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1. 3EIEBAY

BE XY ¥HIREE3ds
MaxsiFE, SAUERIIEFESRAME, RESREXMLXH—H S ARIlySim3DHE
TR

2. SEIHER

o WHER: Windows 10% LU FARAS; RflySimTE%E[Y, 3ds Max2021; Unreal
Engine4.27,

o BHENR: Lind/akEmia 2,

3.520Gs Mt

HIFEER:
[Z4E B F]\RflySimAPIs\3.RflySim3DUE\3.CustExps\e2_CusLoadFixWing\1.CusLoadAc
ts

MQ-9Reaper/max: 3dsMax: AMIBRYIREIENIE
MQ-9Reaper/UE4Cooked: HEIZIFRIENIE
MQ-9Reaper/UE4Content: UEAHRIIERIERIE
MQ9ReaperTest.slx: Simulinki&E#Y
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4. TRABTHSE

| BEXEEZERMBEE (&)
| BIR 0: RETIM 4

fREMQ-9Reaper.zip EEEEI LI B -

| BER 1: TCHN LRI E

EMQ-9Reapertk Fluploads_files_800272_MQ-9.fbxi&XAIMQ-OFT A = £44ERY, 7£3Ds
MaX':F' F o

ME G g EeREon ShEW ERdEES

[+ [T [ ][ HE ]

ShiftH trl+s

A
AR FAE 3ds Max .
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e

C:\Ulsershuaves'Desktop \MO—SReaper

=

UE4Cooked
[ AlleronL.FBX
[ AileronR.FBX
D -
[ ] ElevatorL.FBX
[ ] ElevatorR.FBX
D FapLFEX
D iy
[l Propeller.FBX
[ Rudder.Fax

ﬁ uploads_files_800272_MQ-%.fox

propam—s
2023/8/21 9:12
2021/6/14 10:43
2021/6/14 10:56
2021/6/13 15:54
2021/6/14 9:16

2021/6/14 9:33

2021/6/14 11:46
2021/6/14 11:58
2021/6/13 13:06
2021/6/14 11:12
2021/3/26 13:33

wiEfaEln  EE
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3 FEX B (HEEs 2020.0.1) ?

HEEIE:  Autodesk Media & Entertainment

0 o3, 1 . 1 g

MHME:  RINHEEE

o BUMEFELIRXGNE, BREFINEIRRIRFERTHER
o XEFBX SAERE Ul ERIEM “4bsel” EW, XZEAEFAE 3ds Max FBX
plug-inBENTEMNA “HEH" SFASRCHEANDRAVRTTEN B4

SNTHE, JUBESZIMQ-9Reaper.maxMIEEMN = E R T4,
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https://help.autodesk.com/view/3DSMAX/2021/CHS/?guid=GUID-DB504E29-7782-428D-8C2D-2D2F3080547F

3 FCHREE - 3ds Max 2021

Ctrl+s

ShiftH trl+3

! 1.1 NEFMHMITES A
FTFFMQ-9Reaper.max3 4§

Bl ()

Ll - R TE LaY

[ [ T At | [ ]

TEf2E (D

3ds Max JCf8.

EfE| (a) A

(Shift+Ctrl+S)

3 T

[AitE:

:

REIE, BieRFXBEME (8T HITEH) it
Ao ﬁ‘iﬂlﬂﬁﬁﬁm TasdRtF, AEA%E “}i i

C:\Uzer=stnavesiDesktop M—3Reaper

ER

[ AileronL.max

[ AileranR.max

[] Body.max

[ ] ElevatorL.max

[ ] ElevatorR.max

[ ] FlapL.max

[ ] FlapR.max
MQ-9Reaper.max I
MQ-9Reaper_Conbined.max

[ ] MQ-9Reaper Zeroed.max

[ ] Propeller.max
[ T ¢ D [ R

a2 (6D MO—SReaper. max

IEERICT) Gds Max (% max)

FHRTREESIRRTRMQI

« B F m

fERHER
2021/6/14 10:43
2021/6/14 10:55
2021/6/13 12:40
2021/6/14 %:37
2021/6/14 %32
2021/6/14 11:45
2021/6/14 11:58
2021/3/26 13:44
2021/6/13 11:38
2021/6/13 12:32
2021/6/13 13:05
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WheelR
WheelM

SensarMoun
SensorMoun =t
Sensor F&D
Scissor2M
SCISS0T LN
Rudder
> @ Rudder
PylonR2
PylonR1
PylonL2
PylonL1
Propeller
@® Propeler
@ Blades
< @ Lights
< @ | Jaw
< @ HstabilizerR
< @ HstabilizerL
< @ HelfirePylonR
< @ HelfirePylonL
< @ GearBoxF
< @ GearBoxB
@ Fuselge
¥ % FapR
< @ FlapR2
< ® FlapRl
v O Fapl
@ Flapl?
» @ FlaplLl
<+ @ Engine
3 ElevatorR
& @ ElevatorR
v O % ElevatorL
@ ElevatorL
<@ Antennas
w % AjleronR
< @ AjleronR

@ Ajeronl

BRI\ 1723 1. Propeller (3%f). 2. ElevatorL (fR¥%). 3.
ElevatorR (fR%%). 4. AileronL (f®%%). 5. AileronR (fR%%). 6.
Rudder (fR%%). 7.FlapL ({#%%). 8.FlapR (fR%%), 4%, ERSBEIIIANS.
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R DR W8

EBFR(IRH FHEE)
YON MNA
w O % AjleronL
< @ AieronL
w O & AjeronR
<> @ AleronR
o bﬂd?
© @ Antennas

®
&
\ /

S ruseidye

< @ GearBoxB

< @® GearBoxF

© @ HelfirePylonL
© @ HelfirePylonR
< @ HStabiizerlL
© @ HStabiizerR
<@ JawN

© @ Lights

<> ® Pylonli

<@ Pylonl2

© @ PylonR1

© @ PylorR2

© @ ScissoriN
@ Scissor2N
<@ Sensor

© @ SensorMountl
< @ SensorMount?
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© @ WheeR
w O |8 ElevatorL

