clossd

d. A evious

xample for smoothing

Select the newly created faces H

newly cres

closinz an holes it

-event ereation of selfIntersecting faces [ ec that

the hole it will refine the newly
surfsce more smooth
nly spaced

Refine Filled Hole [

pere am( .. 190 g4Q0

5. 7265 3 3.000

il B et kil e {sbz and %) '{'1" target edge lensht of the trisnsulation inside

illed hole.

yleshLab Filter
1eshing_close_holes

Copy FuMeshLab call to elipboard

Defanlt [ Help

Cloze [ Apply

S5 FRiasi (AE)

£ FEFTRANEDT =P S M FIB A
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& Meshlab 2023.12 - [Project_1]

B File Edit Render View Windows Tools Help

Apply filter Remove |solated pieces (wrt Diameter) Ctrl+P

BE A

Show current filter script

Selection
Cleaning and Repairing
Create New Mesh Layer

Polygenal and Quad Mesh

Color Creation and Processing

Remeshing, Simplification and Reconstruction

Smoothing, Fairing and Deformation

CQuality Measure and Computations

Marmals, Curvatures and Orientation
Mesh Layer

Raster Layer

Range Map

Point Set

Sampling

Texture

Camera

Other

12 6 MeshLab &1 OBJ
LB R IR AL L oA LS

10/17

Craters Generation
Depth Smooth
Directional Geometry Preservation
Export to Sketchfab

Fractal Displacement

HC Laplacian Smooth

Laplacian Smooth

Laplacian iﬁooth (surface preserving)
MLS proje .lap-|-azi_a_l:l Smooth (surface preserving)
MLS project Laplacian smooth with limited surface
modification: move each vertex in the averag

position of neighbors vertices, only if the nev
Random Vel position still (almost) lies on original surface

Per Vertex G

RENEREER Fiter TriOptimize

Smooth Face Marmals

Smooth Vertex Quality
Taubin Smooth

TwoStep Smooth
UnSharp Mask Color
UnSharp Mask Geometry
UnSharp Mask Normals




|' Edit Filters FRender View Windows

Mew Empty Project... Ctrl+M
£ Open project... Ctrl+0
Append project to current...
% Save Project As... Ctrl+S
Close Project
S Import Mesh... Ctrl+|
% Export Mesh... Ctrl+E
l@ Export Mesh As... Ctrl+Shift+E
LT Reload Alt+R
) Reload All Ctrl+5Shift+R
= Import Raster...
B Save snapshot
Recent Projects r
Recent Files k
Exit Ctrl+ 0
File name: | Untitled_Scan_10_25_34.0bj
Save as type: | Alias Wavefront Objecf (.obj] |
~ Hide Folders Cancel

SR T UEIB

Bt UE4.27 HTAMEREN—1IE, EESRUE4AERATSESANLRPIIIT NS E
3.RflySim3DUE\1.BasicExps\e0_StarterContent\1.UE4StarterContent

SIE 8 SNFHEISEIRY FBX
BRI ST EESAVE, XERN T RIGIRHER

| B Content » 1

[B] TFilters ~ EEEEEE
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y Uit el EScan oY ERa =

Asset  Mesh  Collision Window  Help

Realtime Reimport Base Mesh Sockets W e Ve o] : il Bov

T T — o

L))

urrent &
Trizrnglas:
Vertices: jji'?E]D
WY Channels: 2 L
Approx Size: 6721 684167
Furn Collision Pririgiyss: -

R u

| HIR 9 FANEER OBJ HEiEE MR(F

REEEMRIOBIRE SN L= HERNUVEE R
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u FEX Import Options

Import Static Mesh Reset to Defaul
Current Asset: /Game/1/san
4 Mesh

eletal Mesh

Generate Missing Collisi

Static Mesh LODGroup m
olor Import Opti
|
Remove Degenerates
Build Adj y Buffer
Build Reversed Index Bu
Generate Lightmap L
One Convex Hull Per UC:

Combine Meshes

Import Mesh LODs
Mormal Import Method Import Normals and Tangents
Mormal Generation Meth

smpute Weighted Norm

4 Transform

4 |mport Rotation

Imannrt All
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| IR 10 BEHFA RflySim3D

EWindows FHHERR, REEREXMIGSARflySim3D, EASIBEEX ZheEREME
SRIORAIRT NP B8 3.RflySim3DUE\1.BasicExps\el_CusLoadDroneyeeX680

@ RflySim3D Full v4.00-0
it o

i

ik -
f.
& O
g O
] 3K
38
£z
2
)

|5. XEHIAR

| XFAIARL: ZHRESREENENXS

TEUMERGERNZOATKM L =443 (EahE) SEXNE EE=RlE)
HARES:

1. ¥{783iE (Time-of-Flight, TOF) #y¢HA
BEENSH o ERTE At, BEIES d:
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° C: JE
o At: AS—IZUWAKHRIEIREYE]

2. BB G
KABERLL, MSHEALE Ad(xy), NRORE Z(xy):

P

o P: FUM=IEEHA
o Adp: HBIESIEEMMRMLIRE

3. NB/ZBERENE (WH=RANE)

FAmEe (3%a) ENNEZ B, &£E f MEEAEd, HTERE Z:
_IB
7 = d

H—FIFEMRE (u,v) ITNZAY =24 FR

X = w, w=¢&)2
f f
o cx,cy: MVEREIR

o d=uleft-uright: EAFEME

4, %unﬁﬂhﬂﬁéﬁﬁ%ﬂtw (Bundle Adjustment)
ERENEFR, NRERE, #—PBIdH/IVUERFIZERSMUENESE Pi5 =412
B Xj:

. 2
pip ) | zi; — w(P;, X;)|
2,]
e Xij: i aEVIPE | KEIVLIGRE
m(-): FENIEERE

KBRS 2: HEEXH

o EmpfAfE (TOF "EHgiis) . ERNEEERBAVER, BERERFIFTESEREIL
wh, SERNRE RSO
. TEE’ NE: BIEDRBZGHVAXRERMERE, KBZELEMNBIRE, &
ZMEREMUKRFAEE

15/17



KEFMIAR3: M E RERE PRI E

F=#RWMIREF, ATFEERBERE ARG, REARILIKRENETR, F2ERE
APRY=2ESb IR (Y0MeshLab) #1TIERN,

6.5EZH

1. RflySimE 7 X414
2. MeshLabE 75 Mk
3. Unreal Engine 4.27 14

7.% )R
Ql: EMeshLabhFNREFEROGEEXRTEA
7?

Al: XZRERNER, REOKEELINEIE, SGRERERSERE—ESH, TREASA
ZlUnreal EngineBYE & ESEERI],

Q2: WMMFIEFHHIVIREI R E RS B BIF?

A2 SFRVFRERREN Z AR LA, RERERESFLIR, KESOEEMH. T
MeshLabFAJ LUBE AN E RS ERNE S, MRBAFRTE, L5508, WRE
Bt

Q3: EIRFFLIARY, RARSTRIZMMILE?

A3: RARRTZHRE T A LURAMIFLAA N MRFLUFT AR, AIUERTIERZIE;
BABRETK, SNAESEIRETH., BIUMWNEIRZTZIEE, BRFLRRTEEMN N
1=

1. https://rflysim.com/ <
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https://rflysim.com/doc/zh/
http://www.meshlab.net/
https://docs.unrealengine.com/en-US/index.html
https://rflysim.com/

2. WEEFECEIE N https://rflysim.com/ «
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