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Because you can!

Your Pipeline, your way of working.

Efficiency means Quality

Do more with less.

Collaborate through tools

Reduce onboarding!

Editing the Editor, Why?
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Efficiency means Quality

Do more with less.

Collaborate through tools

Reduce onboarding!

Editing the Editor, Why?



● Workspace tooling & UX

● Content Pipeline

Agenda



● Asset Metadata & The Asset Registry

● In Editor Geometry tools

● Utility Tooling

● Changing the Editor UI

● Interchange in 5.4

● Asset Validation

Agenda



Customize Editor UI
Your workspace, your way! 



Editor Utility Widgets
Create your own UI’s



Editor Utility Widgets
Camera Manager Case Study



Editor Utility Widgets
Jacks Favorite Widgets to use
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Editor Utility Widgets
Viewport



User Toolbox Plugin
(Experimental) Plugin to arrange your tools.



User Toolbox Plugin
Create Menus easily
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Change workflow and look
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Create New tools
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Create New tools



User Toolbox Plugin
Create New tools



User Toolbox Plugin
Bind your own Hotkeys!



User Toolbox Plugin
Bind your own Hotkeys!
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Utility toolbar
Easily modify editor UI in Blueprint!



If you don’t see this…
Write Values 

[/Script/UnrealEd.EditorExperimentalSettings]

bEnableEditToolMenusUI=True

Into

Config\DefaultEnginePerprojectUse

rSettings.ini

Enable Edit Tools Meny

To gain context of menu names
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Utility toolbar
Easily modify editor UI in Blueprint!



Slate Icon Browser
A tool to look at all the loaded Avalible Icons
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Utility toolbar
Easily modify editor UI in Blueprint!



Write 

[/Script/Blutility.EditorUtilitySubsystem]

StartupObjects=<Reference>

e.g.

StartupObjects=/Game/Toolbar/ETB_CameraToolBoxButton

Into

Config\DefaultEnginePerprojectUserSettings.ini

Utility toolbar

Run At Start up



Color palette 

Color Picker
Template color choices, share them with the team!



Copy values from 

Saved\Config\WindowsEditor\Editor

PerProjectUserSettings.ini

[ColorThemes]

Into

Config\DefaultEnginePerprojectUse

rSettings.ini

To share is simple

Lets keep art directors happy! 



Geometry toolsets
Iterate faster In Engine!



Geometry Toolsets
Curve Bake case study



Scriptable Tools
Scriptable Drag Tools



Works in CPP, BP & Python

● Details Button
● Asset Scripting
● Async Tasks

Scripting 
The Editor



Video of Lod 
Automation

Asset Editor utility
Creating UV Case study



Editor Function Library
Auto Gen UV Case Study



Editor Function Library
Auto Gen UV Case Study
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Async Mutible tasks processing With Progress UI! 
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Editor Utility Tasks
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Editor Task Utility
Async Mutible tasks processing With Progress UI! 

Editor Utility 

Widget / Asset / Scene
Editor Utility Task(s)

Creates

And passes Parameters to
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Editor Task Utility
Async Mutible tasks processing With Progress UI! 



Editor Utility Tasks

Editor Task Utility
Async Mutible tasks processing With Progress UI! 



Editor Task Utility
Async Mutible tasks processing With Progress UI! 



Transactions
Add your actions to history! (Allow Ctrl + Z)
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Transactions
Add your actions to history! (Allow Ctrl + Z)



Content Pipeline
Sreamlining your everyday



Import Pipelines

A big part of making a world is going to be done 
outside of Unreal Engine- handling this is done with 
the Import Pipeline and it’s a big deal. 

An Import pipeline can; 



Import Pipelines

A big part of making a world is going to be done 
outside of Unreal Engine- handling this is done with 
the Import Pipeline and it’s a big deal. 

An Import pipeline can; 

● Enforce standards 
● Minimize repetitive tasks
● Make onboarding easier
● Allow you to (re)import mass data.
● work nondestructively and predictably. 