< @ Elevatorl
w O EevatorR

© @ ElevatorR
v O FlaplL

<@ FlaplLl

©® Flapl2
w O FlapR

< @ FlapR1

< @ FlapR2
W O % Propeller

© @ Blades

< @ Propeller
W O % Rudder

© @ Rudder

SR TE TR

¥ ON MQ9
b O% Alleronl
b O% AlleronR
p O Body
P % Elevatorl
p % ElevatorR
P O% Fapl
P % FapR
P O % Propeller
b ©% Rudder

M EEFRR, XBSATINFUE, B88body (H5), M8MHITE GE: BMERE—
YK, WERE#T ‘B 2E, THh—4E, FEYEPOEE), BEEIIXE
& “MQ-9Reaper_Conbined.max”

DRRFEINRBFN:
AileronL ZRIE
AileronR A &EIE
Body #15
ElevatorL A FFERE
ElevatorR & EfE
FlapL £ 2
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FlapR A=
Propeller #he3R
Rudder S AfE

AR XMLA/\Mu1TEE (Flizoh A=) BENXIREA: 1. Propeller (¥%35h). 2.
ElevatorL ({f®%%). 3. ElevatorR (f®%%). 4. AileronL (fR%%). 5.
AileronR ({®%%). 6. Rudder (f®¥%). 7.FlapL (fB¥%). 8. FlapR (fR%¥%)

| 1.2 HRE CEMIE

TFF “MQ-9Reaper_Conbined.max”, A&, EFHABodyrI¥E, B IAEEIHUARIE
MhHRTEHAEME (—RRENEFOMHNT) , FEEERVIRLIRHEohE BRI E,

3 MQ 9Reaper_Conbined.max - 3ds Max 2020
ey (o) EFgRiEsE (D) ERE)  Civil View

A" - 3 Ii’%v {i

@ EFCEHFHIE)
vON MQ9
p © % AleronL
p O & AleronR
} O R Body
P > " ElevatorL
} O %4 ElevatorR
» O % Flapl
» © % FapR
» <% Propeler
} O % Rudder

(]
*
L]
N
LA
(&)
5N
=

REAMIAENSE=ZI “BR7 - "MW - “(NEmi”, AR LEEINUARI O,
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[E8Y = TEA=RISEhEAR

AR, FohBLirmEa R ENMIE (BEE—RENEROMIE, SERE—MRFHO
BETHRED), EBAYMERZEATLUEROETYEILAFO (BIREHRIF)
TERflySim3DHMRE NN A LS AR U O B,

[+] D] [ave] EEE] " IR ] e ]

A, MWIRSI=FIREN Y R AR OB L E
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af

a o}

m B B ¥:14.225cm #Y: 0.0cn % Z: 479.737c & #HE = 25. 4cn

) T Ef e

flgn, XEH[14.225,0,479.737]

! 1.3 BN EEhEIH = D
FTFFMQ-9Reaper_Conbined.maxX#3#H 57 /IMQ-9Reaper_Zeroed.max.

ERTEEYE “MQ-9”

@ SH(RAEHE)
wON MO9

p O & Aleronl
p O % AleronR
p O % Body
p %4 Elevatorl
p % ElevatorR
b O % Flapl
P O % FlapR
b O %4 Propeler
p O %4 Rudder

AMITAEENE - Q" '

@ 2 ® AN =%
fr A
v HREH

Kk RETES

R RB=BIR
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B0, WTEFR, YWHRLEZXETFZRFO (REHEARMBILITH)

LERS, ERIE R WHBIXMSHKERER, FILFEER WA 25Nz 180E,
%R MQ-9” TYHER, RE T AR ek IR

NTNEFR, TEZHAb4N-180, WBESEILMLKT maZiMERY:
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[+] [EW] FwE] BAABAREINE ]

a]ll A5

v Z: -180.0 & #h$E = 254, 0cn

Eib, PO EEBRAERL, KRERE.
RIBLRES, AJLUBREXMLXEFINEEEEAN
<ClassID>100</ClassID>
<DisplayOrder>900</DisplayOrder>
<Name>MQ-9Reaper</Name>

<Scale>

<x>1</x>

<y>1</y>

<z>1</z>

</Scale>

<AngEulerDeg>

<roll>0</roll>
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<pitch>0</pitch>
<yaw>0</yaw>
</AngEulerDeg>

7E: ClassIDEX100FRREEE, DisplayOrderBRO00FXRREBIEEFE X FHIZRFER (FA
FEIARF N EEE S 5I/91000801100) , BHF KBRS ¥H1Scale®BiklfE, BT KHlxH
BLEEY GAENL), FEEFUE4HIER, AngEulerDegtdi& 0.

AR MERTMNTHEERNABTAN, KERA25mAR, HiT—RRRA%RE/IRARE
M, EIEALOR EiRScaleda/N106%, BXO.1. HRAIFEISNTES

<Scale>

<x>0.1</x>
<y>0.1</y>
<z>0.1</z>

</Scale>

| B2 MFRESH
FTFFMQ-9Reaper-Zeroed.max, FFHEFBody.max

BIFREARIIRIR, RERENE “Body” HF

3 Body.max - 3ds Max 2020
iRy wmEE TEM #H

B X ol AT

ZiE BB

@ ER(EHFHRF)
v ON M09
» O %4 Body
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ENBERI, KEAET (FART) BT WIsT™E (WhathmEmpytss), =TSR
FIRENEES ARUE , ICRUICASBIzZ2ARE, a0, TEIBz(EN-478.355cm, R (HlH
DEEEMERYEE/94.784m

