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1. i@

Axis Studio MY BT LASHEANTEE BT LA H SERS s MR R S8 =75 N kIR aa E A &

Axis studiof ML FRIIRSS imME FintE N _ERIRN FARIESAMGE, AN EER X TIIERLS 2
4ch{#EH NeuronLiveLink R4 TIKENEIH MR

1.1 il =

o SUFFREAIS|EEIRAN4.25 4.26

o TERWFNIAIEER (PWRIRERER) s ERIEEUE SER(IVPSIE)
o SIFIRANAZ(FERT-PoselFAEMELS(ELANFEFEA-Pose)UtEEL
o TIEHZIFNGNIEAXIs Studio&IENIEE A IBAVEEE
o FEHHIEEAIE
1.2 SHIERR
o BT BIRATRESS I REIR
1.3KF

1. 3FFEFEE: Winb4

2. SKIFELIS |80 AS: 4.25 4.26

3. XPHE FEETFISURAEE, PXIRAARNBERHFINEEMEEHEMEREM A TE R
BH
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2. TEe

1. 43 1 T2 B REUEPIugins SR (NSRS ARIFIERIL)
2. fi#ENeuronLivelLink {HHE4HESEIPlugins B R
Mame
Config

Content LiveLinkTest424 1 » Plugins
Intermediate
Mame

Saved ' create a folder and name it as Plugins NeuronLivelink424_9e272h6
o MeurcnLivelink.uproject y
9 add NeuronLivelink to Flugins folder

& F e A -
1. GEPIuginsBR
2. % bONeuronLiveLinkiEEFER (M0E4E) EPluginsBHE
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3. E4)5|24T=ERE

1. FIFHRAYTAE, FEfmiEs e ISR E SR IN
File | Edit | Window Help

q@- Iy His

5 Undo Histo ry

"'Eﬂ Editor Pre
Geon & Project Settings...

Volur

& F IS EE:
Edit -> Ygig
Plugins -> ¥EHF

2. fEAnimation&B4y, JERALive Linkilft (RiEiBHRIBERIGEE) .
1'[ % Pligine
: b Bultn b Animation Y | <

M Enabled @ Epic Games, Inc.

Control Rig A BETA Version 1.0
Framework for animation driven by user controls.
*I= Augmented Reality
'IZ Automation
"I= Blueprints B Enabled

ompositing iz (Ll
: Allows streaming of animated data into UE4

@ Epic Games, Inc

eveloper
evice Profile Selectors (2

B Enabled

S srvgiEH
Enabled -> BEH

EEZRI AR JoANeuronLivelink A EEEL RIS
& netalled - \ NeuronLiveLink [EH
Animation , ”‘..—
*iZ Editor 2
"= Mixed Reality M Enabled
4 ® Built-In

Edit... Package.
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S sravg N
Enabled -> BEH
New! -> &3

3. ERENREE, EMERT LSS EGRE.

== Content Browser

AddNew~ X Import [5SaveAll & | & Content » s

- S = i

Drop files here or right click to create content.

/| Show C++ Classes
Show Developers Content
Show Engine Content

[¥| Show Plugin Content

Show Localized Content

¥ Search Asset Class Names
Search Asset Path

#| Search Collection Mames

it click to create content. I
Thumbnail Edit Mode

#| Real-Time Thumbnails

« View Options

E e
Content Browser -> PIZMl3Z
view Options -> fREIEIT

show Plugin Content -> BRIGHHNE

it FRELive LinkiiF, X MEHTLUBTERINBEFASEIE (DCC) IR, 79
ERREFAETHE L RIEZRIVES, (REERA LiALive Linkilifd, EXHOBAISEL
UE4 F0Axis StudiofIi&Es,
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4. REHFIE
4.1 ¥JFFAxis StudioFHEIFTSTIE

TR ELEEE T Axis Studio2.4.11579.1201, WFEMARARHRIESIEAMRELL, XEFRHE
R, BSERXRARIAXs StudioFAEFKIFMEIEL L.

Axis Studio usage license

r

accept this license agreement.

Authorization limit

1. You cannot perform re engineering, decompile, crack, change, modify, or
detect the £ Studio soft source code in any way

{RBATLUEI AxXis Studio&IXSERTBIEEUE, XA RTEEREIRERIBVH-HIEERD

B R oo SEE
Axis Studio Version -> Axis Studio R

o IZTEZBFTF "Axis Studio”

All

Apps  Documents Web  More ¥

Best match

Axis Studio
4 - H Click Axis Studio to open the app

Search the web . .
Axis Studio

SO axis - See web results > App

Folders

Axis Studia > Open

&0

Run as administrator
Run as different user
Open file location
Pin to Start

Pin to taskbar

B oq ¢ 82l

Uninstall

1. Type "Axis” for search
P
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B s mnE:

1. Type "Axis" for search -> 1.7EEZREMMNAXTSHHTIEER

2. Click Axis Studio to open the app -> 2.BiFAxis StudioBiriTHIEER

3. or You can double click the shortcut to open the app -> 3.EE{ReJLUBIEFH
Axis studiofIiERXENR TN EERF

o FIFFFHEIR—INE

New Project Open Project

Luehan-

B R h oS mE:

1. Click "simple Project" -> Bf"Simple Project"

1. Double Click a file to replay, for example double click "2.0-Run and
Jump" -> WEHE—NHFATEIEL, HCIIXE"2.0-Run and Jump"
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o FIFFRERBHHITIEN

Mew Project

Open Project
Close Project

Recent Project(s)

Sensor Map Solver Parame

Single Le
Settings

+'| Hand
Working Mode Introduction
License Upgrade

Update Axis Studio

Customiz About

Advanced Settings
Adv BVH Broadcasting BVH - Edit
BVH Broadcasting
Device Axis Studio
Language
Shortcut

v | Displacement
Working Mode

Use old header format

192.168.8.250

Cancel

B RS AR
Settings -> &&
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1. Open Settings Menu -> 1.¥JFHEERE