Relative Import Paths
The baseline for Reimport



Navisworks, IFC

SketchUp Pro, Rhino 3D, Vectorworks

3ds Max, Cinema 4D

SolidWorks, Inventor, Creo

Catia, NX, JT, PLMXML

VRED, Deltagen

Revit, Archicad, BricsCad

Third-party support via Datasmith SDK

Pipeline integration (The Old Way)

Extensive features to integrate Unreal Engine into 

your existing processes

● Datasmith: seamless data conversion

● Python scripting for pipeline integration and automation

● FBX, USD, Alembic, and glTF support

● Visual Dataprep lets you create import recipes                 

DATASMITH
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New import and export framework for Unreal Engine. 

● Aims to be file format agnostic

DATASMITH INTERCHANGE!
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SketchUp Pro, Rhino 3D, Vectorworks

3ds Max, Cinema 4D

SolidWorks, Inventor, Creo

Catia, NX, JT, PLMXML

VRED, Deltagen

Revit, Archicad, BricsCad

Third-party support via Datasmith SDK

The New Way! Interchange

New import and export framework for Unreal Engine. (Experimental) 

● Aims to be file format agnostic (More formats coming)

● Asynchronous

● Customizable

● Works At Run-time too! 

DATASMITH INTERCHANGE!



Interchange
This is what it looks like (For now..)



So it’s a more 
complicated 

Importer?
Why should I care as an Artist? 



Customization!



Interchange Key Terms

Translator Pipeline Stack

Factory

Pipeline #1

Pipeline #2

Pipeline #3

Nodes

UASSET

Nodes
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Interchange Key Terms

Translator Pipeline Stack

Nodes

▪ Assets

▪ Scenes

▪ Materials

▪ Textures
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Interchange Key Terms

Translator Pipeline Stack

Pipeline #1

Pipeline #2

Pipeline #3

Nodes

Pipeline #1A

Pipeline #1B



Interchange Key Terms

Translator Pipeline Stack

Asset Pipe

Pipeline #2

Pipeline #3

Nodes

Texure Pipe

Material Pipe
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Factory
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Interchange Import 
Window
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Window



Interchange Import 
Window



Enough Theory,
Show us the goods!



Change Defaults
Take away the guess work! 
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Change Defaults
Basic Views Take away the guess work! 



Different Imports by Type
Customize for your project
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Different Imports by Type
Customize for your project



Building your Own
Create your own pipelines for your specific needs!

Blueprint, CPP & Pyhton



BYO Pipeline
Have your own logic in BP, CPP, or Python
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BYO Pipeline
Have your own logic in BP, CPP, or Python



Scripting on Import
Its possible with Interchange as well!



Visual Dataprep
Create pipeline actions in a visual format! Artist Friendly! 



Visual Dataprep
Implimented with Interchange!



Visual Dataprep
Implimented with Interchange!



Modify Factory nodes
Reuse code! Change what you need to!

A glTF Case Study



Change Factory's 
glTF Case Study- Run Standard Asset Pipeline



Change Factory's 
glTF Case Study- GenericLevelPipeline handle Scene



Change Factory's 
glTF Case Study – glTFPipeline; Changed Factory Materials to use



Change Factory's 
glTF Case Study – Customised Via UDeveloperSettings



glTF Case Study

Translator
Scene Pipeline Stack 

Factory

Asset Pipe

Scene Pipe

glTF Pipe

Nodes

UASSET

Nodes



glTF Case Study

glTF Translator
Scene Pipeline Stack 

(glTF Flavor)

Nodes
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glTF Case Study

glTF Translator
Scene Pipeline Stack 

(glTF Flavor)

Factory

Asset Pipe

Scene Pipe

glTF Pipe

Nodes

Nodes

Change Material

Factory Nodes



glTF Case Study
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glTF Case Study

glTF Translator
Scene Pipeline Stack 

(glTF Flavor)

Factory

Asset Pipe

Scene Pipe

glTF Pipe

Nodes

UASSET

Nodes



Change Factory's 
Simple Blueprint Example, Replace Material Parent
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Change Factory's 
Simple Blueprint Example, Replace Material Parent



Cool Use Cases for your 
own Pipelines

● Set correct parent Material Instances 
to take the guess work out of your art 
pipeline

● Create derived assets such as 
creating DataAssets or Foliage

● Perform geometry modifications for 
your art pipeline 



Metadata
And how it can help



Metadata & the Asset 
Registry

● Asset Metadata & Metadata in the Asset 

Registry are not the same.

