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1'[ % FITiTE:

B Enabled >

Control Rig A BETA Version 1.0
Framewark for animation driv r

M Enabled

Live Link

Allows streaming of animated data into UE4

e Selectors

B Enabled

S SE i
Enabled -> ©JHH

EEZR%EERD JBANeuronLivelink iEA-HERSRLIRIERS

search
@ All
4 @ Installed
Animation
or

d Reality nabled Edit,. Package.

4 ® Built-In

SIS SE Dl
Enabled -> &5
New! -> H#
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== Content Browser

I AddNews X Import [E)SaveAll & 5 | & Content » i

P[] it -

Bl Search Paths

Drop files here or right click to create content.

| Search Collection Mames

Thumbnails

s o —
Thumbnail Edit Mode

| Real-Time Thumbnails

it click to create content.

@ View Options

Bl v SR

Content Browser -> PNZ&HGAS

view Options -> H¥¥Eysi

Show Plugin Content -> G RiEGfFHN%AE

LR ESELive Linki@ft, XMEHEHETLIRTEZIINBESFASHIE (DCC) TR,
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UE4 FAxis StudioBUi&EszE,

4. REHIR
4.1 HFFAxis StudioFFEIHZ
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Axis Studio usage license

1. You cannot perf
detect the tudio software source code in any way

{RBATLUBIE Axis Studio &ZIXSERTHIEEUE, X RFEEmEIR ERIBVH-HIEERD

& AR E:
Axis Studio Version -> Axis Studio kx4~

o I TEFEFTFF "Axis Studio”

All

Apps  Documents Web  More ¥

Best match

Axis Studio
3 mp ‘.__._: Click Axis Studio to open the app

Search the web

Axis Studio
SO axis - See web results > App
Folders
Axis Studio > 7 open
55 Run as administrator
E&  Run as different user
] Open file location
3 Pin to Start
-3 Pin to taskbar
Tl uninstan
1. Ty;"nxis" for search
pel ax\s‘ l
AT 'S e

1. Type "Axis" for search -> 1.7E4&EFMAAXT SHEATIHER

2. Click Axis Studio to open the app -> 2.#iidiAxis StudiokriTITNHEF

3. or You can double click the shortcut to open the app -> 3.a& /R L&A XS
Axis studioftRiETy L EIFRHT TN R
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New Project Open Project

Project

ERgiE e b
1. Click "sample Project" -> Hifi"Sample Project"
1. Double Click a file to replay, for example double click "2.0-Run and

Jump" —> Bk — AT DR, HanE"2.0-Run and Jump™
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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

SIS S Dl
Settings -> &H




1. Open Settings Menu -> 1.FJJ & EEH

1. click BVH Broadcasting -> 1.HdBVHEHR K

BVH Broadcasting -> BVHER# K

BVH-Edit -> BVH-%i%

2. scroll to "BVH-Edit" to make it enabled -> 2.&aNA4iMNEZN% 2" BVH-%E" I 5 H
C e M 3] E AR

3. Check to Use Rotation "YXz" and Type is "Binary" -> 3.f &Rk
R YXZ" T A

Rotation -> Jigd%

Type -> KA

Binary -> il

Displacement -> f{if%

Use old header format -> fiiff]IFik

OPT -> J2#

4. Use UDP anf set address and Port -> ffi FHUDPM NI B Huhl Al -5
Protocol -> thiX

Local Address -> Ziiiihl

Destination Address -> H#Fpiiht

Port -> il

5. Cclick ok to save settings -> BAdiffiE IR A E

oK -> ffisE

cancel -> HUH

o FHAMEK

chr00

W A ST B
1. click to loop the replay -> sidiia HIEH
2. Click to start replay -> sdJTUsMEIEK

4.?‘.H WNEREERAAXis Hybrid Manager{EHBUI RIS ER
BY

{f3Axis Hybrid ManagerfYFBF1E2% THERIEZ R ITFmocap HiEHHEESE RIS SRR H
EEE O HITEE
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AXIS HYBRID MANAGE

Pl A SR
1. Cclick button to Open menu -> A% IT3EE
2. Click preference to open dialog -> AiidiPreference’] HitiGHE

e FFEmpcapiiit

AGE

Select Data Output Tab -> #%#Data Output
Enable Mocap data output -> JTJiMocap#tdiiish
Select Protocol and Edit IP and port -> &M% PHuhE A1

