PIXERA

HOW TO PREPARE YOUR
UNREAL PROJECT FOR PIXERA

INSTALLATION OF UNREAL 4.26b

1) What you need:
¥4 Unreal Engine 4_26-B (Unreal_Engine_4-26_B.zip from AV Stumpfl)

¥4 Visual Studio 2019 (https://visualstudio.microsoft.com/de/downloads/ Community License is fine)

¥4 NET 4.8 SDK
(https://dotnet.microsoft.com/download/dotnet-framework/thank-you/net48-developer-pack-offline-installer)

¥4 PIXERA_Connect.zip
¥ PUX file
2) Unzip the Engine in your preferred folder.
3) Install .NET
4) Install Visual Studio including following Options:
v{ Add Game development with C++ (under Workloads) and following options:
¥ C++ profiling tools
¥ C++ AdressSanitizer

¥ Windows 10 SDK (10.0.18362 or newer)

™ Unreal Engine Installer
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LAUNCH UE4EDITOR

Open UE4Editor.exe (Unreal_Engine_4-26_B\Windows\Engine\Binaries\Win64\)

NVMe (D:) » Unreal_Engine_ 4-26 B > Windows > Engine > Binaries > Win64

~
A

Name Anderungsdatum Typ GroBe

AL UE4Editor.exe 29.06.2021 17:55 Anwendung 469 KB
B UE4Editor.modules 29.06.2021 17:55 MODULES-Datei 22 KB
. UE4Editor.pdb 29.06.2021 17:55 Palm Pilot 22316 KB

UNREAL EDITOR

Unreal Editor 4.26.2 @ @

Inttializing.... 39%

Stay patient - first startup will take some minutes...

Select from New Project Categories ,Film, Television, and Live Events”

’l[ Unreal Project Browser e

Select or Create New Project

Recent Projects

>

MyProject

More

New Project Categories
Games

H Start your game development journey with one of our key classes, levels, and examples.

Eimy I elevIs
Choose from templ{ *

~ é Architecture, Engineering, and Construction
=1 Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies, or stylized renderings.
Automotive, Product Design, and Manufacturing
ﬁ Find templates for multi-user design reviews, photobooth studio envi and product configurators.
°

Dgan Projasi Cancel
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Click next.
Select nDisplay Template. Click next.

Unreal Project Browse
- - R eI UjECEBTOWEET)

lect Template
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First Initializing will take some minutes...

Create a folder called ,Plugins” next to your project file (D:\Unreal_Projects\Pool\Plugins)
Extract PIXERA_Connect.zip directly (without subfolders) to created Plugins folder.

B | B B = | 0:\Unreal Projects\Pool\Plugins — O X
Datei Start Freigeben Ansicht v 2
€« =2 v A l Daten (D:) > Unreal_Projects > Pool > Plugins v O L "Plugins” durchsuchen
l Unreal_Projects ~ Name - Anderungsdatum Typ
B Poo Dieser Ordner ist |
. conﬂg eser Urdner Ist leer.
B Content
. DerivedDataCache 7:Zip > et
W Intermediate CRCSHA > Open archive >
. Plugins Extrahieren... Extract files...
_ISM" - v|<| T — SRR
OElemente i Hierher verschieben Flinctio (PR Coonect
& > v 4o B « Daten(D:) » Unreal Projects > Pool v O £ "Pool" durchsuchen
> @ Daten (D:) A Name Anderungsdatum
> [l Unreal Projects B Binaries 29.07.2021 08:04
o WReel L Bsi 20.07.2021 08:04
> . Plugins . Config 29.07.2021 07:58
3 l PIXERA_Connect l Content 29.07.2021 07:59
> l e — . DerivedDataCache 29.07.2021 07:59
. B Intermediate 29.07.2021 08:04
> l Intermediate
R B Piugins 29.07.2021 08:02
> [ Resources B saved 29.07.202108:04

> | Source . B Pool.uproject 29.07.2021 07:58
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PACKAGE PROJECT FOR PIXERA

To package the project in unreal click on File = Package Project = Windows (64-bit) and select the directory
you want to pack it. (D:\Unreal_Projects\Pool_export)

U AT

File | Edit Window Help

A

Load and Save r
e o —

B Open Level . Ctri+0 Save Current  Source Control Modes
& save Current Ctr*S gtor : (e
® SaveCurrentAs..  Ctri+Alt+S ESspecive | |(Wte ) |[Sow
M save All Levels Raragter
® Open Asset... Ctri+P
N Save All Ctrl+Shift+S
& ) awn
Choose Files to Save...
Connect To Source Control...
tht
Project
W New Project...
tart

T Open Project...
W New C++ Class...

s/ Package Project » Windows (64-bit)

Generate Visual Studio Project

Zip Up Project
Cook Content for Windows

Build Configuration »
DataValidation

# Validate Data... Packaging Settings...

Actors Supported Platforms...
it tax Build, cook and package your game for the Windows (64-bit) platform
Export All...

