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1.Introduction

Axis Studio not only allows the export of motion capture data but also be able to stream motion
capture data in real-time to third party applications, making the data available to drive characters
in animation.
Axis studio act as a server on a network and stream motion capture data live to a client PC running
a client application. In this document specifically go through the process about streaming data to
UE4 from Axis Studio with the NeuronLiveLink Plugin.
1.1 Features
e Support UE4 version 4.25.0
e Support to receive and process the props (PWR-tracker) motion capture data (refer to
our VPS project)
e Support to drive a skeleton that is not using T-pose based model, such as A-pose
based model.
e Support to receive and process the displacement data from Axis Studio
¢ Add Neuron Live Link Content which including:
€ MaximoLiveLinkRemapAsset (Select PN/PN Pro Skeleton in Axis Studio)
€ StudioLiveLinkRemapAsset (Select PNS Skeleton in Axis Studio)
€ Robot (Notiom sample FBX skeletal mesh and sample Animation Blueprint)
e Modify Remote address to 127.0.0.1 as default in the Live Link Streaming Manager.
1.2 Known issues

e Error may occur when run executable after packaging.
1.4 About

1. Supported Development Platforms: Win64
2. Supported UE4 Version: 4.25.0
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2.Installation

1. Create a Plugins folder in your Unreal Engine Project
2. Extract NeuronLiveLink zip file to the Plugins folder you created.

Name

Config
Content LivelinkTest424 1 » Plugins

Intermediate

e

Saved B create a folder and name it as Flugins . | NeuronLivelink424 8e272b6 |

@ NeurenLivelink.uproject
e add MeuronLivelink to Plugins folder

-
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3.UE4 Project Setup

1. Inside your UE4 project, from the Menu Bar under Edit, select Plugins.
File | Edit | Window Help

q@- Iy Hi

2. Under the Animation section, click Enabled for Live Link and under the Installed
section, click Enabled for NeuronLiveLink then restart the Editor.

il
Al » Buift-in » Animation
Analytics
Android ()
Control Rig
e -~ Framework for animation driven
Augmented Reality
Automation
Blueprints M Enabled @ Epic Games, Inc

Cc ositing
ompositing Version 2.0

B Enabled @ Epic Games Ine

» Installed

4 Installed

NeuronDataReaderPlugin
Neuron Data Reader library wrapper plugin

TE Other *
4 ® Built-In (267 ,**_
=20 -
B Enabled Edit_ Package. A Noitom

NeuronLiveLink ABETA Version 9e272b6

* ok
s

Enabled Edit.. Package. & NOTTOM

3. Inthe Content Browser Click View Option and enable Show Plugin Content.
== Conten

I AddNew~ & Import Save All 4 = | = Content »

PEY cearch Paths ONEINRETICERSN Search Content
-

Drop files here or right click to create content.
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 Engine Content

|| Show Plugin Content

Show Localized Content

h Asset Class Names
arch Asset Path
rch Collection Names
Scale
it click to create content. S
Thumhbnail Edit Mode

| Real-Time Thumbnails

o« View Options~

Note: This will enable the Live Link Plugin, which can be used to connect to external Digital
Content Creation (DCC) tools. In order for your DCC tool to connect to UE4, you will need to
enable the corresponding plugin. In this section, we are establishing a connection with Axis

Studio.
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4.Quick Start

1. Open Axis Studio and Replay a file.

Editing

chr00

Contact Editing Data Process

2.  Go to Menu >Settings >BVH Broadcasting and Enable BVH-Edit

BVH Broadcasting

Character Status
Device
Perception Neuron Studio
Language
Shortcut
+ | Displacement
VREN

Use old header format

* UDP

Cancel
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3. Open the Live Link Streaming Manager and Add Axis Neuron Live source.

v ) Live ik

4 Spurce » 7] Presets

Hand Trackinc : ETTE Status

i Local Adc 0.0.0.0:7004
emote Addr 127.0.0.1:7003

Add Virtual ¢

4. Drag PNS Animation Blueprint into the viewport.

I AddNew'~| & Import Save All & 5 | B NeuronLiveLink Content » Robot » | Model_PN_Studio_UE4_Pink_Skeleton_AnimBlueprint (Animation Blueprint)

PRI Search Paths OIERRLLCAM --ich Sudio
= Content
m NeuronDataReaderPlugin Content

4 g NeuronLiveLink Content | i = (el i T
Z| ot s [ nly: False

Num Replicated Properties: 0

]
4w NeuronLiveLink C++ Classes
43 Neuronl nkRuntime
Private
(]

5. Click play button to see your animation.
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5.Import Skeletal Mesh.

In the Content Browser Click Import button.