A W N R

Click oK -> fidrok{z4H

4.3 I EL]S |1 TIEHIRENEE

o FIFHREYTEENeuron Live Linkii4HIEZ T2
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e fJ3fLive Link (SCRYHER) B
File  Edit | Window | Help
fr 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

[P aa i gt
windows -> %I
Live Link -> szif#ids

o SCRYHHEEO, IRIEEIRLSEIRINAXIs Neuron LivejR
& Source'ws 1] Fresetsw
LiveLink Sources
Hand Tracking 5

hine Status

Me ne B

: 127.0.0.1:7004
. W = e ive : Tﬂﬂq‘




Pl A S SR

Source ->

Presets -> FiiX

1. Click Source -> fitiii

2. Select Axis Neuron Live -> i#%#Axis Neuron Live
3. setup and Click OK -> &I AidioK

NMRBEEHEFHSEEOFEETBINSRSE, EEFHRE chro0 (REEGELEAYEERFER
XDBIR

#+ Source|w. %] Presetsw

UDPJ;"G.U.G 7004

Role

Animation

W A g ST
Subject Name -> X%

o EAANLEEEFFTFFDemoMap(World'/NeuronLiveLink/Content/Demo/DemoMap.uMap')& 7=
fi7FNeuron Live Linkig{

5= Conten BX output Log

Il AddNew= L Import Save All &

= Y= = Y e Cocio g o
Primar

= Content
b C++ Classes

4 @ NeuronLiveLink Content

DemoMap

P SO i
Level -> %

Path -> %%
cooking Filepath Length -> i i KE
Primary Asset Type -> T#p=2E#l



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

W A ST

world outliner -> {HFKLHLE

Details -> 4

pefault -> EXik

1. Click PNS_Actor -> fiidiPNS_Actor™im

2. Pick a valid Subject Name -> EHUF#HISubject Name (ElHZchr00)



o WRIRAVIRIBESUNE (Viewport)F /S 7 SERTISSR

+ Perspective || W Lit || Show

\ tions

7| Show Stats M | Toggles real time rendering in this viewport

Show FPS

| Show Toolbar
Stat
Field of View (H)

]

Screen Percenta ge

| Allow Cinematic Contral

Bookmarks
Create Camera Here

High Resolution enshot...

Layouts

Advanced Settings...

Y s

Viewport Options -> & ki

Realtime -> =L

Toogles real time rendering in this viewport -> FEMALE U] Szi vE g
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{RATLAMFBXS AR ESNBEEMIAZRIELIS 12, AXSE— N2 9PN_Avatar.fox BISHESNZIEL]
3|&, {REJLATEPIuginBaseFolder/Arts/PN Avatar foxREXNIZ14

o ERBNEEEPRESNZEH
Ik AddNew~ & Import Save All &

- R - =

W A g ST

Add New -> ¥l
Import -> S A
save A1l -> {R{EfFE

o TEBHAINHERE NEMEHRES NI HF REO0pen

11} Import X
= v s =8 :- .-.l o8 | ] Plugins » NeuronLivelink » Arts w [¢] L Search Arts
Organize + Mew folder =~ [ 9
A
@ OneDrive PN_Avaar.fbx Date modified: 12/31/2019 415 PM
Type 3D Dbject Size: 1.32 MB
& This PC i !
8 3D Objects
I Desktop 1.Select the file
@ Documents
; Downloads
J} Music
=/ Pictures
m Videos v
File name: | PN_Avatar.fbx v‘ All Files (*.392;* 3gp;* 3gpp;*.3¢c
2. Click Open Cancel

P R v SR

Import -> §A

1. select the file -> 1.t
2.Click open -> 2. fiiiopeniZ#4ll



file:///D:/Projects/NeuronLiveLinkTest/Plugins/NeuronLiveLink/Arts/PN_Avatar.fbx

o 7E FBXSAEIR WEEFHTIELIRE, [ TERRDIE T BRI
d g |
AU FBX Import Options X
Import Skeletal Mesh Reset to Default
Current Asset. /Game/PN_Avatar
4 Mesh
Skeletal Mesh o
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 «