Copy RXInterop.dll from PIXERA install directory to your unreal project directory:

C:\Program Files\AV StumpfI\PIXERA\build_1-7-90\data\rxInterop\RXInterop.dll
— Next to your “real” *.exe (D:\Unreal_Projects\Pool_export\WindowsNoEditor\PooN\Binaries\Win64)

For Texture sharing copy *.pux file next to your exported *.exe
(D:\Unreal_projects\Pool_export\ WindowsNokEditor) and rename it to the same name as packed exe (Pool.pux).

€€ > v A . <« Daten (D:) > Unreal_Projects > Pool_export > WindowsNoEditor v O
l Unreal_Projects & Name Anderungsdatum

B Pool B engine 29.07.2021 08:04

B Pool_export B rool 29.07.2021 08:04

l WindowsNoEditor . Manifest_NonUFSFiles_Win64.txt 29.07.2021 08:04

B Engine ’@ Pool.exe 29.07.2021 08:04

l Pool . Pool.pux 15.07.2021 15:29

- ..

Now you can use your packed project in PIXERA.
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LOAD UNREAL PROJECT IN DASH GAME MODE

Copy RXInterop.dll from PIXERA install directory to your unreal directory next to your UE4Editor.exe:

C:\Program Files\AV StumpfI\PIXERA\build_1-7-95\data\rxInterop\RXInterop.dll
— Next to UE4Editor.exe (D:\Unreal_Engine_4-26_B\Windows\Engine\Binaries\Win64)

& > v 4 B < Daten (D) 5 Unreal Engine 4-26.8 » Windows > Engine > Binaries » Win64

B Unreal Engine 4-26 B * Name Anderungsdatum
l Windows
l Engine . ShaderCompileWorker-ApplicationCore.dll  29.06.2021 20:02
l s . ShaderCompileWorker-AudioPlatformCo...  29.06.2021 20:02
. WinGd . ShaderCompileWorker-BuildSettings.dll 29.06.2021 19:30
— ™ B ShaderCompileWorker-Core.dll 29.06.2021 19:47

For texture sharing copy *.pux file next to your project file (*.uproject D:\Unreal_Projects\Pool\) and rename to
the same filename as *.uproject file.

-2 v 4 l <« Daten (D:) > Unreal_Projects > Pool >

B Unreal_Projects A Name
. ol l Binaries
l Binaries . Build
B Wint4 B Config
B Build B Content
B Config B DerivedDataCache
B Content B Intermediate
. . Plugins
l DerivedDataCache . B
l Intermediate . Dot
l AL . Pool.uproject

Import your scene in PIXERA and add it to the timeline
Select Dash Game Mode in inspector and set UE4Editor.exe (Unreal_Engine_4-26_B\Windows\Engine\Binaries\
Win64\) via Explorer Window in Editor Path

NVMe (D:) » Unreal_Engine_ 4-26_ B > Windows > Engine > Binaries > Win64

~

4 Name Anderungsdatum Typ GroBe
Al UE4Editor.exe 29.06.2021 17:55 Anwendung 469 KB
B UE4editor.modules 29.06.2021 17:55 MODULES-Datei 22 KB
B UE4Editor.pdb 29.06.2021 17:55 Palm Pilot 22316 KB

Greate your config file and distribute to clients.
Pleas note, that Unreal have to be installed on your clients in the same direcory as on your director.
Starting in dash game mode will take a while.
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LOAD UNREAL PROJECT IN MULTIUSER MODE

Copy RXInterop.dll from PIXERA install directory to your unreal directory next to your UE4Editor.exe:

C:\Program Files\AV StumpfI\PIXERA\build_1-7-95\data\rxInterop\RXInterop.dll
— Next to UE4Editor.exe (D:\Unreal_Engine_4-26_B\Windows\Engine\Binaries\Win64)

& > v 4 B < Daten () 5 Unreal Engine 4-26.8 » Windows > Engine > Binaries » Win64

B Unreal Engine 4-26 B * Name | Anderungsdatum
l Windows
l Engine . ShaderCompileWorker-ApplicationCore.dll  29.06.2021 20:02
l s . ShaderCompileWorker-AudioPlatformCo...  29.06.2021 20:02
. WinGd . ShaderCompileWorker-BuildSettings.dll 29.06.2021 19:30
— ™ B ShaderCompileWorker-Core.dll 29.06.2021 19:47

For texture sharing copy *.pux file next to your project file (*.uproject D:\Unreal_Projects\Pool\) and rename to
the same filename as *.uproject file.