1. Click BVH Broadcasting -> 1.EgBVHEUEEA

BVH Broadcasting -> BVHEUEGEA

BVH-Edit -> BVH-Y®iE

2. scroll to "BVH-Edit" to make it enabled -> 2.;ZzhAMBHAZI"BVH-RIE"HEMA
(REAMNRHEIFARE)

3. Check to Use Rotation "YXZ" and Type is "Binary" -> 3.[&EHMHRIEEE
FA"YXz"EBUE" A"

Rotation -> k&

Type -> K&

Binary -> il

Displacement -> {if%

Use old header format -> {#EF3|EMEL

OPT -> J¢ZF

4. Use UDP anf set address and Port -> {EFAUDPHMYIFEEIIFNROS
Protocol -> MY

Local Address -> Z ibithiit

Distination Address -> B#ritbiit

Port -> i[O

5. Click Ok to save settings -> BAZHEIHFFSE

oK -> T@E

Cancle -> HUH

o FHAMEK

chr00

SiasrsvesiiEHN
1. click to loop the replay -> SFEEER
2. Click to Start replay -> FtEFFAEIR

4.2 I EL]S |1 TIEHIRENEE

o ITFHREY™ENeuron Live LinkiE4HIEL T2
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e FJFFLive Link (SCHIHE) B
File  Edit | Window | Help

Rfr Place Ac Level Editor

g [ S
B3 Cinematics

Search Clas _
1) Details

fassitly 4y Editor Moc

Basic as Vv

Lights
Cinematic

Visual Effect  ° 5

[ |
Geometry .
¥ ¢ Place Actors
Volumes M Statistics
All Classes ¥ # Toolbar
v = World Outliner
® world Settings
ral
== Content Browser
# Developer Tools
® Find in Blueprints
B~ Project Launcher

Localization Dashboard

Load Layout

Save Layout

Remove Layout

Enable Fullscreen

& 7P EE
windows -> B[O
Live Link -> SCATH&E

o SCHMSHEE O, tRIBEIPISEIRINAXIs Neuron Livel&
+ Source/> o] Prgris
Hand Tracking Source

Source Machine Status

0.0.0.0:7004

127.0.0.1:7003
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B R EEsCEnE:

Source -> j&

Presets -> &R

1. Click Source -> MHiE

2. Select Axis Neuron Live -> j%&#¥Axis Neuron Live
3. setup and Click OK -> BBEFAFOK

IRRCHEFRSEEOTFEITRISRGE, EETHZ chro0 (FEEEZEMNFZRPERX
NEFR

So e Sc ne Status

Studio@0.0.0.0:7004 UDP://0.0.0.0:7004 Running i

Role

chro0 Animation

S srgvgsEN
Subject Name -> XHRAp

ERB NSRRI TFFDemoMap(World'/NeuronLiveLink/Maps/DemoMap.DemoMap' &= F
Neuron Live Linkig{4

== Content er BX output Lag

DemoMap (Level)
l AddNewi~ & Import [[@SaveAll & 5 | & Neun

Path: /MeuronLiveLink/
= Y #) =| T riter Cooking Flepsth Le

= Content Frimar
++ Classes

Primar
l_/'"‘ [ Modifi
i NeuronLiveLink Content e’

B F s mE

Level -> k£

Path -> B&12

Ccooking Filepath Length -> HUESHIRIZKE
Primary Asset Type -> F&F=HI
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o FEHFXNINERE"PNS_Actor"HimiESubject name (XI5Rdas7E)

World Outliner

Lahel

424 DemoMap (Editor)
Actor

- -
I'h |5

Atmospheric Fog
Cube
Floor

-
W

-
L

-
W

DirectionalLight

A o
w Ll &

-
L

-
W

: SphereReflectionCapture

-
W

11 actors (1 selected) o« View Options~

5 Details

. w
4+ Add/Component = o7 Edit Blueprint -

Search Components

DefaultSceneRoot (Inherited)
talMesh (Inherited)

LiveLink (Inherited)

Search Details jo) E o

4 Transform

Joo offoo ofoo 0|

J 0o offoor o oot O

d 10  offio oo o N
4 Default

Subject Name

4 Replication

Met Load on Client

B s mE:

world outliner -> tHEKNWE

Details -> #ATH

Default -> BRIA

1. Click PNS_Actor -> matEPNS_Actorfim

2. Pick a valid Subject Name -> FEENEZAISubject Name(EHEchr00)
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o HRRRAVIRIERSL (Viewport) /S 7 SERTIEY

rt Opticns

7 Show 5 et | Toggles real time rendering in this viewport

Show FPS

Show Toolbar
Stat »
Field of View (H) m
Far View Plane _
n Percentage ([N

| Allow Cinematic Control

Game View

Immersive Mode

Allow Camer

Bookmarks

Create Camera Her

High Resolution Screenshot...
Layouts

Advanced Settings...

B R HEascEmE:

Viewport Options -> fi[i%IA

Realtime -> SCAY

Toogles real time rendering in this viewport -> fEIIOFJHECRTESR

o (FESERWBEARSENITZE
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5. EA— RIS ER RIS

{RETLAMFBXI R SN BRI AZIELIS 2, AXSE— 1B IPN_Avatar.fox BISHESNFIEL]
5|28, {RAJLATEPIuginBaseFolder/Arts/PN_Avatar.fox#RENX NS4

o ERBFNEERPRESNZH
I AddNew ~ | X Import Save All

PR Search Paths jol E|
[

E R s R

Add New -> FriE
Import -> §A

save All -> 1REFFE

o AN HHEEREENEMEHFZESARCUFH RdEEOpen
@ import

= v == == “mp mg'sem Plugins > Neuronlivelink » Arts v 0 O Search Arts

Organize + MNew folder

- I @
~
@ OneDrive PN_Avatar.fox Date modified: 12/31/2019 415 PM
Type: 3D Dhject Size: 1.32 MB

E This PC ” !