Pl v SR

FBX Import Options -> FBXS AL
Import Skeletal Mesh -> SN M4
Reset to Default -> HE NELIA
Current Asset -> NHiiE/™

Mesh -> Rk

skeletal Mesh -> ‘H#MK 1A

Import Mesh -> S AM&{A

Import Content Type -> SAHNZEA
skeleton -> Hf&



Geometry and Skinning Weights -> JUM{ARIZE AL E
Animation -> Zfji]

Import Animations -> ‘FAZjiE
Transform -> A5

Import Translation -> SAF#
Import Rotation -> SAjek

Import Uniform Scale -> SAZi 4k
Miscellaneous -> Z:J7

Convert Scene -> izt

Force Front XAxis -> #aifilRi7X4
Convert Scene Unit -> ®#upsiic
File Version -> CRfRA

File Creator -> Xff@gas

File Creator Application -> CfF@Igssssi LT
File Units -> XfF#IC

File Axis Direction -> SCF##5 )
File Frame Rate -> ffMi%
Animation Start Frame -> ZhHij2ahmi
Animation End Frame -> ZjH&5 i
Import A1l -> SAFTH

Import -> §A

cancel -> HUH

TR RIRBIEES IEME B, SIESNENNBRMEFEIG—I B, e
BRI BRRMIBIAR IR ERIISkeleton/54R,

o RELESAMBHESNZREFBXXXMHENELSIE, TERR T MWFBXSUFSANIE, <
AT NEEE ERIRTFFIE (Save All) RHARFSAIE

== Content Browser EX output Log

I AddiNew'=" X Import Save All & = Content »

k= TFilters ~ [ElEEINSHIE

M_Body W _Body_Dark M_FaceMask M _logo

6. IR{EaNiEI5E (Animation Blueprint)
A R =
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o ERFENKNRRTERREIFEEERBERMISAR T H RG> B R > 5] E I E

’N_Avatar

Patl:: /Game

Triangles: 1
Newver Str
]

nd Skinning Weights): E:/DEV/NeuronLiveLinkChar/Plugins/MeuronLiveLink/Arts/PN_Avatar.fbx

Import LOD

Creates an Anim Blueprint using the selected skeleton.

/" Edit..
* Rename

Pl Hp ST R

1. Right Click the Skeletal Mesh -> 1.47%# o BRIk A

1. Select Create the Anim Blueprint -> 1.3i&#6E5R)53hm K
Create -> &

Anim Blueprint -> Zhmii;K

Anim Assets -> Zfjil %%

o FEEESHBIRSIEMIEHECIETERER RULERECHBREERIANER, &
XHE G Eap® /JBPA_PN_Avatar

(ERRMAICCRM S-=ch Content

Bl R Hp SR
1. Edit the Anim Blueprint asset name -> 1.%i%Ezhim i & %= K4 KR

o WEENEEE BPA_PN_AvatarskFFiAdRiEsnE IEE



Output Pose

- 1y Blueprint

+ i Nen - T, < -

+

Blueprint Update Animation
4Animation Graphs

Animation Layers
Functions

Macros

Variables

Event Dispatchers

vent name to find references

S e R

1. pouble click AnimGraph to enter AnimGraph -> 1.X{diAnimGraph+TJFAnimGraphzf
[EIEES

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./
AnimGraph {2 FAIHFAESRH 1) B R SRR A" Tivelinkpose " # B #E 8L (Live
Link Pose) i

3. Click "Live Link Pose" to Add it to the AnimGraph -> 3. fizhsemf e 3
AZF|AnimGraph

My Blueprint -> &I

Add New -> iz

Graphs -> K%

EventGraph -> FHfFEE

Event Blueprint Update Animation -> {5 ¥ Hzhm

Animation Graphs -> zhHEKFE

A1l Actions for this Blueprint ->Ibis KM G #AE

Context Sensitive -> fEixEt

Live Link -> Szt

Live Link Pose -> SERfEEREAHA



o EIESCHTHERRISR AR (Live Link Subject Name)FHERZEIMEIHZS

Live Link Pose

Role

chrd i) Animation

event name to find references...