- v 4 l <« Daten (D:) > Unreal_Projects > Pool >

B Unreal_Projects ~  Name -
. Sool . Binaries
l Binaries B Build
B Wint4 B Config
B Build B Content
B Config B DerivedDataCache
B Content = Intermediate
2 Plugins
l DerivedDataCache . o
l Intermediate . Do
l Plugins . Pool.uproject

In Unreal you multi-user Plugin have to be enabled.

AU =
EDeveloper 3 P Al ©-

i= Device Profi (5) _ Editing A BETA Version 0.2

= Editor (27) Allow collaborative multi-users sessions in the Editor
"= Examples (3 I ‘

"I= Experimentz (5)
EFX (3)

"= Gameplay (8

B Enabled @ tpic Games, Inc.

Take Recorder Multi-User synchronization version 1.0

'iZ Geometry (5) ] Ernhlan nnt in SEIEEEEES ronmmhrnn

#inm far Taba Dannrdar

i Graphics ) ! Unreal Editor must be restarted for the plugin changes to take effect Restart Now
"= Importers  (15)

= Innnt m New: Elugin
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After saving an restarting your Unreal scene navigate to Project Settings (Edit->Project Settings..)

Navigate to Pugins -> Multi-User Editing.

“Enable Multi-User Toolbar Button” and “Auto Connect” have to be enabled.

Further please enter the Windows computer name of your Unrel Server in “Default Server URL" and assign a
name for “Default Session Name”.

4Plugins - Multi-User Editing
Configure the Multi-User settings.
4 Client Settings
Enable Multi-User Toolbar Button
Auto Connect

Retry Auto Connect on Error

mEQQ

Default Server URL
Default Session Name PIXERA_DEMO
Default Session lo Restore
Default Save Session As
Display Name

4 Avatar Color

R

G
B
A

Desktop Avatar Actor Class

VA Avatar Acter Class VAPresence +* O

4 Source Control Settings

Validation Mode Hard

4 Endpoint Settings

Enable Logging

Purge Processed Message Delay

A A 1
4

Remote Endpoint Timeout

Save your project and reopen it.
In your toolbar click on the arrow next to Join and select Launch a local Multi-User server.

—+] = World Outliner
S p . A 2
: L [Search.. |

Build Play Launch Join

&l v @&l ) (

s

Multi-User Menu bel
41 gession Browser... &4 Main (Editor)
22F Multi-User Settings... iy Ball

% Cube

A new window should pop up. Cluse Unreal again.
Import your scene in PIXERA and add it to the timeline.
Select Multiuser Mode in inspector and set UE4Editor.exe (Unreal_Engine_4-26_B\Windows\Engine\Binaries\

Win64\) via Explorer Window in Editor Path.

Open Unreal again and enjoy Multi-User Mode with PIXERA.
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UNREAL TEXTURE SHARING

Add a plane (can be another shape as well) to your project and place it.

— ~ N e S e e
- Perspective || W Lit || Show .“' o & 2| B 10 || 10° L_a 0,25

If you want to control position out of PIXERA set it movable.

0] b
+ Add Component ~ o7 Blueprint/Add Script
i3 Plane (Instance)

iy StaticMeshComponent (StaticMeshComponent0) (Inherited) .

oeation > X RSN ZEES -
R~ X (NS VETRS 20D -

Mobility ® Static 4% Station REETTTTY -

4 Transform

4 Static Mesh

Plane -

Static Mesh rlot
O
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Add a render Target by clicking on Add/Import and navigate to Material & Textures - Render Target.

Rename it if you want.