_ 3D Objects

I Desktop 1.Select the file

@ Documents

; Downloads

J’) Music

&=/ Pictures

m Videos

w

File name: | PN_Avatar.fbx V‘ All Files (*.3g2:*.3gp;* 3gpp;*.3c ~

2. Click Open Cancel

B F s R

Import -> 8A

1. select the file -> 1.1
2.Click open -> 2.md50openiki
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o 7E FBXSAEIR WEEFHTIELIIRE, [ TERRDIE T BRI
AU FEX Import Options %™
Import Skeletal Mesh
Current Asset: /Game/PN_Avatar
4 Mesh
Skeletal Mesh =
Import Mesh |

Import Content Type Geometry and Skinning Weights. =

Mone

€D

Skeleton

4 Animation
Import Animations

Animation Length

4 Transform

Import Uniform Scale 1.0 W

4 Miscellaneous

Farce Fron

Convert Scene Unit

4 Material

Search Location -

Material Import Method Create New Materials «

B RS SCEE

FBX Import Options -> FBXEAi%EIR
Import Skeletal Mesh -> SABERMIEIAN
Reset to Default -> EHHNEIA
Ccurrent Asset -> HFIEA"

Mesh -> [It&{K

skeletal Mesh -> BEERIFEIR

Import Mesh -> SARIEIK

Import Content Type -> S ANETZHER
skeleton -> B8
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Geometry and Skinning weights -> JUAIAFISEINE
Animation -> FhHE

Import Animations -> SAZIE
Transform -> 7T

Import Translation -> SA¥E
Import Rotation -> SNiEtk

Import Uniform Scale -> BAZ—4EIK
Miscellaneous -> ZYIR

Convert Scene -> FEHaIZE

Force Front XAxis -> 3EHIEIX4H
Convert Scent Unit -> FHASERETT
File version -> I{HiRZA

File Creator -> S{46)5EE8

File Creator Application -> 3{4GlEEENFER
File Units -> 48T

File Axis Direction -> {4475
File Frame Rate -> S{&f==
Animation Start Frame -> ZFiEFCISHN
Animation End Frame -> ZNEZEERMN
Import A1l -> SAFFE

Import -> 8 A

cancle -> BUH

TR RIRBIEES IEME B, SIESNENNBRMEFEIG—I B, e
BN BRRMIBIAR IR G AR IISkeleton/F4R,

o RELESAMBHESNZRSFBXXXMHENELSIE, TERR T MFBXSUFSANRIE, <
AT NEEE ERIRTFFIE (Save All) RHARFSAIE

== ContentB ) EX output Log

I AddNew'» & Import Save All & k& Content

k= TFilters ~ [ElEEINSHIE

. . .4»

M_Body W _Body_Dark M_FaceMask M _logo
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6. IR{EaNEI5E (Animation Blueprint)
A R =

o ERFENNETEERLRER R SRS R H RE R > E R ->HEEE

PM_ava PN_Avatar (:

Creates an Anim Blueprint using the selected skeleton.

B EEsCEnE:

1. Right Click the skeletal Mesh -> 1.HAEBEIFFEEMEIR

1. select Create the Anim Blueprint -> 1.iEReEAEEIEE
Create -> Bl

Anim Blueprint -> FNEIEE]

Anim Assets -> FNEEFE

o FEHEESMBIREIEMENEENEERE R (RULURECHAREEERIANER, K
Y15 EpE IBPA_PN_Avatar

k= TFilters v [T

B F s mE
1. Edit the Anim Blueprint asset name -> 1.Y@iEmNEIEEIRZHZIR
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X hENETERE BPA_PN_AvatarsRFHiaimisshEisE]

’ IM ’ B BPA_PN_Avatar_C_0 in AnimationEditorPreviewActor

Class Settings ~ Class Defaults Play Debug Filter

»

4Live Link

Jo ©-

apl
Blueprint Update Animation

4 Animation Graphs:

Animation Layers
Functions

Macros

Variables

Event Dispatchers

vent name to find references

E R HsascEmE:

1. pouble click AnimGraph to enter AnimGraph -> 1.Xd5AnimGraph¥JFFAnimGraphzf
SRS

2. In AnimGraph, Right Click in white Space to show the contect menu then
type "Tivelinkpose" to show "Live Link Pose Node" in the menu -> 2.5G¥mT
AnimGraphfIz= B FERHAY ETICEREFEN " Tivelinkpose "HEISEATHEHEES (Live

Link Pose) ¥

3. Click "Live Link Pose" to Add it to the AnimGraph -> 3.S=ESCATHEEEESISEN
AZJAnimGraph

My Blueprint -> FHHJIEE

Add New -> FriE

Graphs -> EFE

EventGraph -> B{FERXR

Event Blueprint Update Animation -> HHEEEFHZIE

Animation Graphs -> FIEEZRE

A1l Actions for this Blueprint ->IIEERIFFEERE

Context Sensitive -> {EIExEL

Live Link -> SCA4ks

Live Link Pose -> SCATHEREZLS
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o EESCHTHERRISR AR (Live Link Subject Name)FHEZ R R

Live Link Pose

Role

chrd i) Animation

event name to find references...

E R HhsascEimE:

1. Click Live Link Subject Name Combo box to pick a subject name -> 1.m/d5
Live Link Subject NameBSIEIEF— WS

2. Connect Live Link Post Output to Output Pose Result Pin -> 2. &EEsCRIHHEE
AT S BE R EEEIRe su T 5 |f)

Output Pose -> HjH&EH

<No Preset Selected> -> <FIEFFn&IT>

Subject -> X%

Role -> Ffa

Animation -> FE
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B&imI0NeuronLiveLinkRemapAsset

Save Current  Source Control Modes Content Marketplace. Seftings Blueprints Cinematics Build (o

(-] repecie [ @12 ] i Elo.

Blueprints are special assets that provide an intuitive, node-based interface that can be used to create new types of Actors
and script level events; giving designers and gameplay programmers the tools to quickly create and iterate gameplay from
within Unreal Editor without ever needing to write a line of code.