Pl v SR P

1. Click Live Link Subject Name Combo box to pick a subject name -> 1.
Live Link Subject Name4l&HEMEF—AN L v

2. Connect Live Link Post Output to Output Pose Result Pin -> 2.3Eseiiiieg
A 1 5| 2 23S IResu T 5|

output Pose -> HiHH&A

<No Preset Selected> -> <AKiEFTMEI>

Subject -> X%

Role -> fifh

Animation -> ZIiH



B&imI0NeuronLiveLinkRemapAsset

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

(-] repecie [ @12 ] i Elo.

J

1% Y
ai

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

Pl R S TR

1. Click Add New -> 1.#idiHii

2. Select Blueprint->Blueprint Class to Add a new Blueprint -> 2.%&FER->
P TR I — AN 7 ) 0 R

Bluepirnt -> ¥

Blueprint Class -> ¥R

Blueprint Function Library -> WK%
Blueprint Interface -> WO
Blueprint Macro Library -> W% )%
Enumeration -> 2

Structure -> £

£
B



IR

KXNEEF, 15 "NeuronLiveLinkRemapAsset"{EARZE

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 Clzszes

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

Pl P v SR

1. click "A11 Classes" -> 1.fdi" k"

2. Type "neuron" to filter classes -> 2.%#A"neuron"kiljEk
3. choose NeuronLiveLinkRemapAsset as Parent -> 3.ik#%
NeuronLiveLinkRemapAsset/E AR

4. Click "select" to Create BP -> 4. """ REIEERK
Pick Parent Class -> HHIRH

Common Classes -> # 2%

A1l Classes -> FirfFk

7 items(1l selected) -> 73 (1Tiikd)

view Options -> Mk

Select -> #%#%

cancel -> HUH



BESERSISETE, (RLUSE®E RPN Avatar RemapAsset &R

AQZICEA G Search Content

M_logo lewBlueprint EEECAEIET

o REIEEE R (EXECRTiEEES(Live Link Pose)TimHretarget asset

1 ails 1, Pre tt
eerchbeas —— o =B
4 Source Data

Li

=1 AnimGraph

PLCE

Retargy set PN_Avatar_RemapAsset~ L o RE]

Output Pose

Live Link Pose

R

4 Notifies

R

Pl B v SR

1. In AnimGraph Click Live Link Pose Node -> 1. fiidiAnimGraph il sei s &0 i
2. In Details Panel, Select the new blueprint asset(PN_Avatar_remapAsset) as
Retarget Asset -> {E4HT AL H A e 19 B % = (il B I PN_Avatar_remapAsset ™)
{ENRetarget Asset

Details -> 4%

Preview Scene Sett -> Tl E

Anim Preview Editor -> ZhliffiigmiE s

[

Asset Browser -> BEFEMIM

o (RFNEILE, TG IRIEPN_Avatar_RemapAssetift{TEEREIRERET

7. EIRGIEEERR

{RROB MR LUERSAXISSTE2 A RN EHRER. Wi RErEEEER
NeuronLiveLinkRemapAsset {EA{RAISCATHEREZRZSHY Retarget Asset, {FEEARNBSIRAIEBECSH

o Animation_
Blueprint) #FFIRENEEE PEAISEEIE T IEEPN_Avatar_RemapAsset 55 TR IS FHiadwE
=

HAWEBRIBEEEIR

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

Spine,

Spinel,

Spine2,

Neck,

Neckl,

Head,
RightShoulder,
RightArm,
RightForeArm,
RightHand,
RightHandThumbl,
RightHandThumb2,
RightHandThumb3,
RightInHandIndex,
RightHandIndex1,
RightHandIndex2,
RightHandIndex3,
RightInHandviddle,
RightHandMiddlel,
RightHandmiddle2,
RightHandMmiddle3,
RightInHandRing,
RightHandRingl,
RightHandRing2,
RightHandRing3,
RightInHandPinky,
RightHandPinkyl,
RightHandPinky2,
RightHandPinky3,
LeftShoulder,
LeftArm,
LeftForeArm,
LeftHand,
LeftHandThumbl,
LeftHandThumb2,
LeftHandThumb3,
LeftInHandIndex,
LeftHandIndexl,
LeftHandIndex2,
LeftHandIndex3,
LeftInHandMiddle,
LeftHandmiddlel,
LeftHandMiddle2,
LeftHandmiddle3,
LeftInHandRing,
LeftHandRingl,
LeftHandRing2,
LeftHandRing3,
LeftInHandPinky,
LeftHandPinkyl,
LeftHandPinky2,
LeftHandPinky3,
Spine3,