I AddiNew ~

& Import Save All &

- - =
!

Locate and select the FBX file you want to import.
0 Import

€ e

x
» ThisPC » Documents » UEAssets v O Search UEAssets yl
Organize = New folder ' 9
~
st Quick access

Date modified
'@ Model_PN Studio_UE4.fbx
4 Downloads

Name

[ Desktop

1/9/2020 7:35 PM
[ Documents

=] Pictures

v <

File name: | Model PN Studio_UE4.fbx

>
v| All Files (*.3gZ™.3gp;" 3gpp;™.3¢ ~

Click Open to begin importing the mesh file to your project.

Cancel

In the FBX Import Options dialog box, choose the appropriate settings, making sure
that the Skeletal Mesh option is enabled.

Note: If no existing Skeleton is selected, a new one will be created from the Skeletal Mesh
being imported. The new Skeleton's name will
with Skeleton appended.

be that of the Skeletal Mesh

Current Asset: /!

Geometry and Skinning Weights. v
None
L)

4 Animation

IS (TS AT

TS S TS

Sl Create New Materials

5. Click Import or Import All to import the mesh to your project and select the FBX file
8 /32
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containing the character you wish to import.

1L 3 Imp x
Import § Reset to Default
el P ) UE4

Current Asset:

4 Mesh
a
5
None

€0

X 0.0 wlvoo oJzoo o

X 0.0 wlvoo oJzoo o

[ ]
[ |

-
Create New Materials v

Note: this Tutorial we use Axis standard model Model_PNStudio_UE4.fbx, you can
download here.https://support.neuronmocap.com/hc/en-us/articles/360006160713-Setup-

For-Unreal-Engine-Plugin-for-Axis-Software-

& Standard Robot for UNREAL mocap.zip

The resulting mesh is displayed in the Content Browser if the process was successful.

I AddNew~ X Import Save All € % Content »

[E] YFilters v [EEEREINSRIIE

M_Body_Dark M_FaceMask M_Logo
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6.Axis Studio Setup

1. Launch Axis Studio and open a project
2. Go to Menu >Settings

BVH - Edit

Note: Enable BVH-Edit if you want to stream motion capture data from Editing and Enable
BVH-Capture from Capturing viewport. Set network and other appropriate options, then
click OK.
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Displacement

) UDP 1
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7.Live Link Plugin Setup.

1. With Axis Studio running in the background, inside UE4 from the File Menu
under Window, select Live Link.

File  Edit
e Modes |

Recently Plz

Volumes

All Classes

Note: This will open the Live Link Streaming Manager, which will enable you to connect to the
running instance of Motion Builder.

2. Click the + Source button, then under Axis Neuron Live, set network and click Ok.

u B3 L L'

4 Source ~ 1 ] Presets«

Me Bi ce b

Axis Neuron Live (£ ) [ELEIRLIE: 0.0.0.0:7002 |

Is UDP
iemote Add 192.168.8.249:7986
0k P
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BVH - Capture

* UDP 1

Note: Disable Is UDP if you use TCP protocol. The Streaming Manager will update to show the
3. Connected Source Type and Subjects being streamed to UE4.

u ) L Lille

4 Sourcel». %] Presetsw

imati 1 Green:online
Animation i .
. vellow: offline

0 Error(s) 0 Warning(s)
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8.Manipulate Animation Blueprint Asset.

1. Right-click on the Skeletal Mesh you want the Animation Blueprint to target and
click Create > Amin Assets > Amin Blueprint.

AAFICER M Sezrch Content

ECC

Import LOD

Import Clothing Asset...

With Mew File

rce Location

2. The Animation Blueprint is created in the same folder as the target Skeletal Mesh
asset, with the name ready to be edited.

AR Search Content

Note: If you want to, type a new name for the new Animation Blueprint and press Enter.
Double click the Animation Blueprint you just created.