User Interface

I AddNew~ X Import [Ej>aveAn € < | & uoment »

m_@ RZICERdl Search Content

e FaiN | | .8
Maj - L . ¥
> £ C++ Classes T ] | o
] M

@ NeuronLiveLink Content
.\ X M_B 7l rk M
B PNS

> g3 NeuronLiveLink C++ Classes

=

10 items

B RS CEmE

1. Click Add New -> 1.BghFfiZ

2. Select Blueprint->Blueprint Class to Add a new Blueprint -> 2.1%RIEE->15
ERERIn— NV E R

Bluepirnt -> I5[E

Blueprint Class -> IEE2E

Blueprint Function Library -> WEE|REE

Blueprint Interface -> IEE#EMO

Blueprint Macro Library -> IEEZ=E

Enumeration -> &
Structure -> #4f3
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AR FEIHEEDIEE NeuronLiveLinkRemapAsset"{ERSE
U Pick Parent Class

4 Common Classes

An Actor is an object that can be placed or spawned in the

(G Actor world.

A Pawn is an actor that can be 'possessed’ and receive

g Pawn input from a controller.

A character is a type of Pawn that includes the ability to

. Character walk around.

 Plaver Controller A Player Controller is an actor responsible for controlling a
5 Claye Pawn used by the player.

Game o Base Game Mode Base defines the game being played, its rules,
= scoring, and other facets of the game type.

An ActorComponent is a reusable component that can be

ihaSiEeCamacnsat added to any actor.

A Scene Component is a component that has a scene

BaEgeCamacasal transform and can be attached to other scene components.

4 All Clzzzes

Neuron <— 2. DE Neuron 1o Jiter Classes

® MeuronLiveLink restGamelModesase
4 LiveLinkRetargetAsset

T items (1 selected) Meuron Live Link Remap Asset o« View Opfions

Select Cancel

B RS SEmE

1. Click "A11 Classes" -> 1.@=&"FrEX"

2. Type "neuron" to filter classes -> 2.#A'"neuron"idiE3E
3. Choose NeuronLiveLinkRemapAsset as Parent -> 3.i%&#%
NeuronLiveLinkRemapAsset{EARE

4, Click "select" to Create BP -> 4.mds"i&iR"kOIZIEE]
Pick Parent Class -> BBV

Common Classes -> FEHE

A1l classes -> FiEZE

7 items(l selected) -> 7IN (1Ii%EA)

View Options -> fREREIR

select -> &%

Cancel -> HYH
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. BESERSNEETORE, (ReILEESSEIPN Avatar RemapAsset SYEHEEFR

AQZICEA G Search Content

M_logo lewElueprint EEEENE

. J‘EIEIZJJLI”".J?BEH%% & SERT$EEEE S (Live Link Pose) ,\“E]’Jretarget asset

Eo

4 Source Data

Live Link Subject Nan

PLCE

Retarget Asse PN_Avatar_RemapAsset~ I N elL]

Output Pose

Live Link Pose

# Resut
Anim Preview Editor
» Edit Preview Edit Defaults
Search Details D Eo

4 Root Motion
Ro "Bl Root Motion from Montages Only ¥

4 Notifies

S)SEE e =N

1. In AnimGraph Click Live Link Pose Node -> 1.fHAnimGraph i iUSCATSEREEATI A
2. In Details Panel, Select the new blueprint asset(PN_Avatar_remapAsset) as
Retarget Asset -> R TEIEEFCIEIEEIE T (LiBBIEEAIPN_Avatar_remapAsset#&rr)
{EJ9Retarget Asset

Details ->

Preview Scene Sett -> FGIHSRIRE

Anim Preview Editor -> ZIEFAGIRIESS

Asset Browser -> HNGEE

o (RFNEIEE, T2 (154w EPN_Avatar_RemapAssetiH {75883 FREMET
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7. EIRGIERERR

RS MBI LAFERSAXISEE A RIS EEER. W RIE R eeEREER

NeuronLiveLinkRemapAsset {E/{RASEATHEZEAAT Retarget Asset, {RREEARNSHEEIEECH
Retarget Asset, ATHIG4K4E Retarget AssetlERITIE, £ E—&F% NEHEE (Animation.
Blueprint) #EF=IKmNEEE FHAISEEIE TIEEPN_Avatar_RemapAsset 5% N REA 1S iAMRE

—

(=}

BANEFRRIBEERMR

Hips = 0,
RightUpLeg,
RightLeg,
RightFoot,
LeftUpLeg,
LeftLeg,
LeftFoot,

Spine,

Spinel,

Spine2,

Neck,

Neckl,

Head,
RightShoulder,
RightArm,
RightForeArm,
RightHand,
RightHandThumbl,
RightHandThumb2,
RightHandThumb3,
RightInHandIndex,
RightHandIndex1,
RightHandIndex2,
RightHandIndex3,
RightInHandviddle,
RightHandMiddlel,
RightHandmiddle2,
RightHandmiddle3,
RightInHandRing,
RightHandRingl,
RightHandRing2,
RightHandRing3,
RightInHandPinky,
RightHandPinkyl,
RightHandPinky2,
RightHandPinky3,
LeftShoulder,
LeftArm,
LeftForeArm,
LeftHand,
LeftHandThumbl,
LeftHandThumb?2,
LeftHandThumb3,
LeftInHandIndex,
LeftHandIndexl,
LeftHandIndex2,
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LeftHandIndex3,
LeftInHandMiddle,
LeftHandMiddlel,
LeftHandMiddle2,
LeftHandmiddle3,
LeftInHandRing,
LeftHandRingl,
LeftHandRing2,
LeftHandRing3,
LeftInHandPinky,
LeftHandPinkyl,
LeftHandPinky2,
LeftHandPinky3,
Spine3,

Axis Neuron {&EFBHips~Spine2,Spine3,Neck,Head~LeftHandPinky3{E A B 8&&#R, Neck 1R