()
-
18
I
EE
:
w0,
#
[
i
(]
[
~J
X

HEFITAR:

v 28
v JLfl ik
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3 FBX B (R4 2019.2)

v =R
v By
HBIET @ 254

=

v Hh¥EiL

v BTESEEEE
v E R HELE
v FBX 3L
Zefd. T
Ri#d: FBI 2014/2015
5 sutodesk 2014/2015 MAFERFIN 2014/2015 FBY HHRE

v G5R
FEX fHfERAA: 2019.2 Release (71e6%hdSd

HX FEX BIEEAED

X EAABIXMLIR B 8] AR A

<body>

<ModelType>0</ModelType>

<MeshPath>/Game/MQ-9Reaper/Body </MeshPath>
<MaterialPath></MaterialPath>

<AnimationPath></AnimationPath>
<CenterHeightAboveGroundCm=>478</CenterHeightAboveGroundCm>
<NumberHeigthAboveCenterCm>700</NumberHeigthAboveCenterCm>
<NumberSizeScale>50</NumberSizeScale>

</body>
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Hreh, ModelTypeBX0, RAXEREGHEIE, 523 NAJAnimationPathza==B0H],
MeshPathEEERIELIFS A ContentB R BEKIEE. MaterialPath

LRI ERERER, —fRG=EIR, RERUEAPECERIME, XEWH o] LIsEHMiF
MR E BB EE M. CenterHeightAboveGroundCmiERI 7 id REIFLEE B3l
EMEEE478cm; NumberHeigthAboveCenterCm2 ¥ FIREMERUE, —RE
IHIRLEESMAE, XEBEL700; NumberSizeScale R FIRSH (FEFZAIABIF450 KA
ELF) ERRYT, —MRIRIE WWIEMFR TR, XEES0(E, oIRIELRERMEREE

(556

| SE3: BheREENSW
| §3.15, REURHERIEE

FTFFMQ-9Reaper-Zeroed.max, F7E & FPropeller.max

MIBREfhpVIEIR, JEREHE “Propeller” AH, FHiGEARLE ABladesHIPropeller

2 Propeller.max - 3ds Max 2020
XHFE wmEE IBRmMm He)  WHEW

e PR

B

prini 22

@ SFr(iEHEFHE)
(O vON MQ-9

= < ® Blades
: <@ Propeler
| [

PAkE, SIFERMAFAHEAERIRARAE, WERYIEMOITYEFC

ER(EH EHE)
v ON MQ9
w O % Blades

© @ Blades
¥ O 8 Propeler
< @ Propeler
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RETEE “Boh” %5, @& PropellertAE1A, T FMURIAATZIREIEIEIRLAT

@ Sfr(iEH FHiF)
v ON MQ9
b O % Blades
W O % Propeler
< @ Propeler

75 80

I« <l P 1> »l
: @

FE-1213.674 0 69.264

| 3.2 FBMOIST

EEEM “MQ-97, X ERUIRENR AT, FEFEIAOXIEEN1213.674, URORZTE
&f1-69.264RRIEBIER N E IR F D

@ BFR(IFHEHERE)

Yo\ MQ9

p < % Blades
b O % Propeller
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REBEIRH, HESIRRNZEMEREBNISEER, EXHENI213.674, RREX4H
2]

[T Z5h4N-69.264

BLET, HERREZUTIRF0 (RELIRH)
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@Y, FMMBBIERT, SAVEAEERERREMOIRUE, 7 e CWESR, Eit
IEIERIRESITZRFICRIUE, XERZ [-1213.674
0 69.264]

MaxiVyit A miEk, HLbyHSFEEN R, XByH0, FLFEZRE

$183.3: REEmMaxXE, #SHAPropeller.fbx, FEIiZRIZHER
BB AR E9[-1213.674 0 69.264], hEksidJaxtd[1,0,0]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/Propeller</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>
<x>-1213.674</x>

<y> 0</y>

<7>69.264</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>

<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>
<x>1</x>

<y>0</y>

<z>0</z>
</RotationAxisVectorToBody>

<RotationModeSpinOrDefect>0</RotationModeSpinOrDefect>
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</Actuator>

AR MeshPathZIEhHER S ANUEARMIEBSUHE ; MaterialPath Mt E&, —ikh
=HIA], RelativePosToBodyCmZNI7 2 RAVIETER P IOFEUEALIT R PRVALARAIE
RelativeAngEulerToBodyDeg @ iTas H R ie A E, XEH1E3Ds
MaxBL IR AE, FIERL0BIE], RotationAxisVectorToBodyiZExEHEN[1 0 0

¥#75f, RotationModeSpinOrDefecti®0, BIZRRERIHBEFZAIITERMSE, PWMITRZ I
®E5,.

A BNSMERREBSAVELAEFR, HHEAXER, FERGENERAPropellergy
Transformi EHE, B AFUEMEM BT IER.

¢¢ Floor

n {1} Propeller StaticMeshActor

W SKY Sphere

94actor (EET14) @ EEIN

D g ® HFeE

34 Propeller
FEELREE R Acior @ [lewidag (F201EE)

+ Add/Component ~ o BE[E/ZRNAD
[ %+: NewMap (kAt) )] = i : =

4 Transform
wE v 1213673 )7 00— T 60 263999¢
ek~ X S RS 2 A
Scale >  EEI VS 2 EE -

Mobility (] e} Stationary <> B[z

| $84: ElevatorLEAMEEHNSH

FTFFMQ-9Reaper-Zeroed.max, BE—1XHHElevatorL.max

it Efth4ik, RURE “Elevatorl”, FHikE
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3 ElevatorL.max - 3ds Max 2020

HE) wmEER ITEM B WE

NeREE TR

eyl BB

R

wiE BT

@) ST )
v OoON MQ9
WO % Elevatorl
© @ Elevatorl

]

RAEMNEZNTASR, AIREZOE, =, #EARIEFEER

7]

R, EEAERRELIAELNAEEM TR ((ERRThRIR M) , EBHRIT, I
RS IRENX P R AR
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[+] [ER] BFtE] BOARRRSRME ]

J44 «ll b‘ 1 »l
4r 0

FERNELEFVATNR, FRI%4FH [-905.614cm, 740.387cm, 480.549cm]

