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VDMocapPlugin_For_LiveLinkFace_UE User Manual

Unreal Engine version: 4.26

Plugin Description: VDMocap broadcast data, real-time or non-real-time

driven UE model, with LiveLinkFace real-time driven face capture.

1. Create a new project and enable the plugin

1) Create a new UE project, find the project file, and copy the
VDMocapPlugin folder of the UELiveLink plug-in we provided
into the Content and Plugins folders, copy them into the root of
the UE project.
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2) Open the UE project, click Edit menu, start the plug-in, and

restart the project.



u

ViRDYN

FrNEMBDHIRMEERERAE

bl

L5

== % |

T I ] © -

VDMocapPlugin ws20
VIRDYN

WEE

A aaron

Android

Animation



ViRDYN

FMENDORERRERAA

VDMocapPlugin_For LiveLinkFace UE User Manual

- Al X

T ] < -

L e

J®AE 349 ) mERR

G 2 Live Link Control Rig
*iZ Advertising Allo veLink Data through Control Rig

“i= Augmented Reality

*IZ Automation

Live Link Over nDisplay

LiveLink s ation for nDisplay setup

SIS

iltinge

“@QHE
=00 Apple ARKit Face Support

"= Advertising support for Apple's face tracking features

BEA

Apple Movie Player
Apple Platform Movie Player

layer library

ZENER

iitji e

2. Model Import
1) Create a new Model folder and import the used model into the
Content\Model folder. The imported model should conform to the

model specification document.

Note: To achieve face capture, the imported model must be
checked to import the deformation target. For the model
specification, please refer to the "Virtual Dynamics Model

Specification" document.
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3. Animation Blueprint

1) Open animation blueprint
Double-click to open the model ABP animation blueprint in the

Content\ABPTemplate folder, and follow the prompts to reselect

the skeleton.
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2) Redirecting the skeleton
Select the skeleton that needs to drive the model in the skeleton

directory and click Redirect.

TIR (1 #RER )

4. Blueprint category
1) Open the model_bp blueprint template in the BPTemplate
folder, click SkeletalMesh in the upper left corner, and select the

created animation blueprint class in the right animation.
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2)Click PoseableMesh in the upper left corner to select the skeletal

mesh of the model.
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3) In the variables there are three variables BodyBonesName,
RHandBonesName and LHandBonesName The default value of
each variable can be filled in according to the corresponding bone
name of the model in turn (no fill NULL) (copy and paste into each
variable according to the naming of the skeleton tree, Figure

example for BodyBonesName)

Note: If the naming convention of bones is the same as ours, this

part can be skipped directly.
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Character]_Reference
Hips

¥ LeftupperLeg

4 LeftLowerLeg
4% LeftFoot

4% RightUpperLeg
4} RightLowerLeg
RightFoot

Leftshoulder
¥ LeftUpperArm
4-¥ LeftLowerArm

LeftThumbFinger
Left ThumbFinger

4%~ LeftindexFinger1
4-§ LeftindexFinger2
LeftindexFinge!
© LeftindexFing

4§ LeftMiddleFinger1
43 LeftMiddleFinger
eftMiddleFinge
¥ dieFing
4% LeftRingFinger1
LeftRingFinger2
LeftRingFinge

+ Lef gl el

4-¢- LeftPinkyFinger1
4-§- LeftPinkyFinger2
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5. Operation
1. Model connection

Drag the model's blueprint class (model_bp file) into the scene

and click Run.
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2. VDMocapStudio data reading:

Real-time method driver:
1) Connect the device, calibrate the action according to the
specification, and ensure that the real time drive model is working

properly in VDMocapStudio.

2) To run the UE project, the local IP and port of VDMocapStudio
should be the same as the IP address and port of the UE.

VNNataRaard

Tl 192.168.1.15 |
dst port: FT |
|

LiveLink:

OFi-lg] %

I 192.168.1.15 Ll 7000
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3) Click to request data and read the real-time data-driven

model.

'VDDataRead

[T 192.168.1.15

dst port:

LiveLink:

B REME € &= NE » BPTemplate

Non-real time method driven:
1) Add and play *.md action data in VDMocapStudio and turn on

broadcasting data.
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2) To run the UE project, the local IP and port of VDMocapStudio
should be the same as the IP address and port of the UE.

VNNataRaard

GEET N 192 168.1.15 I
dst port: e[y _

LiveLink:

@ s & W

I 192.168.1.15 M 7000

3) Click to request data and read the non-real-time data-driven

model.
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dst port:

LiveLink:

3. LiveLinkFace face capture real-time connection

1) Prepare an iPhone X or above, download the LivelLinkFace App

from the Apple Store, the phone needs to be on the same LAN as

the computer.

L i

Live Link Face
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2)Open the App and click Settings in the upper left corner.

=

[]oes:20:27:10

3)Click on the first line of LiveLink to enter the settings
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4)To add a target, enter the current computer's LAN ip address,

other settings can be ignored.
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5)Enter the name of the set LiveLink master.

DDataR ead
AN 192.168.1.15
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iPhone_X
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