● Both are useful tools depending what your 

doing! 

● Asset Metadata can be set In editor OR your 

DCC and read during / post import. 

● Asset Metadata is saved to the UASSET file 

on disk. This means 

● The Asset must be loaded in order to 

read the Data. 

● The asset is Dirtied if the Metadata 

changes.



Meta data from your DCC

3ds MaxMaya



Get MetaData

To use these nodes, your Blueprint class must be derived from an Editor-only class, such as the 

PlacedEditorUtilityBase



Set MetaData

To use these nodes, your Blueprint class must be derived from an Editor-only class, such as the 

PlacedEditorUtilityBase



Metadata Pipelines
Example of using MetaData



MetaData Example

KanBan Example
Case study of Asset Registry x MetaData



MetaData Example

KanBan Example
Case study of Asset Registry x MetaData



Note! Interchange is 
Runtime, meaning you 
won't have access to BP 
editor only functions
But we are working on it! (psst; its in main already)



Editor Pipelines
Avalible in UE 5.5



Asset Registry Data

● Is not Asset MetaData (Although it is 

metadata)

● The Asset Registry is built side by side to our 

UASSETS. It is generated on each machine 

based on rulesets. Because of this;

● It can be used without loading the 

asset. 

● It is based on derived information 

based on rulesets-

● It can be used at Runtime too! 



Asset Registry
Useful for selected assets without loading them!



KanBan Example
Case study of Asset Registry x MetaData
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Case study of Asset Registry x MetaData



MetaData ExampleKanBan Example
Case study of Asset Registry x MetaData



MetaData Example

KanBan Example
Case study of Asset Registry x MetaData



KanBan Example
Case study of Asset Registry x MetaData



Other Metadata 
Usecases

● Set Material Instances based on MetaData

● Use MetaData in Visual Dataprep

● Execute Geometry tools. 



Interchange & 
Validation

Just because we can, should we? 



Asset Validation
The right tool for the right job



Asset Validation Plugin

● Framework for validating assets on 
demand. 

● Blueprint & CPP
● Very customizable, can be applied by 

overriding any Uobjects IsDataValid
function- Or create your own rules in a 
UEditorValidatorBase

● Can be executed from Editor (On save, 
On pre-commit etc)

● Can be executed from Commandline
(for automation)



Video of simple sRGB 
check

Asset Validator 
Create your own
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Video of simple sRGB 
check



Video of simple sRGB 
check



Save update

Asset Validator 
Run on Save



Interchange for 
Validation?

How would we tell a user early on there's a problem?



Asset Validator As Pipeline* 
*Requires Interchange Blueprint Editor Pipeline in 5.5



Interchange Testing
Get Reliable Results 



Asset Reference 
Restriction Plugin
How to handle the new use of Content Plugins



Plugin Reference 
Viewer



DLC Content

Studio Plugins

Developer Folder

The truth is theres many 
places to make 
mistakes, and nothing to 
stop you!



Reference 
Restrictions
Restrict refrence errors well before 
you submit!
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Reference 
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Reference 
Restrictions
Restrict refrence errors well before 
you submit!



Project.Uproject

"AdditionalPluginDirectories":[

"../../../../StudioPlugins/5.3"

]

Shared Plugin 
Distribution

Access Plugins in a shared folder



● Interchange in 5.4

● Asset Validation

● Asset Metadata & The Asset Registry

● In Editor Geometry tools

● Utility Tooling

● Changing the Editor UI

Wrap up



Thank you!
Jack.Condon@EpicGames.com
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