3. Right-click in AnimGraph to create Live Link Pose.

aph Graph

All Actions for this Blueprint

ce Trans

wk Fr
LiVE Link Fr
LiVE Link Fr

Live

I
S
1
dj
¥
S
S
I
S

=
J

4. Connect Live Link Pose node to Output pose node.
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m= Event Graph

W

Live Link Pose ) Output Pose

Anim

Live Link Pose
’il} Input Pose = Output Pose

Live Link Subjec

Animation

6. Click Live Link Pose and the Details panel displays.
1 AnimGraph
4 Source Data
Live Li

4 Retarget

W Retarget As [RGENGRS 4 O

A
‘;,‘[" Input Pose L Anin

i

Live Link Pose

Live Lir ject Name

7. Click Retarget Asset dropdown button and select NeuronLiveLinkRemapAsset.

15 / 32 Live Link Plugin for Axis



NOITOM’

% Details

4 Source Data
Live Lin

4 Retarget

[ Live Link Pose .

‘Output Pose

4 Source Data
Live Link St
4 Retarget

[ Live Link Pose

{{ Input Pose

File  Edit sse ebug  Window Help

% WP T]. %, SN WS

Find  Hide Unrelated

Live Link Pose
a Output Pose
( Input Pose AnimG.

i

ve Link Subject Name
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9.Projects Packaging

9.1 Implement animation driven.

1. On the Main Toolbar click the Blueprints button then select Open Level Blueprint.

e =8 © G . My

Save Current  Source Control Content Marketplace Settings Build

e: GameModeBase

GameMode: Not overridden!

"‘A"‘ n" ’ a "

Find  Hide Unrelzted a ngs ults Play

Functions L .
S— Right-Click to Create New Nodes.
Variables o

Event Dispatehers

2. Move Mouse over + button, click +Variable button to add Variable in My Blueprint
panel and type a new name for the Variable in the Details panel and press Enter.

M My Blueprint ) Details
+ Add New ~ [EEIES) > -

4Graphs
42 EventGraph
ent BeginPlay
vent Tick
Functions +
Macros +

AVariables 1 eirfa e

Event Dispatchers = 4 Default Value
Fl le the blueprint

3. Set Variable Type as Structure (Live Link Source Handle) in the Details Panel.
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Search Details

4 Variable

Variable Mame Chick 11 ‘
Variabls Type (PR g

| LZ] Search Live Link source

4 Structure
Live Link Source 3 select this one
4 Object Types
| Take Recorder Live Link Source

4. Create Neuron Live Link Source at runtime and connect it to Event BeginPlay in
Event Graph.

xecutable actions Co 3
DZMZK seorchtive
[ cet iV Lin e
Get Live Lin

ma Event Graph

¢

< Event BeginPlay | Create Neuron Live Link Source at runtime

Connection String |_| Handle

5. Create Set node and connect to Create Neuron Live Link Source at runtime.
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M iy Blueprint
+ Add New ~ o-

Functions (1 > Event BeginPlay f | Create Neuron Live Link Source at runtime (1 | Drag out

Macros

iables . xecutable actions
Qe ring [ Handle Executable action

i 2 =ach th f
LiveLinkHandle Livelinkhandle ‘ seach the name o

4Variables varable you add

Event Dispatchers ADefault

Tméate IEI.H}I;i Liﬁe .Lirik Source at runtime

Connection String |_| Handle Live Link Handle

6. Right-Click to create Event EndPlay.

m= Event Graph

w ma Untitled > Event Graph

All Actions for this Blueprint Context Sensitive
v tn Py
A pdd Event

€ Event End Play
4 Game

7. Create Remove Source and connect to Event EndPlay node.
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W Drag out

| ——
Executable acti Con

Remove source ‘21 Search Remove source

4 Audio
4Effects
f Remove Source Effect from Preset Chain
4Live Link
/" Remove Source 3 = Select this one
4Take Recorder
_f Remove Actor fro

End Play Reason

FEI[ 2K Search get

4Hand Tracking
4 Magic Leap
f Get

4 Utilities

4 Variables

4 Default
———————— Get|Live Link Handle
> Event End Play J Remove Source
3 Select the variable you add

End Play Reason < Source Handle Return Value

. Prag =1 \

9. Go back to Live Link Window to get Connection String.

1]y M
4 Source > 1] Pres

=ource lype

4 Settings

Name Role
4 Buffer - Settings

chro0 Animation

Jumber Of Fram [l

i -
b
N
N
-

4 Debug

rce Debug Infos

10. Select Axis Studio source and Click Show Advanced in Settings panel.
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U ) Lz il

4 Source|y. ] Presets~

Search Details jo ©~

Axis Studio  UDP/0.0.0. 4 Settings

Evaluation Mode

- 2

_ 4 Buffer - Settings Show Advanced
chroo Animation

x Number Of Fram

bug Infos

0 Warnin

Note: Connect string and Factory will display in the Settings panel.
Copy Connection String in settings panel and paste it into Create Neuron Live Link Source at
runtime node in Event Graph.