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

Axis Studio {fEfHips~LeftHandPinky3{EABEERB TR, Spine3fEF
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7.1 (ERiERAREIRGI B RRA R

o TERBENEEZEWEPN_Avatar_ RemapAsseti ] IEE RIS FHH{REnable BoneMapping2
SRR KRR E R 2- 3R E B R S FRE IR

File  Ed

a
n
|}
DX
a
|}
a
.
|}
a
[ ]

Bl RS SR

1. mMake sure "Enable BoneMapping" is checked -> 1. #iffEnable BoneMapping/t%)
2. check the box to edit Mapping for this bone -> 2. /A& B4 FRETHIEZHEIRTT 45
S o 1K PR G ) R LS

3. Modify the Mapped Name or Import a Skeleton and select bones -> 3.7EUAKE
PR O B B AL PR B RN R IR IR AR B I A R

Parent Class -> K%

Compile -> #i¥

Ssave -> {#f7

Browse -> %
Class Defaults -> KERIMHE

NOTE: This is a data only blueprint, so only the default values are shown,
It does not have any script or variables, If you want to add some Open Full
Blueprint Editor -> FE: XE—PaAfEER, g RERBRAE. A0 ST AR
B, WERTERM, TR R ES

Search Details -> &RV


af://n164

s SABRATERY

Y &

(None)

Pick Bone Mapping To...

and
andThumb

Bl P R SR

1. scroll to the end and click "Pick a skeleton" -> 1.¥&zEhFGHE F 7 Adi"Pick
a skeleton"

2. Select the skeleton you want to map to, then click it -> 2. &EFEEBUAIEEE
Hrde

1. pPick a skeleton will add bones in the skeleton to the Tist -> 1. "Pick a
skeleton" 2 & #& [ FTA & k£ 512

2. Click select -> 2.#ii;select

3. You can type a name to search form the Tist -> 3. iid#ii A& AT AAESE k4T
&

4. Click the skeleton will modify the mapped name with the skeleton you
select -> 4. i AMRR 2k BURT IR B f A8 BRSO ARz Hh i

o URIEELBIRALE



Skeleton /Game/PN_Avatar_Skeleton PN_Avatar_Skeleton

Pick a skeleton

P v SR

1. Bone name Prefix Can add a prefix to each mapped bone, you can type Tess
words -> 1. H:Lk&HATZ (Bone name Prefix) Al LLABUIFTA B S —A 3L F BT 28 0
WS NI e

2. After you type enter, the prefix will be updated -> 2.HiAFZ)G, H%ELHe
HEAT R B

o “@iEUseDisplacementData

LeftHandi

50

ciencing T

as

Axis Neuron Live Link Retarget

Use nent Data

Pl A S SR

1. Use Displacement Data indicate whether you use the replacement data or
not in remapping -> 1l.Use Displacement DataF R {R7EEMLETT, EEMMAAMARENE (nE
AT

NRBERAIEAZSAET-Pose, (R LURT-Posef B F5 I ZSLATHERREAAYInput Poses |f

Play PN_Avatar_Anim Live Link Pose

Bl P v SR 2

1. brag the TPose Anim to animGraph -> 1.¥TPoselfjzhm 5 4Hi%|AnimGraph

2. Connect the output with Live Link Pose Input Pose Pin -> 2.i&4% FiIahm K
H 515 SR 2 2 % i Input Poses| il



AR AR 0 BRI ETPosesn BRI, FTFHERNBIAT, HELNEHIE
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_Right Foot
{- 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 -> SIiEEE
Reference Pose -> &3
Current Pose -> 24F:&E

7.2 B EREAH{TEERER

B WEF(RER LERSEHTEIREMST, MNRIFEXT S aEMaHH— LB ENISAIES, (RRJLAEE
NeuronLiveLinkRemapAsset IEEHfY GetRemappedBoneName BREECIRAVAR L, EEHFREZ
BB SCHRIRITRA @ik Enable BoneMapping "
1| Details : tte
Fo-

4 Axis Neuron Bone Mapping

Enable BoneMapping

TEEEREHRARISIRGIFIERFRF" InHand "FERAYITIE
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7.3 MLiveLinkRetargetAssetEEH R ITE CHEER