+] [E] FE] BARERERNE

70 ) a0
n 14 <l P> 11> >+l
@0 s @

FERNE AL, BRI%FRAN [-877.527cm, 97.59cm, 40.203cm)

ERFAN R FIY AT SRR AR Sl A s AR AR [-891.5705 418.9885
260.3760], A AIEMERFHEHMISMRMAE[28.0870 -642.7970
-440.3460], ItAEMAEII—HAIE: [0.0360 -0.8245

-0.5648] (G*: &DAAMEMEE, MATLAB)I—1LES: D./norm(D))

| 4.2 REFRLSHIA

HNFEREZEBZR, EENTRPROREsHEI3Ds
MaxiZ RIS, BEIIEEE[-891.5705 418.9885
260.3760]8X %, Ftb79X:891.5705, Y:-418.9885,7:-260.3760]

iEHElevatorLHE, HANBER, SE#ENENBHIEDR
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B, AJABREIAREMEEPOELETIRPL (BB ARIALIRH)

[+] [EH] krE] EGABERSIEE
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LB, ATLAfRTFZSElevatorL.maxX, HiZZwiRHFS%E, S NElevatorL.FBX, B%
ANUE44R5E25 0,

! 4.3 XMLX{H4RTE

FHFUE4RIy3H53Ds
Maxti, FBEXYLIRFITIRIRIE, SEIRLNHOLIT: [-891.5705 -418.9885
260.3760], Hed%ihmsa: [0.0360 0.8245 -0.5648],

B EROSheRiEN, TR UFEI TEFRAIXMLAES
<Actuator>
<MeshPath>/Game/MQ-9Reaper/ElevatorL</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-891.5705</x>

<y>-418.9885</y>

<z>260.3760</z>

</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>

<roll>0</roll>

<pitch>0</pitch>

<yaw>0</yaw>

</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>

<x>0.0360</x>

<y>0.8245</y>

<z>-0.5648</z>

</RotationAxisVectorToBody>
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<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>

AR MeshPath2EA NS AUEAEHNERXHE; MaterialPath A&, —f
¢3==B1B], RelativePosToBodyCmERIAiERIARIZER OEUEASITRPISIRIE
[-889.4375,-425.4935,251.7450]; RelativeAngEulerToBodyDeg 21T EEEstHIA
FE, HY[0,0,0]BME], RotationAxisVectorToBodyixFFERErINE EM, [-0.0360

-0.8245

0.5648] (=, FIRERERIBLIMERHTRME, FIUIAEHHEAERE, FAERESIE
m, FAEfeRTmREE, YWUESk, ELAREREHENIZERAEM) .
RotationModeSpinOrDefectil, BPRTEHRIZHVMITESME, PWMB N EIAE,

| $R4.4: SAUES, FEAXFR, BAMELER, EEHSBRUOT

BINESEARESAVEBAHIEAG RS, KERMUENRNARN, AIUEEREETL
[

A 105pNENC Fog

& Rody : e
& 4 ElevatorlL StaticMeshActor
©» Staticl Act

iy Floor
L C

ere

9-~actor (EFET 1) © HEH

a5 ® t5i0E

g ElevatorL

+Add Component:=

Of i
4 Transform

i « bd -891.5704956 |4 -418.9884949 |4 260.3760071
X EEES] VTR 2 AR

sxmiacion Ui o
[*f: Untitled_1 (A1) ] Mobility - 4% Stationary r B

| SRS AAFEREHITA

FTFFMQ-9Reaper-Zeroed.max, SF—1XIElevatorR.max
M EL AR, 2IRE “ElevatorR”, HixHE, FIATEHIRE

[E# 875 AR LUSEIA FEEAER = HSXAFAIXMLI . RIBERICRIT:
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SIES.1: FREVEMIER

fss: [-891.5705 -418.9890 260.3760]

FEEE: [-28.0870 -642.7960 440.3460], 3—1/518%I[-0.0360 -0.8244 0.5648]
$1%5.2: BohEIHRh

YA EE(RFETN: [891.5705 418.9890 -260.3760], EEMIARLEIEIAHRH T,

MEMUES (yiiRm) PRV =459 [-891.5705 418.9890
260.3760], HE%ihmEsy: [-0.0360 0.8244 0.5648]

B EENGE, BYELTHES, SHbxXH, HSAFIUE4H, HERXMLX A
—

$126.3: ‘wEXMLX ¥

HMERLUES (yihizmE) e =284579: [-891.5705 418.9890
260.3760], hEFEimmE7: [-0.0360 0.8244 0.5648]

FEIXMLX HE3EI T

<Actuator>
<MeshPath>/Game/MQ-9Reaper/ElevatorR</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-891.5705</x>

<y>418.9890</y>

<z>260.3760</z>

</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>

<roll>0</roll>
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<pitch>0</pitch>

<yaw>0</yaw>

</RelativeAngEulerToBodyDeg>

<RotationAxisVectorToBody>

<x>-0.0360</x>

<y>0.8244</y>

<z>0.5648</z>

</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>

| BES5.4: SAUES, FEAXFR, RAMELE, EEHSBRUOT

&¥ _Flevatarl Stat

- {14 ElevatorR StaticMeshActor

{7 FEioor
%% Light Source

- =

0-~actor (EET14)

3 4y ® HRieE
F+AddIComponenti=
EREN

E;E_s%nﬁatmgzm; Unititlzd 1 GR2i) o
[ %+ untitled 1 (X 21)

¥4 -891.5704956 f/ 4189890137 |4 260.3760071

Mobility

| $1E6:. EMIFIEAileronLBIRITERSHAEE
FTHMQ-9Reaper-Zeroed.max, HBE—1XHAileronL.max

M= E R, [RE “Aileronl”, FEPRE, FATEIRE
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| PIR6.1: REVFWIER

7£3Ds MaxHiIREVF R A Laiaimms: [-174.518, 2257.496, -20.384]

