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<?xml version="1.0"7?>
<vehicle>
<ClassID>3</ClassID> <I--%(#, 3 XTFWEETLAN-——>
<DisplayOrder>1015</DisplayOrder> <!—-ZR/fiF, #/ P ET#IIK (c 4 HEw-——>
<Name>DroneyeeX680</Name> <!-—-BRLH-——>
<Scale> <I-—%F——>
<x>1</x>
<y>1</y>
<z>1</z>
</Scale>
<AngEulerDeg> <!-—fl|Z B HyAT#E L A f——>
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</AngEulerDeg>
<body>
<isAnimationMesh>0</isAnimationMesh> <!--0 £ et A MK, 1 ZanziE, 2 &k E-—>
<MeshPath>/Game/DroneyeeX680/DroneyeeX680Body</MeshPath> <!--mesh %%, HAFEEER
FLoeR Rk FERE, R REER=RRNEFBELTR P-4 H-—>
<MaterialPath></MaterialPath>
<AnimationPath></AnimationPath>
<CenterHeightAboveGroundCm>8</CenterHeightAboveGroundCm> <!-—-/F OB M E B EE, AE U
T AE 4 8->
<NumberHeigthAboveCenterCm>20</NumberHeigthAboveCenterCm> <!-—#7 £ & # & #Y & & ——>

</body>
<ActuatorList> <!--2 mesh (&, H#HAITHH x>
<Actuator>

<MeshPath>/Game/DroneyeeX680/DroneyeeX680Prop</MeshPath> <!--#7 % mesh %%, %
# body # &3k H——>
<MaterialPath></MaterialPath>
<RelativePosToBodyCm> <!——#{T &8 % F Body Wil #, A 4 %13 [25.04260,24.0760,11.2
220], [-25.5410,-22.8910,11.0220], [25.4260, -25.0560,11.0220], [-25.5410,21.9110,11.0220]-—>
<x>25.4260</x>



<y>214.0760</y>
<z>11.2220</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg> <!--#T 4T body M4 A f——>
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
<RotationAxisVectorToBody><!--#{T #Aq % T body Hje##, TLoRZ z f——>
<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>-25.5410</x>
<y>-22.8910</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</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>
<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>
<RotationMode>0</RotationMode>

</Actuator>

</ActuatorList>

<OnboardCameras> <!-—"TfT % F#AEAL, ME M xml & &R #FFE-——>
<camera>

<name>Chase_Camera</name>
<RelativePosToBodyCm>
<x>-100</x>
<y>0</y>
<z>5</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>0</pitch>
<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
<camera>
<name>Front_Camera</name>
<RelativePosToBodyCm>
<x>20</x>
<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>-20</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>20</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>—20</y>
<z>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>
<z>-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>@</y>
<z>20</z>
</RelativePosToBodyCm>
<RelativeAngEulerToBodyDeg>
<roll>0</roll>
<pitch>90</pitch>



<yaw>0</yaw>
</RelativeAngEulerToBodyDeg>
</camera>
</OnboardCameras>
</vehicle>
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