MBIRENDRFFLRE, RATLINC++ZELivelinkRetargetAssetHH{TERFHE4IEEANATEITE Fiig
&R RNeuronLiveLinkRemapAssetZ—#E,

8.{#FHMLiveLinkiz=HlzgEH ¥ LiveLink
Controller ComponentiZHhE &

XELivelink BEMNEARRL, BRATEE2%E Unreal B XiEALiveLink#dEEBo https://docs.unre
alengine.com/4.27/zh-CN/AnimatingObjects/SkeletalMeshAnimation/LiveLinkPlugin/LiveLinkBluep

rintComponent/, dMTEEBEREITransformBEIEIRF AT B EIRNER T

9. TiE 16
9.1 TEX R ER LI A S AN EIRE]

o TEETHHE hERTHclick the 35E (Blueprints) &I HXRIEE (Open Level
Blueprint)

IEEET R TR

Save Current  Source Contral Content Marketplace Settings | uepri Cinematics Build

ode: Mot overridden!

R EEHEZREvent Graph) 2EREGANEHHIRIEIT(Event BeginPlay) and ¥



af://n188
af://n190
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Tick(Event Tick).

File Edit  WView

M iy Blueprint . 1 ..L! f—.
5 3 P

Find  Hide Unrelated ngs Class Defaults =EV

nt BeginPlay
nt Tick

Functions

- Right-Click to Create New Nodes.

Variables

Event Dispatchers

I MEHSER R (Live Link)— iR E



o IERIMEFETHE+ 4, S +TE(+Variable)iAEEEERTIAINESTE, EAPER
ZEHBEE ALiveLinkHandleF g REIZ 5
M iy Blueprint

+ Add New ~ [EE[F 8] © ~

4Graphs +
4mz EventGraph
€ Event BeginFlay
> Event Tick
Functions +
+

Macros

AVariables 1

Event Dispatchers +

) Details
Ho-
4 Variable
Variable Nar -
Variable Tyf

Instance Edi [Jj
Blueprint Re [

Private

Expose to Ci

Category Default
Replication

Replication

4 Default Value

Please compile the blueprint




o EHTEIRZ EIRBL =T (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

B A S S

variable -> A&

variable Name -> &4

variable Type -> AF&EM

Search Live Link source -> #ZLive Link source
Structure -> Z5iY

Live Link Source Handle -> Live LinkifAb#E

o EEHEFR(Event Graph)dllE&Neuron Live Link Source at runtime st S H4FHRIETT
(Event BeginPlay)iE#z



i#~flCreate Neuron Live Link Source at runtimeT R S5EHFRIETT(Event
BeginPlay)iE#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




iE7cCreate Neuron Live Link Source at runtimefJConnection String5 |
FIFFSERIEEEE (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



u ) Celim '

4+ Source > (] Presets =
Search Details
4 Settings
Evaluation Mode (1 : copy connetion String

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

chroo Animation : y Class’/ Script/NeuronLivi o

Role

-

4 Buffer - Settings

Max Mumber Of Fram

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 /ZAdConnection String3 |Ff

m= Event Graph

< Event BeginPlay f Create Neuron Live Link Source at runtime y
» » » »

Handle Live Link Handle

SET

.0:7002,1,192.168.8.249:7986]

o BBRlive link JRGIREIH SEHERIETT(Event EndPlay) 15 1E1E
o AEAET=ELRELCIE BHERIE!T(Event EndPlay).

m= Event Graph

All Actions for this Blueprint Conte sitive
[EventEnd Play
4 pdd Event

& Event End Play
4Game




o fBlfRemove Source Ty sFHE

<> 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 SourceTs =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

BB HEE N EFTR, SR Compile 3 HRAF (Save) XK I5E
(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 (EXFRHNE B EMIEE (Skeletal Mesh)FiZERNH

iZEl(animation blueprint)
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ERAETEEE(Content Browser)d, B ENRERINZEIXRPHI BB ISR =G E(E/aSkeletal
Mesh ActoriMINZEIXRHHIU TEIZIEEHIENESE (Anim Class) . AEAILARTIET(Play)iziiF
AR ERER, NR—UNEITER AR SRR X- BN E A=