[+] [F2E] FnE] EE]

7 iad =10
I« <1l B 1>

4r 0

A EEiAims: [-192.762, 1398.77, -14.35]

L] M) Rt BHE] |‘| P Ll [ ] s |

4r 0

s [-183.64 1828.133 -17.367]
FAmEE: [-18.2440 -858.7260 6.0340], Y3—1K/51§%[-0.0212 -0.9997 0.0070]

| $IR6.2: BahElmRA

RIBFBULEER, BYEEAEE): [183.64 -1828.133
17.367], EFYEROBHEIZGEF T,
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[+] (ER] bwE] BAABREENE ]

®EXMH, HIHkfbx, BSAFIUE4R,

$126.3: WEXMLX ¥

HERLUE4 (yEhizmE) e =245 [-183.64 -1828.133
-17.367], heEEMmAE: [-0.0212 0.9997 0.0070]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/AileronL</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-183.64</x>

<y>-1828.133</y>

<z>-17.367</z>

</RelativePosToBodyCm>
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<RelativeAngEulerToBodyDeg>
<roll>0</roll>

<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>
<x>-0.0212</x>

<y>0.9997</y>

<z>0.0070</z>
</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>
</Actuator>

TR6.4: BAUE4, HEAXFH, MAUELE, EEHSBRAT

StaticMeshActor

1 i o RS

+Add Component = oF HE[E/ZRN

StaticMeshComponent (42%)
FEELpEEep Acior 1 Untitlad ] (5720 )

(% Untitled 1 (kA1) )

4 Transform

i « b4 -183.6399994 |'¥ -1828.133056€ fpd -17.3670006

| $EBT: AMEIZEAileronRBIHMITRSH

FTFFMQ-9Reaper-Zeroed.max, BE—NXHHAileronR.max
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iiaE i, [RE “AileronR”, HERE, FATEIRIE

SIRT.1: FREVGRMIER

7£3Ds MaxHIREVS R £ LRGimms: [-192.762, -1398.77, -14.349]

the: [-183.6395 -1828.133 -17.3665]
HAEmE: [18.2450 -858.7260 -6.0350], J3—1k/E18%I[0.0212 -0.9997 -0.0070]

SIRT.2: BEhEIHRPO

RIELILER, BYAEEMEBE): [183.6395 1828.133
17.3665], HEYMARLBIEIZHETR .

®EXMH, HSFHpkfbx, BSAFIUE4R,

H1E7.3: HEXMLIH

HERUE4 (yihikMA) RS8R [-183.6395 1828.133
-17.3665], hEFEMEES: [0.0212 0.9997 -0.0070]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/AileronR</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>
<x>-183.6395</x>
<y>1828.133</y>
<z>-17.3665</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>

<pitch>0</pitch>
<yaw>0</yaw>
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</RelativeAngEulerToBodyDeg>

<RotationAxisVectorToBody>

<x>0.0212</x>

<y>0.9997</y>

<z>-0.0070</z>

</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>

| BIT.4: FAUES, EAXFR, BAUELIR, EEHSURNT

[ SR  ERAVL  EERAh B

£ _Aile .
o |G Ao | Sateshacr ]
) = Aumospheric Fog At cFor

fy Body

¢y ElevatorL

124-actor (EEET14) © HEET

S ® s
+ Add/Gomponent

MZBH
i3 AileronR ( 3261)

Of = B
4 Transform

il « bd -183.6394958 LF 1828.1330566 P4 -17.3665009
(TR ¥ AT - (TS
I VEC 2 ST -

Mobility (] 4} Stationary «» FIEE

e s heaActor ; Untitled 1 GRZUIE)
(5 Untitled 1 (R48) ]

| $188: AMEftRuddertfYiITESH

FTFFMQ-9Reaper-Zeroed.max, BE—1XHHIRudder.max

Mit= S 4K, RIRE “Rudder”, ke, FETEHIRE

| $IR8.1: RENFEHIES
B FRudderfVis R BEA AN, EILBEAR L TAIMM NS, BEROMEMSE.

7£3Ds MaxHixEXE 2| ERiAIR=: [-867.809, 0, -68.185]
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[+] E3z] FmE] EEE] [+] [ER] FrE] ROABRSINE ]

5.4n 14 <l B 1> M
@ 0 i @

[+] EA] FE] BOARRREE ]

I« <ll B, 1>

&0l 5 hne fElE © B v

s [-885.8560 0 -193.6225]
FAmEE: [-36.0940 0 -250.875], Y3—{K/51F%I[-0.1424 0 -0.9898]

| $EE8.2: BahElmRP

RIEULESR, BYEEAESE: [885.8560 0
193.6225], ERFYERCIBENEIZHR AT

34 /55



[(+] [EM] FRE] ROABERENME |

®EXMH, FHIHpkfbx, BSAFIUE4F,

$18.3. IwEXMLX ¥

MERUE4 (yhlim) FRIF R4 [-885.8560 0
-193.6225], nedtihmEry: [-0.1424 0 -0.9898]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/Rudder</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-885.8560</x>
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<y>0</y>

<z>-193.6225</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>

<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody>
<x>-0.1424</x>

<y>0</y>

<z>-0.9898</z>
</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>
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| $I8.4: FAUE4, FEAXFR, MAUBELIE, EEHSURNT

Atmospheric Fog
Body

ElevatorL
ElevatorR

FlapL

FlapR

Floor

¥ Light Source

" 000000000
v e T T e T T »
e = = =y - B
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StaticMeshActor
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W

16-actor (EETI1) © HEE >

8 g ® HFLE
fEaEith Actor @ NewMap (KA M) S 51
c 7]
+ AddiComponent:~ ot IEE/RNANZS

