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https://docs.unrealengine.com/en-US/Editor/Scripting-and-Automating-the-Editor/Scripting-the-Editor-using-Python
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Python @ > 7L X017k

DT U> 3> TlE McLaren 7OV b CERAINEO—R ZZRYMERLTHBALFEF I, CCTHENTEZI—R RV
i BOTHAY EDVaT7S54F—23y OV MIBRRICERATI N TEE T,

LRI ZFZELTCAD Z1>R—bF9 3
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from unreal import EditorLevellLibrary

# 7T =B LWL ARILZER
new_level = EditorLevellLibrary.new_level_from_template(“/Game/NewLevel”, “/Engine/Maps/Templates/Template_Default”)

#FHLWLANILERE
EditorLevellLibrary.save_all_dirty_levels()

Datasmith TI3, Python AY> REEABLT CAD 77 (L&A YR M F2CENTEET, T7 12D V2T T—ATRIIA
RSN TLBREICMA T, Python O% > R TIRHEMDFMERE % 8L TRDRENRIRENATRET T,

BIZIE ROOA—RTIE CAD 77NN EREDLANIUZA VR—bL Tyl =23y NIX=RZRELTC A VR—bENIT
Ty ZIRTRFLETD,

from unreal import EditorAssetLibrary, DatasmithCADSceneElement, DatasmithImportScene

# A R ENETRY MMRESNZ IV FIY TALE

content_folder = “/Game/Import”

#4>R—b9% CAD 77)L (Datasmith THR—rINZFERATHINEHNHDET)
cad_file_path = “D:/Data/Engine.SLDASM”

#CAD 77MILELPHROA> TV T4 LI MIHDSDERAIID Datasmith CAD & —> DA > R—k
datasmith_scene = DatasmithCADSceneElement.construct_datasmith_scene_from_file(cad_file_path, content_folder)
import_opt = datasmith_scene.get_import_options()

import_opt.base_options.scene_handling = DatasmithImportScene.CURRENT_LEVEL
import_opt.tessellation_options.chord_tolerance = 0.3

import_opt.tessellation_options.max_edge_length =

import_opt.tessellation_options.normal_tolerance = 30

#AYVR— DI —> 7 IR

datasmith_scene.process_scene()

#IRAEDL RIS =AY R—k

result = datasmith_scene.import_scene()

HAVR—REINIZREZTA YT Xy2aeITIUTIL 7y b 2R E
for static_mesh in result.imported_meshes
EditorAssetLibrary.save_loaded_asset(static_mesh)
for i in range(static_mesh.get_num_sections(0)):
material_interface = static_mesh.get_material(i)
EditorAssetLibrary.save_loaded_asset(material_interface)
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7y hDEE

7w hOBEBEZEITITIZEEMEEELITOLETEE T, KDY )L =R TIE A>T THILARICHFLWLWITAILA
IR L. IRTDRET w7 Awv>a FEybEZEDTAINAIBEHLET, T2V rDZEIEZEE TS TCAD 7717ILD
BAYVR—MTERRZICNTFELTLIET V. COMEEETIE. BT 2 7 7 1IL ORI B LRI T HANET T,

from os import path
from unreal import EditorAssetLibrary

# AT TAHILERICHLWT o LI M) =R

EditorAssetLibrary.make_directory(“/Game/NewDirectory”)

for static_mesh in result.imported_meshes:
#BIEOTEY b EFLAMERLIcT A LI MUICHES)
new_path_name = “/Game/NewDirectory/” + path.basename(static_mesh.get_outermost().get_name())
EditorAssetLibrary.rename_loaded_asset(static_mesh, new_path_name)

BILT—2ZFERALTEROT 7L &1V R—cLIGE. —BO7 2y bHEBMDSZFI TEREINTVWSZEAHD X
9, Unreal Engine (Z1& FConsolidation (f85)) EMEINBEEEN DD, 7w hOBRN—2 3> % 1 DREIFHFFIASZETIOD
BBz R L F 9,