World Outliner

F

Label

424 Untitled (Editor)
+ Atmospheric Fog

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

m

# SphereReflectionCaptur

8 actors (1 selected) o« View Opfions

) Details # World Settings

Model_PN_Studio_UE4 '

oS x adt PRI ___I_ax¥TA
LA AN B PR NS - S L L
-

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)

J/Game/Animation
145 /260
Animinstance
Animinstance
Mormal

False

TR RIET LB RSB R E B EREIX RO 5E B AR RIPNS _ActoriGEISAS
ERIRE CRIB NS E RERIRE (RIS E AR

9.3 18 BilfkENIAIE (Game Default map)
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EF TR Z A, (RE SR ERERFkRIAE (Game Default Map), iXSKittEI = EF TBATFEaIRT
. WRRENNE=TEHBESEREME, (INKEHEEREEEIER, NMERIREMN
EERIEL NS — ATRIENR(First-Person template)si & = AFREMR(Third Person template), &k
st B =N
o AdfmiEss T ENRIE->TRR&E->EFIIEIN(Edit > Project Settings > Maps & Modes)
File | Edit || Mindow  Help
-{E,- |y History
#7) Undo Clicking on Actors

) Undo History

o Cut

.‘b Copy

2w Duplicate
Ciner i Delete

nfiguration
M Editor Preferences

G [ Pojecsetings

Volur # Plugins

Visugz -

Search Details

«Project - Maps & Modes

'h These settings are saved in DefaultEngine.ini, which is currently writable.

4 Default Modes

Default GameMode GameModeBase - K e

[» Selected GameMode

4 Default Maps

l " PackageBP
Editor Startup Mao - N

1 Select the level you just saved.

- 1 e T _ l ' PackageBP
Eng ne Game Default Map 'D‘ c e

Al System

9.4 BRI T TR RIRITRIZHEIIER

FEmiEes £ R BRI~ TR B > [(FE BRI TR TH & (B4 1% 7 Windows 64-bit

a)
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File '-:l"i it Window

B [I|:|E-r| Level.. ve Current  Source Control

ave Current

wctor

; - tharacter
Choose Files to Save... =E

Connect To Source Control....

W
":_|:':"'_

T New Project...
"ﬁ Open Project... jht

{:n- MNew C4++ Class...

| s/ Package Project m i  Android

HoloLens

Cook Content for Windows W 05
validation A Linux
o Validate Data... . Lumin
w0s

Import Into Level... . []
E:|:|:||:IIT. Al :||| L||:| F'I'l:le'ET. . . Windows {ﬁ-“--blt

Export Selected...
Favorite Levels ) .
* = F'a|:ka|;|”-“ o 1gs

I Recent Levels Supported Platforms...

Build Configuration rB= Content » Anir

WO Recent Projects

#] Exit
—NMEEBRERIEESSEY, IEANEXNEREE 21 T8ENIE

10. ¥H{EES

| NeuronLiveLink.uplugin R SCFPTugin description file

|  Buildinfo i HA Y 345 B ffkBasic Build info for plugin

+---Arts

| Mannequin_Tpose.FBX #fiffi{#i HUE4AER A B8 45 fMannequinfi TPosesh il UE4
default Mannequin Tpose animation FBX

| SK_Mannequin.FBX A IMUE4BRIN ik 45 MMannequin UE4 default
Mannequin skeletal mesh

| Mixamo_Ch46_nonPBR. fbx i IMixamo Ch46zZMIEIAFBXE = Mixamo Ch46
model in FBX format

| PN_Avatar. fbx AT SN L5 FBX 3 FFBX File for import skeletal
animation to unreal engine

| PN_Avatar_stickman0l.fbx {2t BN E RS FBX AT Plugin default
skeletal mesh

|

+---Binaries

| \---Win64 L — ik e Binaries files of the plugin
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+---Content

| |  BP_PNSBaseActor.uasset IKFAxis Studio® #PHsiAfActordisiBase actor for
driving skeletal mesh animation in Axis Studio
| | PNS_Prop.uasset IkzhAxis Studioili AffJActorZiActor for driving props in