ERAL
iEES E w

4 Transform

s - o oas oson 14 00 P 193 eaas)
(TS V TR 2 AT
« XIS Y T ST

Mobility ] 4% Stationary <> EBE

| BRI EMFEFlapLBYA{ITESH

FTFFMQ-9Reaper-Zeroed.max, BE—1XHAFlapL.max

mEE YA, JRE “Flapl”,

| $RI.1: REVEWIER

HFFlapLHEETHRNFYMAE, FlapL1FFlapl2, BEEFlapLifEd, 7 Ee#iTaIaET
1B1E,

3Ds
MaxH & FlapLfigl, ixHFlapl2, H#ENSRIEERT, EEUSEIRA _LaAL
[-192.762,

1398.77, -14.35]
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[+] FEl] FRE] BOAREEELE ]

R Flapll, & LrIBHRS: [-204.909, 183.893, -6.255]

[+] [ER] [rE] ROABRRSIAE ]

[ fa al
S CURRT I S T

4 0

s [-198.8355 791.3315 -10.3025]
FAmEE: [-12.147 -1214.877 8.095], Y3—1/E15%[-0.0100 -0.9999 0.0067]

| $IR9.2: BahRImREPRO

RIFEULER, ERFEYIE, BYEEERZE): [198.8355 -791.3315
10.3025], fEFMIEROBENEIZHRFRC.
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[+] (EW] FrE] BOABERRIME

1%7?214: ’ #%"HjﬁjszX, ﬁ%—)\?” U E4|:F|o

$129.3: ‘wEXMLX ¥

MERUES (yiim) PRV S4509: [-198.8355 -791.3315
-10.3025], fEdEimEsy: [-0.0100 0.9999 0.0067]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/FlapL</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-198.8355</x>

<y>-791.3315</y>

<z>-10.3025</z>

</RelativePosToBodyCm>

<RelativeAngEulerToBodyDeg>
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<roll>0</roll>

<pitch>0</pitch>

<yaw>0</yaw>

</RelativeAngEulerToBodyDeg>

<RotationAxisVectorToBody>

<x>-0.0100</x>

<y>0.9999</y>

<z>0.0067</z>

</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>

| $9.4: SAUE4, FEAXFH, RAMIELER, EEHSBRUNT

& A
@ | 6
L ]

fy Floor

StaticMeshActor

%% Light Source

154~actor (GEET1) © T EiE
iy ® iFE

¥
+Add Component =

1@ RRLAH
ity FlapL ( 5=6)

B
4 Transform
s - b4 198835495 |4 7913314819 i -103024998
oo- ofoo- SHoor 0
x EED " SN - K -

Mobility (] l'| Stationary ‘:> BIg 0]

EEpERFpActor @ Mewilap (G 2UEE)

[ %+: NewMap (kA1)

| $IE10: BEEFlapREVAITRSH

FTFFMQ-9Reaper-Zeroed.max, BE—1X 4 FlapR.max

W= R, JRE “FlapR”
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$I810.1: FREVRHIER

BT FlapRAEETRNFYIE, FlapR1FIFlapR2, EEIEFlapRAHRAE, 7 REHITHIAE
121F.

3Ds
Max & FlapRigLE, EHFlapRl, HHANRRIERET, REEE&RA LGRS
[-204.909,

-183.893, -6.255]

¥ehFlapR2, A_LEAMS: [-192.762, -1398.77, -14.349]

i [-198.8355 -791.3315 -10.3020]

AEMEE: [12.147 -1214.877 -8.094], J3—/E8%[0.0100 -0.9999 -0.0067]
£1%10.2: BEhFHRHPO

RIFEULER, BYAREEZE): [198.8355 791.3315
10.3020], fERMAROZEEIHRFD.

®EXMH, HIFHkfbx, BSAFIUE4F,

$1%10.3: wEXMLXHF

MERUE4 (yiliRm) PRV m44579: [-198.8355 791.3315
-10.3020], fE¥x4hmEsy: [0.0100 0.9999 -0.0067]

<Actuator>
<MeshPath>/Game/MQ-9Reaper/FlapR</MeshPath>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm>

<x>-198.8355</x>

<y>791.3315</y>

<z>-10.3020</z>

</RelativePosToBodyCm>

<RelativeAngEulerToBodyDeg>
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<roll>0</roll>

<pitch>0</pitch>

<yaw>0</yaw>

</RelativeAngEulerToBodyDeg>

<RotationAxisVectorToBody>

<x>0.01</x>

<y>0.9999</y>

<z>-0.0067</z>

</RotationAxisVectorToBody>
<RotationModeSpinOrDefect>1</RotationModeSpinOrDefect>

</Actuator>

| $10.4: SAUE4, FEAXFR, RAMELE, EEHASBRNT

i} ElevatorR atich

¥ _Flapl

m StaticMeshActor

>
(= ¢y Floor

16-tactor (EET14) © HER
T ® isigs
+Add|Component: o BEEINED

it
G4 FlapR (3e61)

Of i
4 Transform

s - X I VEEELTEN 2 ST
i = (S VT - (TS

o nennion Ge2i2) MG S VR 7 ST
J Scale = 1]

[ %+: NewMap (KAt) =

!-| Stationary Qb B iEEh

Mobility [ ]

| $11: SARflySim3DFH#HITHIE
| $811.1: SAUESHEFEFYR

B EEERERINFEbxAAGHEESANTIVEAR, F: XERUEZERERXHEFFE
By “UE4Content\MQ-9Reaper” BRIENFERUE4AIBEMcontentBR T FE: &
NEERFAEXEFZE— X HEX, Hi0 “MQ-9Reaper”, AEELHIFANFH,
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== Content Browser

hiiEry XLEAN BREFBERNT € Bs Content » MQ-9Reaper »

[ERRgCE Rl "= MO-9Reaper

EREERRMAN, HET AP BEPFIZTEFIRNAUNECE (LB 217

Szl D)