Axis Studio {#FHips~LeftHandPinky3{E N BEEEFR, Spine3k{FH

7.1 ERIERPERGI SR

o EARANLEEZ EWEPN_Avatar_RemapAssetiTFFiAE/RiE5EFfA(REnable BoneMapping2

IR KER E T 2- 3w iE B B8 S FRE PR

a
n
a
D
a
|}
a
|}
a
|}
| |

B A s CEE

1. make sure "Enable BoneMapping" is checked -> 1. ##{REnable BoneMappingZ%4
2. check the box to edit Mapping for this bone -> 2. AABIRZFRBIHNERIERA
JRIBIX IR B BRIV E IR

3. Modify the Mapped Name or Import a Skeleton and select bones -> 3.7ENAME
FENIRFSHN SR ETRHE SA— N BRAHEE RS RIIETR

Parent Class -> R

Compile -> #@iF

Save -> {®F
Browse -> N5

Class Defaults -> ZEEHAE

NOTE: This is a data only blueprint, so only the default values are shown,
It does not have any script ot variables, If you want to add some OPen Full
Blueprint Editor -> iF&: XE—HHIELEE, FIERETRIHNINME. EAESHTREEE
2, NRFERN, FTACREERE:S

Search Details -> IHZiF¥(S
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s SABRATERY

Y &

(None)

Pick Bone Mapping To...

and
andThumb

B R oS B mE:

1. scroll to the end and click "Pick a skeleton" -> 1.:&&IEITRE NAFRE"Pick
a skeleton"

2. Select the skeleton you want to map tp then click it -> 2. EEREHAXIsEEE
S EIN B HREE

1. pPick a skeleton will add bones in the skeleton to the Tist -> 1. "Pick a
skeleton" S ERRAIATE BLEEEFIZRF

2. Click select -> 2.EfHselect

3. You can type a name to search form the list -> 3. BEMABFIRAILAESIE T
BR

4. Click the skeleton will modify the mapped name with the skeleton you

select -> 4. BHENBERSFESBHGTNBRBTREVRIEHAIEE

o JRIEELBTRAIR
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Skeleton /Game/PN_Avatar_Skeleton PN_Avatar_Skeleton

Pick a skeleton

B R oS i mE:

1. Bone name Prefix Can add a prefix to each mapped bone, you can type Tess
words -> 1. BLE#EIK (Bone name Prefix) BILAARRGIAIATE B LRII— M EREAIBISER
PRGN F R E

2. After you type enter, the prefix will be updated -> 2.#ABIER, FIRIHRE
BTER

o #HiUseDisplacementData

aes

ciencing T

Skeleton /Game/PN_Avatar_Skeleton. PN_Avatar_Skeleton
Pick a skeleton

e Prefix

Axis Neuron Live Link Retarget

Use nent Data

B RSB

1. Use Displacement Data indicate whether you use the replacement data or
not in remapping -> 1l.Use Displacement DataFR ~FEEMETEERERMNBEHIE WRE
H9IE)

o IRBHAIBANESRZET-Pose, (RAJLURHAENT-Pose(IZNEIFFZISERIHERZ S AYInput Pose
5|

Play PN_Avatar_Anim Live Link Pose

B R HsascE mE:

1. Drag the TPose Anim to animGraph -> 1.1&TPosefIsIEFFIHERIAnImGraph

2. Connect the output with Live Link Pose Input Pose Pin -> 2.i&E#E LibmnERIsH
5 | SR ENEESAIInput Poses |
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AR AR S BRI ETPosesnERFSI. FTFHRERNBIAT, BELNEHIE
851, T-pose IS5 AR HRIFEl— NS
il

File  Edit

RTINS <l Skeleton Tree I

4-}- Noitom_Hips
4-%- Noitom_LeftUpLeg
4-§- Noitom_LeftLeg
4-§- Noitom_LeftFoot
4-§-Noitom_LeftFoot_End
{-LiftFoot_Toe
{- Armor_LeftFoot
- Armor_Leg Left
1 Armor_UpperLeg Left
4-%- Noitom_RightUpLeg
4-}- Noitom_RightLeg
4-§- Noitom_RightFoot
4-§-Noitom_RightFoot_End
- RightFoot_Toe
$- Armor_RightFoot
{- Armor_Leg_Right
{- Armor_UpperLeg_Right
4-%- Noitom_Spine
4-- Noitom_Spine1
4-}- Noitom_Spine2
4-}- Noitom_RightShoulder
ay m_RightArm
{- Noitom_Right Arm_Roll
4}~ Noitom_RightForeArm
$- Noitom_RightFore Arm_Rell
4-3- Noitom_RightHand
-} Noitom_RightHandThumb1

4-3- Noitom_RightinHandindex
4-§- Noitom_RightInHandindex1

3 Armor_RightinHandindex1
4-%- Noitom_RightInHandMiddle
4-}- Noitom_RightInHandMiddle1

B R B iE:

Create Asset -> BlJE&=
Create Animation -> GIiEEE|
Reference Pose -> &3
Current Pose -> 24F:&E

7.2 BT BERSH{TEERER

B WEF(RER LERSEHITEIREMST, MNRIFEXT SR —LEENISIENS, (RRJLAEE
NeuronLiveLinkRemapAsset 7 EHAJ GetRemappedBoneName EREECUMRAYIER, EEEREZ
BB SCHRIRITRA @ik Enable BoneMapping "
1) Details : tte
Ho-

4 Axis Neuron Bone Mapping

Enable BoneMapping

TEEEREHRARITIRGIFIERFRF" InHand "FERAYITIE
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7.3 MLiveLinkRetargetAssetEERH KT E CHEER

MEARENSRITRE, IRAILUMC+HZ£LivelinkRetargetAssetH{TERFHEHIEEMMFTEIIRE, ik
EthRINeuronLiveLinkRemapAssets—#E,
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LiveLinkiz#l2S

H{%¥LiveLink

Controller ComponentizZfhig &

XELivelinkBHHIEARFE,

BT RS Unreal B 73 XS LiveLink#dE&8shttps:/docs.unre

alengine.com/4.27/zh-CN/AnimatingObjects/SkeletalMeshAnimation/LiveLinkPlugin/LiveLinkBluep

rintComponent/, ¥HTHEBEKEITransformBENEIEM AT BRERNER T
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9. THEF]E
9.1 fEX RSB SIS Ay S A n) E K]

o EETRE FRdclick the B5E (Blueprints) i&HFH%EFIFFX-RIEE(Open Level
Blueprint)

E *-E’B . 1‘!-‘3_“)5- 1&-

Save Current  Source Contral Content Marketplace Settings ) Cinematics Build

= S EZR(Event Graph) EﬂTEXLAE’E#FF&E‘"'i(Event Benglay) and ¥
T|ck(Event Tick).