11. Labali)
File Edit Window Help
Y Place Actors r

Content
| W Add Feature or Content Padt ol
Folder
19 New Folder \aracter
Import Asset 1
P import to /Game wn

Save Current  Source Con

Create Basic Asset

. Blueprint Class

& Level £n
B vateria
m Particle System

Create Advanced Asset
Animation

o 20 Array Render Target
! Canvas Render Target

»
i ﬂ Cube Render Target

Antificial Intelligence

Blendabl
mdatie d
Blueprints b
ExacUnikies .4 n Material Function — -
Foliage —
FX 1
n Material Instance =
Matenals & Textures f—
Media » m Material Layer
Miscellaneous ) S—
Paper2D » B8 material Layer Blend —
Physics y—_
Sounds » a Material Parameter Collection M=
Liser interface [

P (3 Save All| B Media Textre
¥E Trines -
T e

&mﬂr ; Subsurface Profile
o Texture 2D Array

ommq- Maps

Drag and drop the created render target to your plane. A new material will be created automatically.

&.m Window  Help =
.. SRS S

Marketplage Settings Blueprimts. Cnermatics: Bunld.

B content Bromser B cutputiog
A mSwe Al €4 | B Content
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Double click the created render target to adjust the resolution - Save.

U -

File Edit Asset Window Help

4 ; [ @ Details
e 5/
save frowse  Compress rermpor M MipLeve: CHENENENNS R epne e O Steamed
- : Displayed: 1920x1080 Format: FloatRGBA
[ view~ | input.0 | Max In-Game: 1920x1080 Combined LOD Bias: 0
Resource Size: 16200 Kb Number of Mips: 1

T ] o -

4 Texture Render Target 2D
Size X 1920 O e
Size ¥ 1080 NE o
P Clear Color

daress X
Adress ¥
Render Target Fc [ZITAGTE:TNITIN 4 3

Auto Generate M [}

SOAOTAgIN Default (from Texture Grouyw

4 Texture Render Target

Torget Gamma

4 File Path

Source File No Source Path Set . x
4+ T

4 Level Of Detail

i e et EEHESTIEENSA

LOD Bias 0 N

Textee G
Zoom: ———— Fit(33%) B3 i

Open Blueprints - Level Blueprint.

Welcome to Unreal Engine 4!

r
E . .{) - w- E . oo - J < S o= * - > = @ = Click the & icon for a tour of the

Save Current  Source Control Modes Content Marketplace Settings Blueprints  Cinematics Build Play Launch
Blueprint Class —
erspective || &g Lit || Show New Empty Blueprint Class \ i [i‘ 10 |1 ' [ﬂ 025 || m 4
Convert Selection to Bluepnnt Class — =y -
N Open Blueprint Class »

GoOoC
i@.m‘:i

Proect Settir

& GameMode GameModeBase »
World Override
i GameMode: Not overridden!

QooQ
CE FA N

23 acton

| ® Dpetail

n
H

| Search C

fy Stat

4 Transfo

Location
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Add Event Tick from left hand site to your Event Graph.

W i a2

File Edit View Debug Window Help

M My Blueprint v & . /O “ .J‘O ’
AddNe! © : £

Compile Save Browse Find  Hide Unrelated Class Settings

SCTEpe + m= Event Graph
Adms EventGraph_ = | ‘
OEventBeginPlay vy | €@ W | ma Main > Event Graph

Functions (18 Over ==

T + Right-Click to Create New Nodes.

Variables +

Event Dispatchers #

3

(@] Show 'Event Tick'

Right click in the event graph and add Setup Input Texture.

This node is disabled and will not be called. ¥
Drag off pins to build functionality.

D

All Actions for this Blueprint %3 Context Sensitive »
et o
4Class
4BP Blueprint Helpers Library

f Create Setup Material from Render Target
f Setup Pass with Input and Output Render Target
f setup Pass with Render Target

4Render

4 Utilities 1 Setup Input Texture
4 Casting
» Cast To Animation
»» Cast To Animation
»» Cast To HierarchicalLODSetup
»+ Cast To HierarchicalLODSetup Class

) Target is Display Cluster Blueprint APlimpl
ipiler Results N _
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Connect those two.

O EventTick [

»
Delta Seconds O

»
O InputiD | 0

_ Target
Select Asset =

O

Note: The Input ID in “Setup input Texture” referes to sampler ID in PIXERA's PUX file.