) EA e
= Source - [¥] Presets =

chi : Search Details
4 Settings

Evaluation Mode {1 :copy connetion String

0.0.0.0:7002, 1, 192.168.8.249:7986 gl

chroo Animation actory Class/ Script/NeuronLivi fo)

Role

-

4 Buffer - Settings
Max Number OFf Fram

0 Warnir

¢ Event BeginPlay f Create Neuron Live Link Source at runtime

Handle Live Link Handle

11. Click Compile and Save.
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Compile 1
oy Bl
+ Add New ~ (B0

Functions
Macros
4Variables
LiveLinkHandle

Event Dispatchers

s © -

Hide Unrelated

© Event BeginPlay [

> Event End Play

" Live Link Handle

_f Create Neuron Live Link Source at runtime

> . ==m-

Play Debug Filter

> '. SET

Handle Live Link Handle

| Remove Source

rce Handle  Return Value

If you finish all setup above your character will be driven by the motion data from Axis

studio when you hit the play button.

9.2 Animation setup

1.

a Skeletal Mesh Actor.
2. Place it into the viewport.

3. Set Animation Class.

22 / 32

In the Content Browser, locate the Skeletal Mesh you want to add to the map as

i= World Outliner

rch

P

Label
»> Untitled (Editor)
%+ Atmospheric Fog
iy Floor

%¥ Light Source [

= s :
% Player Start Play

® Sky Sphere

&% SkyLight

# SphereReflectionCapture phereRef]

8 actors (1 selected) © View Options v

) Details

ol Model_PN_Studio_UE4

4 Add Component ~ o Blueprint/Add Sci

omponents

Search Detalls

Live Link Plugin for Axis
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= World Outliner

Search...

Label
& ' Untitl
3 = Atmosph

iy FIH

8 actors (1 selected) < View Options =

T De & world

v Nodel_PN_Studio_UE4

- e
o 1 I

4 Animation I

EOTNEEO IR Use Animation Blueprint +

21 click drc-pdc-wn menu

Use Animation Blueprint =
Model_PN_PN_Pro_UE4_Skeleton_Ani~ e

Model_PN_Studio_UE4_Skeleton_AnimBlueprint (Animation Blueprint)

fGame/Animation

4. Click play button to see your animation.

5. Click Save Current and type a name for it.
Note: You can also drag your AnimationBlueprint into the viewport directely.
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File Edit Window Help

R Modes ' * m Q
. (m ¥ .

W

Save Current! Source Control Content Marketpla

Recently Placed
Basic
Lights

Cinematic

9.3 Game default map setup

Before packaging your game, you will first need to set a Game Default Map, which will load
when your packaged game starts. If you do not set a map and are using a blank project, you will
only see a black screen when the packaged game starts. If you have used one of the template maps,
like the First-Person template or Third Person template, the starting map will be loaded.

1. Click on Edit > Project Settings > Maps & Modes in the Editor's main

Window  Help

All Settings Search Details

Project “Project - Maps & Modes

T Thes ed in DefaultEngine.ini, which is currently writable.
GameModeBase v e D
b

4 Default Maps

J‘ PackageRP
up Man ==

Ciner i Delete

T T . lect the level you just saved. 3

= ’ - l
-, Project Settings.. . Sarme Defautt Mo PackageBP
. Jam q Englne Bame Default Map = o @

Volur % Flugins

2. Click on File > Package Project > [PlatformName] in the Editor's main menu.
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File Tli Window  Help

L

A New Level.. i o

B OpenlL Save Current  Source Control

‘haracter
‘awn
jht

# Android
HoloLens
Cook Content for Windows g i0S
lidat Linux

# Validate Data ®. Lumin

Import Into Level..

& Favorite Levels
rq) Recent Levels Supported Platforms...

T Recent Projects

¥] Exit

You will be presented with a dialog for selecting the target directory. If packaging completes
successfully, this directory will then contain the packaged project.
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10.Remapping Bone Name

Your Skeletal Mesh may use different skeleton with Axis standard skeleton. In this situation you
cannot apply NeuronLiveLinkRemapAsset to LiveLinkPose for your animation need to create your
own retarget asset for your s specific skeletal mesh. In this section we go through the setup process

to create custom retarget asset.