File  Edi Debug v elp
iy Blug , o ’ m
+ Add New [s) © '-"\L"‘ .'r' -
Al Searc - . :
0 e Save Browse Find  Hide Unrelated a ngs  Class Defaults

4Graphs

ent BeginPlay
& Event Tick
Functions (1

— Right-Click to Create New Nodes.

- e e e e 1
Variables

Event Dispatchers

o IN—MEHISERTEEE(Live Link)— MR E
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o BEINEFEINE+ IR, AT +TRE(+Variable)itAEEEEIRTIHINES S, EATER
Z e aftEaneE AliveLlinkHandleFHE R EIZE#
M iy Blueprint
+ Add New ~ [EE[F 8] © ~
4Graphs +
4mz EventGraph
€ Event BeginFlay
< Event Tick
Functions
Macros

AVariables

Event Dispatchers +

T Details

Search Details jo) E o~

4 Variable
(EUEGIRVETY LiveLinkHandle | |

Instance Edi [Jj
Blueprint Re [

Category Default
He F-lilj:ijth::-r'

Replication

4 Default Value

Please compile the blueprint
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o EHTEIRZ GIRBLEEE(Variable Type)u%5#s (Structure) LiveLinkjEZhE (Live Link
Source Handle)

T Details
B
4 Variable
Variable Name Click I‘I )
Wariable Type n

(Live link source | L2_x Search Live Link source

4 Structure
Live Link Source
4 Ohject Types
| Take Recorder Live Link Source

& i nE:

variable -> &
variable Name -> TEHH
variable Type -> Z-EKHI

Search Live Link source -> #ZLive Link source
Structure -> £53

Live Link Source Handle -> Live LinkjR&E

o TEE{4EZ(Event Graph)d8liENeuron Live Link Source at runtime® A3t S5EH4FHAIET
(Event BeginPlay)&E#z
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i#~flCreate Neuron Live Link Source at runtimeT S S5FHFRIETT(Event
BeginPlay)yi&z

m= EventGraph

i

> Event BeginPlay Drag out

[ —
Executable actions [ Context Sensitive

MK seachiive

[ GetLive Link Subject Role
[ GetLivé Link Subjects
[ Get Source Machine Name
f Get Source Status
f Get Source Type
[ Get Specific Ll Link Subject Role
f 1= Source still valid
fF!emu:we Source

4 Meuron Live Link 3 Select Create Meuron Live Link
12 Live

A Utilities

4Casting

=+ Cast To LiveLink AnimationAxisSwitchPreProcessor

=+ Cast To LiveLinkAnimationAxisSwitchPreProcessor Clas
»+ Cast To Fival ink AnimatinonRole

m= Event Graph

< Event BeginPlay | Create Neuron Live Link Source at runtime
=P »

Connection String D Handle

tlZLiveLinkHandlefJiZ BT a3 S5 Create Neuron Live Link Source at runtimei&iE
My Blueprint =8 EventGraph

thddne EEYS © -

Graphs +

== EventGraph

> Event BeginPlay
< Event Tick

Macros

. - N
Functions (1 € Event BeginPlay [ [ Create Neuron Live Link Source at runtime (1" | Drag out

D

i Executable actions
Variables Connection String D Handle

LiveLinkHandle T — Lz‘ Wa}*‘ bl
: 4Variables vanable you add
Event Dispatchers + 4 Default

m= Event Graph

< Event BeginPlay | Create Neuron Live Link Source at runtime
=P »

Connection String D Handle
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iE7cCreate Neuron Live Link Source at runtimefJConnection String5 |
FIFFSERISEEE Live Link)& 0

4 Source v 7] Presets

achin Search Details o) ® -

4 Settings

Evaluation Mode

4 Buffer - Settings

ame Role

chroD Animation -
r Of Fram

4 Debug

ebug Infos

0 Warning(s) Clear

R Axis StudiojRH MR EEIRAIE R RIET(Show Advanced)&isk (1 TFEIF2A7R)

)= K
4 Source'». 7] Presets~

Search Details

Axis smd'ﬂ UDPJN 0.0. 0'7'““"""9 LT 1 . settings
Evaluation Mode

Role hd 2

4 Buffer - Settings Show Advanced
chroo Animation

-

4 Debug

Debug Infos

Warning(s) Clear

$ERERTER(Connect string)fFactory S EER P 27k
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u ) Celim

4 Source v~ (] Presets
ce Type  Source Machir us Search Details
4 Settings
1 : copy connetion String

String 0.0,0.0:7002, 1, 192.168.8.249: 7986 [l

chroo Animation actory Class'/ Script/NeuronLivi ol

ct Mame Role

-

4 Buffer - Settings
Max Mumber Of Fram
Valid Buffer
-

0 Error(s) 0 Warning(s)

BHEREF R ER(Connection String)AYEE I HRFFFENLEIX R IEERT B ElZ=AICreate
Neuron Live Link Source at runtime 5 fJConnection String5 |

< Event BeginPlay f Create Neuron Live Link Source at runtime y
b==-p » »

Connection String Handle Live Link Handle
0.0.0.0:

SET

o Bxlive link JRANIEEAIF SRHERIBTT(Event EndPlay) 5 RifiE
o AREFHLRTLILSE FMHLERIET(Event EndPlay).

m= Event Graph

ik ma Untitled > Event Graph

All Actions for this Blueprint [ Conte
[EventEnd Play
4 Add Event

& Event End Play
4Game
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o fBliRemove Source s sFtiERE

<> Event End Play Drag out

[ e—
Executable actions Context Sensitive

End Play Reason
(IR M2 Search Remove source

A pudio
4 Effects
[ Remove Source Effect from Preset Chain
4Live Link
|"Remave Source 3 Select this one

4Take Recorder
f Remove Actor from Sources

o fliELiveLinkHandleg93kENT5 =mF - 5Remove SourceT =iEiE

me Event Graph
Actions providing a(n) Live Link So|
Handle Structure (by ref)
FEI 2K Search get
4 Hand Tracking
4Magic Leap
S et
4 Utilities
4 Array
J BE&t(a copy)
S BEt(are)
4Variables
4Default
Get|Live Link Handle

&> Event End Play f Remove Source
3 Select the variable you add

< Source Handle]  Return Value

k P \

End Play Reason

e The event graph will show like the following image, Click Compile and Save the level blueprint

B BRI N EFTR, SRR CompileFHRAF (Save) XK IEE
(WS w0 @ ¥ b =

Compile (1 Savel2 Browse Find  Hide Unrelated Class Settings  Class Defaults Play Debug Filter

M iy Blueprint m= EventGraph
e S © -

4Graphs +

423 EventGraph
£ Event BeginPlay <> Event BeginPlay [ Create Neuron Live Link Source at runtime A
P N ———

> Event Tick —
< EventEnd Play » » » » D

Functions (1 Connection String
[0.0.0.0:7002, 1, 192.168.6.249:7986 ‘

Handle Live Link Handle

Macros
4Variables
LiveLinkHandle

Event Dispatchers | |
> Event End Play _J Remove Source

| e ——————— [

End Play Reason Source Handle  Return Value

Live Link Handle

9.2 TEXRHINE B IRMES (Skeletal Mesh)FigETE|

#ZEl(animation blueprint)
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RS ETEZE(Content Browser)F, B ENRERINEIXEHH BB MISIAEF=FHIGENEHSkeletal
Mesh ActoriMINZEIXRHHIU TEIZIEEMENESE (Anim Class) . AERAILARTIEIT(Play)iziiF
MEROENERER. R—NETIERE AES 7 IR RSB E b A~

World Outliner

D

F

Label Type

& 4'Z8 Untitled (Editor) Waorle
+ Atmospheric Fog

Floggy  select your character
3 L|||||T S0

m

8 actors (1 selected) o« View Opfions

) Details # World Settings

‘B Model_PN_Studio_UE4 '

———— e —x e s
b L) AL ] LS ey I-'FII-II:FIIIIIJ'!"
-

4 Animation

BTGBl GGl Use Animation Bluepring «
pim e [N |© ¢

Disable Post Fz"‘ click dropdown menu

4 Animation

Animation Mode Usze Animaticn Blueprint +
Anim Class Model_PN_PN_Pro_UE4_Skeleton_sni~ 8]

Model_PN_Studio_UE4_Skeleton_AnimBlueprint (Animation Blueprint)

/Game/Animation
145/ 260

Animinstance
Animinstance
Mormal

TR RIET LB RSB R E B EREIX RO 5E B AR RIPNS _ActoriGEISAS
{EFRIRE CRIB NS E EE SRR E (RIS E AR

9.3 18 BilfkENIAIE (Game Default map)
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IR R, RE SR EREFEAIAEE (Game Default Map), XIkitbE S TRRTFKEENES
. WRRENNER=TEHESEREME, (INKEHEEREEEIER, MERIREMN
EERIEL NS — ATRIENR(First-Person template)si & = AFREMR(Third Person template), &k
et B =N
o AdfmiEssFEARIE->TRR&E->EFIIEIN(Edit > Project Settings > Maps & Modes)
File | Edit || Mindow  Help

-{E,- |y History
#7) Undo Clicking on Actors

) Undo History

o Cut
Basic 9 Copy

Lo 2w Duplicate
Ciner 4 Delete

Vigy: onTiguration

A Editor Preferences. ..

Volur % Flugins

Search Details

«Project - Maps & Modes

'h Thes ngs wved in DefaultEngine.ini, which is currently w

4 Default Modes

Default GameMode GameModeBase i d e O+

[» Selected GameMode

4 Default Maps

l " PackageBP
Editor Startup Mao - N

1 Select the level you just saved.

l " PackageBP
Game Default Map -
)

IR REREFREIRERE CRYIFAETI(game mode)KERIRE CRITR A B ISR EH

9.4 BRI TIEF T RIRITRIZHEIIER

FEmiEes £ R BRIEE > TR B > [(FE BRI TR TH & (B 1% 7 Windows 64-bit S

a)
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File El-'l it Window

Save Current

wctor

: - ‘haracter
‘hoosze Files to Save. . o

Connect To Source Control...

— ‘awn

T New Project...
™ Open Project... jht

W New C++ Class...

| s/ Package Project m i  Android

HoloLens

Cook Content for Windows & 05
atavalidation A Linux
o Validate Data... . Lumin
g tos

Import Into Level... I 3 l Windo it)
E:|:|:||:IIT. Al :||| L||:| F'I'l:liE'IZT. ' . Windows {ﬁ-“--bit

Export Selected... R : 4
Build Configuration re Content » Anir

+* Favorite Levels .
Fackaging Settings
I Recent Levels Supported Platforms...