Select your created render target. Save

- ' @, Details
. > crErm— o
slated Class Settings
4 Actor Tick
— ... — .

h input_0 (Render Target)

Path: /Game
Cooking Filepath Length: 96 / 260
SRGB: False
‘| size X: 256
Size Y: 256
Address X: Wrap
Address Y: Wrap
LOD Bias: 0
Never Stream: True

W Compression Settings: Default
: Filter: Default

) D Texture Group: Render Target
Mip Load Options: Default
O Input ID @ Virtual Texture Streaming: False
Mips Address V: Clamp
O Target input 0~ Mips Address U: Clamp

[ A

»i Auto Generate Mips: False

(None | & er Target Format: RGBA16f
input_0 Shared: False
x Render Target k ‘
- ‘_‘»‘- H"
4 o~ {
|
1item @ View Options ¥

L

Clear
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Drag and trop the material to Material in the properties of your plane:

o v M - &
il Welcome to Unreal Engine 4! s

File Edit Window Help

N57)33i:
v a— 5
S Place Actors Click the # icon for a tour of the tools &= World Outliner
Search dlasses 00 y - ? T
Save Current  Source Control Modes Content  Marketplage Seitings =
Recently Placed — - = - - Label Type _
" Perspective i JLit ' Show -EJ :l 10" : 0,25 | = T vupe STANCM
IB“'G 3 ﬁj ] H = > ) al |-| & '@ DisplayCluDisplayt
i o Y frozen_RocStatichi
Lights & ¥ Light  Directiol
Cinematic & ¥ Lightmass Lightma
@ ‘) Plane  StatcM
Visual Effects & T Player StarPlayerSt
S ¥ PostProcePosiPro
Geomet
A S % Pyramid Statich
23 actors (1 € View Options~
AllClasses

fy StaticMeshComponent (Static
<o oo of = B
4 Transform
Locati + ERJERIES) =
rotati~ IR -
scale ~ [NES 2
Mobility @ | a

IS [E[4 &= (D@ |3 [ [« = [®

4 Static Mesh

_ Static Me
B= Content Browser EX outputLog

B Save Al € 5 | & Content » ™ =

4 Materials

Element | 5

*

=T Maps Starter ® Yin put_0_Mat

Content (R0

4 Physics
simulate [l

Linear Da TSR
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DoubleClick the material. Select the texture sample and change the Sampler type to Linear Color. Save.

B Smputaivat
R

File Edit Asset Window

WP T sYEERS © o .

Save Browse Apply Search Home CleanUp [CONMECOSY NEVERIEVIEWS LiveNodes Live Update Hide Unrelated

— ~ 7 - r
[ = || « Perspective || i Lit
s RGE @ |——— @ Base Colr
Tex R O Metalic
Apply ViewMpBias GO Or Specular
B O Roughness
AD O Anisotropy
RGBA O O Emissive Color
ml
O Normal
O Tangent

O World Posimion Offset

O Ambient Occlusion

R TT

& Details &) Parameter Default:

EEEETEY . ] - -

4 Material Expression Texture Sample

MipValueMode None (use computed mip lev >

b Tl T G From texture assetw

Automatic View b [

Const Coordinate [IIISA

Const Mip Value ETNNNTT
Grayscale

4 Material Expres:Alpha

Normal

Masks

Distance Field Font E—

Linear Color ;,'.--;U I_rr?.il

Linear Grayscalel fo i) Stats

Data

External [SM5] (Node TextureSample) TextureSample> Sampler type is Color, sh

Samier Ty

Is Detauit Meshpi Il

Texture

4 Material Expression

Desc [
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If you want to have two targets to share, do the same procedure and connect them as shown:

"O EventTick

>\ TS
Delta Seconds O » i

O Input ID @ :

O» Target input 0w

© InputID (1]

O» Target input_1+

Finished

Here how it looks like in PIXERA:

P () Live Inputs

-

+ T OE& i = |
Timeline 1 y o/ | & I ™ mEm EmEE LRl AL | T @
" 00:00:05:12 00:00:00:00 00:00:00:00 00:00p4:00 00:00:08:00 00:00:12:00 00:00:16:00 00:00:20:00 00:00:24:00
ol i (Y O i g S N msas il T i A ot st s
¥ Compositing 1 = & 1.00 ® Pool t
Al
— UNREAL
S
Transport
» Position Position
P Rotation Rotgtion
¥ Pool_texture Pool texture
Sampler0 @ 7 D_h264.mp4
Samplert @ 7 sucher HD_h264.mp4

A stumpfl®

AV Stumpfl GmbH | Mitterweg 46 | 4702 Wallern | Austria | AVstumpfl@AVstumpfl.com
www.AVstumpfl.com/PIXERA | tel.: +43 (0) 7249 /42811 | fax: +43 (0) 7249 / 42811-4

2021-09 | We reserve the right to make modifications in the interest of technical progress.