(J NewBlueprint ( §
" 0

= » MQ-9Reaper

{83 MO-9Reaper
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1
iy AileronR

i¥ ElevatorL
iy ElevatorR
iy FlapL

iy FlapR

¢y Propeller

iy Rudder

REEMATS, AOFRBESROT, AR MELEHA, BRER,
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£

| HE11.2 BEHUEASIE

REFRERE “XH - “AWindows#IEARR”, MIgELHRE, ZMERETH
Saved\Cooked\WindowsNoEditor\ [fREYIIE®&] \Content\MQ-9ReaperB R, EHiE#
X 43242 D EIRflySim3DAY B R T C:\PX4PSP\RflySim3D\RflySim3D\Content\MQ-
9Reaper

A XBEAUBERERAXHFET “UE4Cooked\MQ-9Reaper” HR THIRERZR, BB
Y,

| $1E11.3: EEXMLX

RIEFI XN SN TRNFE, MERBGAMANKEETE, BFRREXMLXHMQ-
9Reaperxmlftid (K/Fa/hElT0.1ME, BEIRRTIFREScaleBxyza351491) WF
(132 UE4Cooked\MQ-9Reaper\MQ-9Reaper.xm|XX{4) , FEEZ N Z _EEHIMQ-

9ReaperX
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\<?xml version="1.0"7\>

\<vehicle\>

\<ClassID\>100\</ClassID\>
\<DisplayOrder\>900\</DisplayOrder\>
\<Name\>MQ-9Reaper\</Name\>

\<Scale\>

\<x\>0. 1\</x\>

\<y\>0.1\</y\>

\<z\>0.1\</z\>

\</Scale\>

\<AngEulerDeg\>

\<roll\>0\</roll\>

\<pitch\>0\</pitch\>

\<yaw\>0\</yaw\>

\</AngEulerDeg\>

\<body\>

\<ModelType\>0\</ModelType\>
\<MeshPath\>/Game/MQ-9Reaper/Body \</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<AnimationPath\>\</AnimationPath\>
\<CenterHeightAboveGroundCm\>478\</CenterHeightAboveGroundCm\>
\<NumberHeigthAboveCenterCm\>700\</NumberHeigthAboveCenterCm\>
\<NumberSizeScale\>50\</NumberSizeScale\>
\</body\>

\<ActuatorList\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/Propeller\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>

\<x\>-1213.674\</x\>

\<y\> 0\</y\>

\<z\>69.264\</z\>

\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>

\<pitch\>0\</pitch\>

\<yaw\>0\</yaw\>

\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>

\<x\>1\</x\>

\<y\>0\</y\>

\<z\>0\</z\>

\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>0\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/ElevatorL\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>

\<x\>-891.5705\</x\>

\<y\> -418.9885\</y\>

45 /55



\<z\>260.3760\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>
\<x\>0.0360\</x\>
\<y\>0.8245\</y\>
\<z\>-0.5648\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/ElevatorR\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>
\<x\>-891.5705\</x\>
\<y\>418.9890\</y\>
\<z\>260.3760\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<rol1\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>
\<x\>-0.0360\</x\>
\<y\>0.8244\</y\>
\<z\>0.5648\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/AileronL\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>
\<x\>-183.64\</x\>
\<y\>-1828.133\</y\>
\<z\>-17.367\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>
\<x\>-0.0212\</x\>
\<y\>0.9997\</y\>
\<z\>0.0070\</z\>
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\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/AileronR\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>

\<x\>-183.6395\</x\>

\<y\>1828.133\</y\>

\<z\>-17.3665\</z\>

\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>

\<pitch\>0\</pitch\>

\<yaw\>0\</yaw\>

\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>

\<x\>0.0212\</x\>

\<y\>0.9997\</y\>

\<z\>-0.0070\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/Rudder\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>

\<x\>-885.8560\</x\>

\<y\>0\</y\>

\<z\>-193.6225\</z\>

\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>

\<pitch\>0\</pitch\>

\<yaw\>0\</yaw\>

\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>

\<x\>-0.1424\</x\>

\<y\>0\</y\>

\<z\>-0.9898\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/FlapL\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>

\<x\>-198.8355\</x\>

\<y\>-791.3315\</y\>

\<z\>-10.3025\</z\>

\</RelativePosToBodyCm\>
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\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>
\<x\>-0.0100\</x\>
\<y\>0.9999\</y\>
\<z\>0.0067\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>

\<Actuator\>
\<MeshPath\>/Game/MQ-9Reaper/FlapR\</MeshPath\>
\<MaterialPath\>\</MaterialPath\>
\<RelativePosToBodyCm\>
\<x\>-198.8355\</x\>
\<y\>791.3315\</y\>
\<z\>-10.3020\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\<RotationAxisVectorToBody\>
\<x\>0.01\</x\>
\<y\>0.9999\</y\>
\<z\>-0.0067\</z\>
\</RotationAxisVectorToBody\>
\<RotationModeSpinOrDefect\>1\</RotationModeSpinOrDefect\>
\</Actuator\>
\</ActuatorList\>
\<OnboardCameras\>

\<camera\>

\<name\>Chase Camera\</name\>
\<RelativePosToBodyCm\>
\<x\>-2500\</x\>

\<y\>0\</y\>

\<z\>500\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>

\<camera\>
\<name\>Front_Camera\</name\>
\<RelativePosToBodyCm\>
\<x\>1000\</x\>
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\<y\>0\</y\>

\<z\>0\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>

\<camera\>

\<name\>Back Camera\</name\>
\<RelativePosToBodyCm\>
\<x\>-1000\</x\>

\<y\>0\</y\>

\<z\>0\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<roll\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>180\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>

\<camera\>

\<name\>Right Camera\</name\>
\<RelativePosToBodyCm\>
\<x\>0\</x\>

\<y\>2000\</y\>

\<z\>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\>-2000\</y\>

\<z\>0\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<rol1\>0\</roll\>
\<pitch\>0\</pitch\>
\<yaw\>-90\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>

\<camera\>

\<name\>Down Camera\</name\>
\<RelativePosToBodyCm\>
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\<x\>0\</x\>

\<y\>0\</y\>

\<z\>-500\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<rol1\>0\</roll\>
\<pitch\>-90\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>