H'-E: nt Projects

#] Exit
—NMEEBFERINEESSEY, TEANEXNBEREE 21 T8ENIE
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10. HEHFE51

| NeuronLiveLink.upTlugin 1EHEASIHEPTugin description file

| BuildInfo HEEAE(EE4Basic Build info for plugin

+---Arts

| Mannequin_Tpose.FBX 1HHEFFERANVEAENABEEEMIMannequinddTPosesE] UE4
default Mannequin Tpose animation FBX

[ SK_Mannequin.FBX RGP ERRIVE4AZNA BE&45IMannequin UE4 default
Mannequin skeletal mesh

| Mixamo_Ch46_nonPBR. fbx H{EHFEIMIixamo Ch46TIASMIBIAFBXET= Mixamo Ch46
model in FBX format

| PN_Avatar. fbx ANNFTRSNEIEZIS 1 Z2RIFBX3Z{FFBX File for import skeletal
animation to unreal engine

| PN_Avatar_StickmanO0l.fbx #EEFPIEHENBIASEREMEFBXIIE Plugin default
skeletal mesh

|

+---Binaries

| \---Win64 HHER SIS 4Binaries files of the plugin

|

+---Content

| | BP_PNSBaseActor.uasset IXzhAxis StudioBEEMIEIAAIActorEZ#EBase actor for
driving skeletal mesh animation in Axis Studio

| | PNS_Prop.uasset IXKmhAxis StudioE@ERJIActorzEActor for driving props in
Axis Studio

|

+---Maps

[ DemoMap . umap EEERAEtEDemo map for use the plugin

| DemoMap_BuiltData.uasset ERINEEN SR EMZEBui 1d data for map
|

+---Mannequin TRHRMHAIVEABUA B BRESIMannequi OB BRIISIR, MR, THE. ZhERE
E. EMYTEAZRACtorids: Mannequin skeletal mesh, materials, textures, animation
blueprint, remap asset and actor object in UE4

| |

| +---Mixamo_Ch46 i&E{tH2{tMixamo ch46HISEEMIEIR. MR, WE. HEEE. SMETE™K

Actor¥Jg Mixamo ch46 skeletal mesh, materials, textures, animation blueprint,

remap asset and actor object
| |
| \---PNSChar (EIHEMHEUABESRGE. HE. WE. HEEE. EREETRACtOrR
default skeletal mesh, materials, textures, animation blueprint, remap asset and
actor object
|
+---DocC
| AxisuUnrealLiveLinkPTugin Handbook_EN.pdf RFEMEIRAThis handbook in
English language version
| AxisuUnrealLiveLinkPlugin Handbook_CN.pdf AFEMHhRAThis handbook 1in
Chinese language version
I
+---Intermediate TRARIRIES (RIS RITERIE BFRSLHSE) Intermediate
fies(generated header files, precompiled object files etc.) for the plugin
I
+---Resources
| Iconl28.png HHEfRIcon files for plugin
|
\---Source RS {4 Ssources files for Plugin
+---MocapApii AT Maxis studiofFElMocapApiC++EFEexteral MocapApi C++ 1ib to
receive data form axis studio
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| | MocapApiLib.Build.cs

I

[ +---bin

| | \---x64 MocapApi C++ 1lib binary files

| \---include

[ MocapApi.h MocapApi C++ 1lib header file
I

+---MocapApiAdapter T R4S |22 Mo capApiiEticesMocapApi adapter module to
use MocapApi in unreal engine
| | MocapApiAdapter.Build.cs RIS 4ModuTe build file
| |
[ \---Public
| MocapApiAdapter.h EH$EOModule interface file
[ MocapApiLog.h EHRHEHELog category used in this module
| MocapAppManager.h tEMocaph FAETEZEMocap application manager
| MocapStructs.h Mo cap T ELIFRRIES IS truct used in unreal
engine for MocapApi
|
+---NeuronLiveLink #EfZneuron (mocapApi) FHIEMILive Tinkiz{TBdtERLive T1ink
runtime module for neuron(mocapApi)
| | NeuronLiveLink.Build.cs fEHgES4ModuTe build file
| |
| +---Private
[ | MocapClient.h {EsCAEE R axis studiofiEHIMocapZ itk
MocapClient for receiving axis studio data in live link
| | NeuronLiveLinkSourceFactory.h BliENeuronLiveLinkSourcef T £
Factory for create NeuronLiveLinkSource
| | SNeuronLiveLinkSourceFactory.h BlEENeuronLiveLinkSourcefJRiE2E
UIZE{4Editor UI for create NeuronLiveLinkSource
| | SubjectNameSetter.h B FEsEEEPIEENSEGE (Subject name) BUi%
Ee3Subject name setter for animation blueprint
| |
| \---Public
| NeuronBoneMappingInfo.h ATEErNEasMEY{SEBone mapping info
for retargeting
| NeuronLiveLink.h tEHREEOModuTle interface file
[ NeuronLiveLinkBPLibrary.h EERHZEBTueprint library
[ NeuronLiveLinkLog.h EHRHEHELog category used in this module
| NeuronLiveLinkRemapAsset.h o EEUE A A EERER~2ERetargrting
asset for dirving animation data
| NeuronLiveLinkSource.h neuronfYsCATEEEELive Tink source for
neuron
| PNSAnimInstance.h EEESEAIR (FIREXS®E) Blueprint
amimation instance(can set subject name) for diving animation data
|
\---NeuronLiveLinkeditor Neuron Live LinkZmiE28fE* & Neuron Live Link
Editor module
| NeuronLiveLinkEditor.Build.cs RREESHModule build file
|
\---Private
LiveLinkEditorPrivate.h EHEOModule interface file
NeuronBoneMappingwidget.h BEEMETAEFZ0Bone mapping editor UI
NeuronLiveLinkRemapAssetDetailCustomization.h Neuronfy B aRItgT4R
1588Remap editor for Neuron
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10 R A=

o SHEHRIF(rebuild)BHI TIENBEIRIFEIR
HARORHERNEIRFABRXMSE, EOS I BEENmEN MR X ETRmE NS
HBERmIFEAND, XRRELS EREFRF ARG, PTHRRSEREHN NEEHFHE LREREARY
Intermediate B R{ERHT FERINHHTER, RS THE(BuIld)BRFHTHE
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