The skeleton setup we use consist of the following 59 bones:

Axis Neuran, Axis Studio
1. Hips 31.  RightHandRing2 1. Hips 31.  RightHandRing2
2. RightUpLeg 32, RightHandRing3 2. RightUpLeg 32. RightHandRing3
3. RightLeg 33. RightinHandPinky 3. RightLeg 33. RightinHandPinky
4. RightFoot 34.  RightHandPinkyl 4. RightFoot 34.  RightHandPinkyl
5. LeftUpLeg 35.  RightHandPinky2 5. LeftUpLeg 35.  RightHandPinky2
6. LeftLeg 36.  RightHandPinky2 6. Leftleg 36.  RightHandPinky3
7. LeftFoot 37. LeftShoulder 7. LeftFoot 37. LeftShoulder

8. Spine 38. LeftArm 8. Spine 38. LeftArm

g, Spinel 39, LeftForeArm 3. Spinel 39. LeftForeArm

10. Spine2 40. LeftHand 10. Spine2 40. LeftHand

11. Spine3 a1, LeftHandThumbl 11. Neck 41. LeftHandThumb1
12, Neck 42, LeftHandThumb2 12. Neckl 42. LeftHandThumb2
13.  Head 43.  LeftHandThumb3 13.  Head 43.  LeftHandThumb3
14, RightShoulder a4, LeftinHandIndex 14.  RightShoulder 44, LeftinHandindex
15. RightArm 45, LeftHandIndex1 15.  RightArm 45, LeftHandIndex1
16. RightForeArm 46. LeftHandIndex2 16. RightForeArm 46. LeftHandIndex2
17. RightHand 47. LeftHandIndex3 17.  RightHand 47. LeftHandIndex3
18. RightHandThumb1 48, LeftinHandMiddle 18.  RightHandThumbl 48, LeftinHandMiddle
19. RightHandThumb2 49, LeftHandMiddlel 1s. RightHandThumb2 49. LeftHandMiddlel
20.  RightHandThumb3 50.  LeftHandMiddle2 20.  RightHandThumb3 50.  LeftHandMiddle2
21. RightinHandindex 51. LeftHandMiddle3 21.  RightinHandindex 51. LeftHandMiddle3
22. RightHandindex1 52, LeftinHandRing 22.  RightHandindexl 52. LeftinHandRing
23, RightHandIndex2 53. LeftHandRing1 23. RightHandindex2 53. LeftHandRing1
24,  RightHandindex3 54,  LeftHandRing2 24.  RightHandindex3 54.  LeftHandRing2
25.  RightinHandMiddle 55.  LeftHandRing3 25.  RightinHandMiddle 55.  LeftHandRing3
26. RightHandMiddlel 56. LeftinHandPinky 26.  RightHandMiddlel 56. LeftinHandPinky
27. RightHandMiddle2 57. LeftHandPinkyl 27. RightHandMiddle2 57. LeftHandPinkyl
28.  RightHandMiddle3 58.  LeftHandPinky2 28.  RightHandMiddle3 58.  LeftHandPinky2
29.  RightinHandRing 59.  LeftHandPinky3 29.  RightinHandRing 59.  LeftHandPinky3

w
=]
w
=]

RightHandRingl RightHandRingl

1. Inthe Content Browser, click the Add New button.

== Content Browser

I AddNew ~ X Import Save All

FER Search Paths jo i

2. Select Blueprint Class from the Create Basic Asset section of the dropdown
menu.

\

3. Search NeuronLiveLinkRemapAsset and Click Select button.
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AU Pick Parent Class
4 Common

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

A Pawn is tor that can be 'possessed’ and receive
itroller.

/pe.

s a reusable component that can be

1t is a component that has a scene
omponents.

@ View Options =

Select Cancel

Note: If you want you can rename it in the Content Browser.

Double click to open it.