\<camera\>

\<name\>Up_ Camera\</name\>
\<RelativePosToBodyCm\>
\<x\>0\</x\>

\<y\>0\</y\>

\<z\>500\</z\>
\</RelativePosToBodyCm\>
\<RelativeAngEulerToBodyDeg\>
\<rol1\>0\</roll\>
\<pitch\>90\</pitch\>
\<yaw\>0\</yaw\>
\</RelativeAngEulerToBodyDeg\>
\</camera\>
\</0nboardCameras\>
\</vehicle\>

H$E11.4: MIAFmEYR

FTH—RflySim3Di2F, BREMATLABITH “MQ9ReaperTest.slx”
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HIAEEAIN S U ERSME A RIS ANVER, EUEFRAEEMNES RINMER, BIEXENIR
SMAFNSER, &fa, HEITHRIBRELEERITE.HEIwindowsT S, RNXEEMEIE

FEBAERAUIESERVRA R MTEMIE, RER¥EIEFNEEERESEEENXMLY
HF—REIF A\RflySim3Dh,

XEEA3ds MaxXEUFMEREL BB LTS

1. FEAHAEIREY: 3ds MaxiBgH T EFEMREBELTR, tILITERHBITHMEE, 3ds
Maxi®t ZHFE IR dREE, B IEARRMRIGEEAER T E#1TIE N,

2. TBHEZR: 3ds
MaxNE 7 LA EZES, AIUERESEPINTNERNE. XERFAFALUNE
FREFIZ RAVRZINE, MM EFHE I TIRAEFIZIT.

3. ZMENS AT 3ds
MaxZIFSENNSH SR, WO0BJ. FBX. STL. DWGEHZE, AP AILE3ds
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MaxFRIEEN R FHEEMARHITERLE, HESANEMRARRENG S
HITH—T YRR,

f£3dsMaxd, B 24H KX D HAITEMNS .

1. 3dsmax@lZZHRY, HFFEM RN REBWBERE— N TR MBIEMNR. ZAXR
EAX N EMAT RV R M A T AR R,

2. BPANR: HRTE3ds
MaxHelE—NAE, FIERRNKRBEIHEE—MEPHEMNR, LBIEHZIE
BIEHREIZERIEH,

3.4 7E3ds
Max/d, Hi= (Pivot) EBFFE/LAER (BiENksL. BEMER) HEER. T4
B, FFEMGNRIER (Gekk. ZERBnn) #HUX N EMT RV R OHT.

4. IMTIRAIRR | AT R R IEROEFRVHN & B B VLR,

R3ds Maxi 4 RMIBSER AR B S N UETT/RHARMERY, FEFRUTER:

1. 7£¥§3ds
MaxH MR AREE S NFIVERH#HITEERREZ §i, FEITRME ZELITANE
o 3Ds
Max@BXRAFE ENEFLITR, UEARBTIA ENEFLITR,

2. FABH:
FBXR—F R B4, YJAutodeskFrE, mILUREHFAREIE (DCC) A
R ZENEREYE, FLEYARER (Bli0Autodesk
Motionbuilder) A& 3X#FizME=, MAutodesk Maya. Autodesk 3ds
Max#BlenderZEH 3R E A FBXIEM ZHRHZi& . MR3dsMaxSHFHEE T IEH
HIFBXhRZA, HIZRUENERHITIZE, FIMILIRAR. A, BHESH.

3. MEAFSEE: BAFBXIEN S ANUER RS ANMRMSEEE ™, FEMNRENIRAZ
RS WIS E, BF3ds
MaxFIUEAERRRNMRISIRER S, SAUEE, SEEHMARMEEEE AR
832, AJLAEFEIEMBR, HESFAN3ds
MaxHERNMBRIMSEE, HHTEHBARMMRL

|1 6.&5FHK

1. RflySImE A X4
2. XMLISZHEFRM .. /.. /PX4PSP\RflySimAPIs\3.RflySim3DUE\API.pdf
3. RflySim3DIRIEHIZOIZ S .. /. . /PX4PSP\RflySimAPIs\3.RflySim3DUE\API.pdf
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https://help.autodesk.com/view/3DSMAX/2020/CHS/?guid=GUID-D75FD8C0-3851-44BD-B50F-747D61F3A98B
https://help.autodesk.com/view/3DSMAX/2021/CHS/?guid=GUID-26E80277-1645-4C4E-A6B2-44399376490F
https://rflysim.com/doc/zh/

4, RflySim3DIEHI B <$iEA S
WS . ./../PX4PSP\RflySimAPIs\3.RflySim3DUE\API .pdf

7.5 Win)E

Q1: f£3ds MaxshSF AFBX3{FBY, UN{RN&+EIE
RYER{i?

Al: TESNFBXX BT, NIEFBXSAZR LR XUGBUEMAENR, PAIRNEEN LR 4
i, BREENLITEREERTHNER, Lt FBXSNSREUI LREM " HEE 1%
M, XREFEH3ds Max FBX plug-in= B ahit BN BihiE k.

Q2: TEIFMITEFLEIVEAR, A AREYH
A HITINRIRIE?
A2: XEEH3ds MaxFIUEAMEREIRRRE. 3ds MaxfERGFLIr&R (RiLL), m

UEAERAFETR (RIAL), MENYHABER. FILEENYLIREITIRIEE, L
HRRETEUEAFRYIE 57E3ds MaxFRI—E.

Q3: WMAIEfRIKEMITIREVNE R H?

A3: EBRITERIEEMNSBEIE: 1) 1£3ds MaxHiER T8 Ehestihsk EMm=; 2)
HEXMH SN SEAREETD, 3) TERRELZNARRZEAREH, 4) §5ERE
I3—1k; 5) FEXML{4AIEREIS B RotationAxisVectorToBodyE&#,, T ErIiEEERIEL
PRiE T iEsE 4 A MHITIARE, URERMFERIZE,

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