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EpicGames
MetaHuman-DNA-
Calibration GitHub

https://qgithub.com/EpicGames/MetaHuman-

DNA-Calibration
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MetaHuman-DNA-
Calibration AF2t

dna_viewer_grab_changes _from_scene_and
_propagate _to_dna.py & 2%

This example demonstrates how to propagate changes from maya scene to dna file.
IMPORTANT: You have to setup the environment before running this example. Please refer to the 'Environment
setup' section in README.md.

Follow the steps:

1. Start Maya

2. open maya scene (do 2.1 or 2.2)

2.1. Open existing maya scene generated from dna or
2.2. start DNA Viewer GUI (dna_viewer_run_in_maya.py)
- Select DNA file that you want to load and generate scene for
- Select meshes that you want to change

- Tick joints in Build Options

- Click Process

- in Maya scene rig is going to be assembled

Run this script to the part called "load data"

a. get current vertex positions for all meshes

@

B

In the scene, make modifications to the neutral mesh and joints (important note:

if you're rotating joints, be sure to freeze transformations, so they're stored as orientations)
5. Run this script from the part called "propagate changes to dna" to the end

a. set new joints translations

b. set new joints rotations

c. move all meshes vertices to new positions

After performing this steps, your changes in maya scene will pe propagated to dna.

- usage in Maya:

1. copy whole content of this file to Maya Script Editor

2. change value of ROOT_DIR to absolute path of dna_calibration, e.g. ‘c:/dna_calibration" in Windows or
‘/home/user/dna_calibration’. Important:

Use /" (forward slash), because Maya uses forward slashes in path.

- customization:
- change CHARACTER_NAMIE to Taro, or the name of a custom DNA file placed in /data/dna_files

Expected:
- script will generate dna file <CHARACTER_NAME>_modified.dna in OUTPUT_DIR, e.g. Ada_modified.dna
- script will generate maya scene <CHARACTER_NAME>_modified.mb in OUTPUT_DIR, e.g. Ada_modified.mb
- script will generate workspace.mel in OUTPUT_DIR

NOTE: If OUTPUT_DIR does not exist, it will be created.
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Dev Community
MetaHuman®]
Mesh To MetaHuman

https://dev.epicgames.com/documentation/ko-

kr/metahuman/metahuman-for-unreal-
engine/mesh-to-metahuman/from-mesh
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MetaHuman : DNA
Calibration Deep Dive
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