4. Move Mouse over + button (Function), click Override dropdown button to select Get

remapped Bone Name in My Blueprint panel.
M My Elueprint m= Event Graph
=+ Add New ~ I
4Graphs
== EventGraph
Functions (4.1 Override « == Function
Macros

Get Bone Prefix

Ml il Get Remapped Bone Name | Neuron Live Link Remap Asse

Event Dispatch Get Remapped Curve Name

Remap Curve Elements

M iy Blueprint == Event Graph

Functions
Axis Meuron Live Link Remap

*f GetRemappedBoneName 8 Get Remapped Bone Name — 8 Return Node
f Parent: Get Remapped Bone Name
Macros [ 3 »
®

i r e Return Valt
Variables Bone Name O» = @ Return Value

Event Dispatchers

Local Variables

5. Delete Parent: Get Remapped Bone Name node and create Switch on Name.
6. Add all the bones name of Axis and SK_Mannequin, manually assign the
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corresponding Bone.
f Get Remapped Bor

>

1 Axis standard bone

Switch on Name
| J Head |
@ Selection Neck |
Neck 1 >
Spine2 |
Spine1 |
Spine
Hips
Left Up Leg

8 Get Remapped Bone Name

Bone Name @

LeftLeg

Left Foot |
Right Up Leg
Right Leg |
Right Foot [
Right Shoulder |
Right Arm [
Right Fore Arm [
Right Hand [
Left Shoulder |

7. Click Compile and Save button.

28 / 32

2) SK Mannequin bone
¥ Return Node

» Return Value [h

= Return Nod?A

O Return Value |

8 Return Node

@ Return Node

O Return Valuz
¥ Return Node y

O» Return Value [thig

p
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11.Manage Retarget Base Pose

There may be instances where you want to retarget animations to a Skeleton that is not quite using
the same base pose as your Source Skeleton.

For example, the base pose of SK_Mannequin_Skeleton is A -pose but you want to use animation
from Axis Studio which using T -pose as reference/base pose. we may encounter animation issues.
In this section we go through how to solve this problem.

3. Inside the Content Browser, double-click SK_Mannequin_Skeleton.
== Content Br¢

I AddNew~ X Import [£SaveAll & & |& Content » Character

FEg ccarch Paths ONERMZICERS s-=ch Apose
| i [ 1.

4@ Content |

ﬂ;_

4. Inside the Skeleton Editor, from the Toolbar click the Retarget Source
Manager button.

»
T

Anim Notifies |Retarget Manager| Import Mesh  Make Static Mesh

5. Edit base pose from A-pose to T-pose (select bones in our character and rotate
them).

6. Click Modify Pose button.
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File  Edit

Animation
fanager
Manage Retarget Source

You can add/rename/delete Retarget Sources. When you
have different proportional meshes leton, you
can use this setting to indicate if this animation is from a
different source.For example, if your default skeleton is
from a small guy, and if you have an animation for a big
guy, you can create a Retar ource from the big guy
and set it for the animation.The Retargeting system will
use this information when extracting animatio

Current Skeleton SK-Mannequ YT [IFETYY]

Set up Rig

You can set up a Rig for this skeleton, then when you
arget the animation to a different h the

same Rig, it will use the information to convert data

Select Rig None <

[iutoniap ] clea [ sove J Load [ svow aivced |

Target

Manage Retarget Base Pose

This infor ion is used when retargeting a:
different on. You need to make sur
both mesh the same whe

d edit using the b

button below

7.

8. Inside the Skeleton Editor, from the Toolbar click the Create Asset and
select Create Animation at current pose.

File  Edit

Current Skeleton

Search

Retarg

9. Select path and Click OK button.
You will see SK_Mannequin_Skeleton_Sequence asset is created in Asset Browser and

automatically be open.
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Blueprint

v

4 Additive Settings 4 Notifies

4 Compression

4 Curves
[hd. |~ RETLE

Reiowtiage: 51.60% CurrentTime: 0.017 /0.033 (second(s))
Allow Frame [0

‘ AAa4O N PIPT  iem

urrent Frame: 0

ew Options~

10. Add the SK_Mannequin_Skeleton_Sequence under Asset Browser into Animgraph of
your Animation Blueprint and connect it to Live Link Pose node.

rch D

4 Settings

b Play Rate Scale Bi

art Positic

4 Relevancy

Ignore for R
Live Link Pose

Filters ~
N

|4 Animation Graphs

1 item

11. Click Compile and Save.
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12.Examples

11.1 Working with Maximo character

Open your UE4 Project and Install NeuronLiveLink Plugin

Run Axis Studio and play a file or connect device

Select Perception Neuron Studio Skeleton in BVH Broadcasting
Import Maximo character into your UE4 project

Add Axis Neuron Live source in in the Live Link Streaming Manager
Create Animation Blueprint based on Maximo Skeletal Mesh asset
Open Animation Blueprint

Add Live Link Pose node and connect to Output Pose node

© © NG A~

Select MaximoLiveLinkRemapAsset as Retarget Asset.
10. Select Live Link Subject Name
11. Click Compile and Save
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