Axis Studio
I I
| +---Maps
| | DemoMap . umap R Rk R EDemo map for use the plugin
| | DemoMap_BuiltData.uasset o [ s P R 22 i v E P Bui1d data for map
I I
|  +---Mannequin TR B UEABRIA B #E 45 fMannequi nffE B RS . BB, ] Bl i
B, EME S KActorkf % Mannequin skeletal mesh, materials, textures, animation
blueprint, remap asset and actor object in UE4
I I
| +---Mixamo_Ch46 JEHfFHftMixamo ch46f B MAAR. M. . Zhm . B3 rs &
ActorXf% Mixamo ch46 skeletal mesh, materials, textures, animation blueprint,
remap asset and actor object
I I
| \---PNSChar fffFEHEERINE B RC AR BAmT. WG Zhm i, SRR 55 K Actorif &
default skeletal mesh, materials, textures, animation blueprint, remap asset and
actor object
I
+---DocC
| AxisuUnrealLiveLinkPlugin Handbook_EN.pdf KFEMESEAThis handbook 1in
English Tanguage version
| AxisUnrealLiveLinkPlugin Handbook_CN.pdf AFMHEAThis handbook 1in
Chinese language version
I
+---Intermediate TR IR SO CH PR Sk SO AN 914 1 H AR SCF55) Intermediate
fies(generated header files, precompiled object files etc.) for the plugin
I
+---Resources
| Iconl28.png it EbrIcon files for plugin
I
\---Source fEfEEIS S Sources files for Plugin

+---NeuronLiveLink Bltneuron(mocapApi) H#EHiLive 1inkiZ{iThIHLive 1ink
runtime module for neuron(mocapApi)

| | NeuronLiveLink.Build.cs Module build file

I I

| +---Private

| | MocapClient.h FESEN R axis studio%dRtiMocap F i
MocapClient for receiving axis studio data in Tlive link

| | NeuronLiveLinkSourceFactory.h fillZNeuronLiveLinkSourcef T.] 2
Factory for create NeuronLiveLinkSource
[ | SNeuronLiveLinkSourceFactory.h fllZENeuronLiveLinkSource (4 2

UI41fFEditor UL for create NeuronLiveLinkSource

| | SubjectNameSetter.h FH A5 30 0 5 ] i B Ran 44 (Subject name) H1X
E%Subject name setter for animation blueprint

I I
[ \---Public
| MocapApiLog.h itk HEZLog category used in this module
| MocapAppManager.h HithkMocap i & #iZiMocap application manager

| MocapStructs.h HiHMocaptt L)t 45HIStruct used in unreal
engine for MocapApi

| NeuronBoneMappingInfo.h FH T 5552 17 16 B 5 S Bone mapping info
for retargeting

I NeuronLiveLink.h fifiEIModule interface file



[ NeuronLiveLinkBPLibrary.h K% ZEBTueprint 1ibrary
| NeuronLiveLinkLog.h With HEZLog category used in this module
| NeuronLiveLinkRemapAsset.h IR ) 2y i Ed N EE ) % KRetargrting
asset for dirving animation data
| NeuronLiveLinkSource.h neuronfI szt 445 Live 1ink source for
neuron
| PNSAnimInstance.h RS E sk CTEEX R4 ) Blueprint
amimation instance(can set subject name) for diving animation data
\---ThirdpParty
+---MocapApi T Maxis studiof%liMocapApi C++fEexteral MocapApi C++ 1ib
to receive data form axis studio
| | MocapApiLib.Build.cs
| |
| +---bin
| | \---x64 MocapApi C++ 1lib binary files
| \---include
| MocapApi.h MocapApi C++ 1lib header file
|

\---NeuronLiveLinkeditor Neuron Live LinkZmiEgstocfitliNeuron Live Link

Editor module
| NeuronLiveLinkeEditor.Build.cs Wi @ cfEModule build file

|

\---Private
LiveLinkEditorPrivate.h i [IModule interface file
NeuronBoneMappingwidget.h HHESMLET H P H20Bone mapping editor Ul
NeuronLiveLinkRemapAssetDetailCustomization.h Neu ronf & #& it

tB%Remap editor for Neuron

11 B R E=R

o SEEFIRIE(rebuild) BRI TIEANBRImIFEEIR
BAIREAERRNEIRFRI B, EOS I EEEHREN MR X ETRE NS
BEAEmIFERAL), XREDS BERmEAFAIRE, PTHRRSZ2EH MRS TREHE
AYIntermediate B R{ERAHFT FEEYAHHITER, AT BUIld)BRIEHITHE
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