ROY>Y T I—R T IARNTOAY TV T4 LI T THIARNTIYTIUTIL 7y b ZBEL. BLERZRZEDIANT
DORTITINEHELE T FEDOEEIF Ty hEICE D=0 ERZTTUTIL 7ONT1 = H D27y hNCHTHERIN
BILTHIHZBEZTDTYMIHETNTLESCCISFELTLIEE LY,

from unreal import EditorAssetLibrary, MateriallnstanceConstant

HIRTOYTITINAVREAVR 7y b EEE
all_asset_names = EditorAssetlLibrary.list_assets(“/Game/”, True, False)

HIBELIVZADTRTOT Y b IBELIETL I MU SO—R
material_assets = []
for asset_name in all_asset_names:
loaded_asset = EditorAssetlLibrary.load_asset(asset_name)
if loaded_asset.__class__ == MaterialInstanceConstant:
material_assets.append(loaded_asset)

#BE—T7tvbDBIIL—T1
asset_consolidation = {}
for i in range(?, len(material_assets)):
name = material_assets[i].get_name()
if not name in asset_consolidation:
asset_consolidation[name] = []
asset_consolidation[name].append(i)

#E—TtY rOBRERE
for asset_name, assets_ids in asset_consolidation.iteritems():
if len(assets_ids) < 2:
continue
EditorAssetlLibrary.consolidate_assets(material_assets[assets_ids[0]], [material_assets[i] for i in assets_ids[1:]])
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=y ATV OEEEISREDBFEONREZDFT T ROAIF. T—ILROERMUEIC BIFOXXTrv T Xvyia

TEYIDEHLWRRT v D Xya PO ZAR—2F 2V TIVIERT)TRTE, el HILAER T 27 0 X DR] &tz
Movablel ICRELET (VR TLRHIZDOA T U b ERIETET B LIICTEHDICHE),

from unreal import EditorLevellibrary, StaticMeshActor, ComponentMobility, Rotator, Vector

HEATHLWRETr v Xy>a FUOREZAR—>

new_actor = EditorLevellLibrary.spawn_actor_from_class(StaticMeshActor, Vector(?, 0, 0), Rotator(o, 0, 0))

#RETAwY XyPa 7ybhzO—R
static_mesh = EditorAssetlLibrary.load_asset(“/Game/SM_Test”)

HFLWTIRDRRT 4w XyPa AVR—RY N ERE
new_actor.static_mesh_component.set_static_mesh(static_mesh)

#FLWTIRDIRIL (T—ILR TIORSAFT—TRRINBZTIRDTHFIAL) ZHRE
new_actor.set_actor_label(“Actor spawned from Python”)

# 7O DR EME% Movablel ICEE
new_actor.root_component.set_editor_property(“mobility”, ComponentMobility.MOVABLE)

=2 D&iE L

BIDZECTHHALILED . DAXNIDY—2ld RO—O—I)LZHIBL T/ T4 —<Y >R %A LT 570 DENT-FETT, RO

TIECIREDLANILIZCEEN S LD Bolty TIEFZINRNTDRE T v Xwia POREEFHNICI—LET,

from unreal import EditorLevellibrary, EditorScriptingMergeStaticMeshActorsOptions
from unreal import MeshLODSelectionType, StaticMeshActor

# LARILHICH B 251D Bolty THREDIRNTDRAR TV Xya FUREEE
actors = EditorLevellibrary.get_all_level_actors()
actors_to_merge = [a for a in actors if a.__class__ == StaticMeshActor and a.get_actor_label().startswith(“Bolt”)]
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merge_options = EditorScriptingMergeStaticMeshActorsOptions()
merge_options.base_package_name = “/Game/SM_MergedActor”
merge_options.destroy_source_actors = False

merge_options.new_actor_label = “Merged Actor”
merge_options.spawn_merged_actor = True
merge_options.mesh_merging_settings.bake_vertex_data_to_mesh = False
merge_options.mesh_merging_settings.computed_light_map_resolution = False
merge_options.mesh_merging_settings.generate_light_map_uv = False
merge_options.mesh_merging_settings.lod_selection_type = MeshLODSelectionType.ALL_LO_DS
merge_options.mesh_merging_settings.merge_physics_data = True
merge_options.mesh_merging_settings.pivot_point_at_zero = True

# Xy TUREI—I LT AR—VENIT I 22805

merged_actor = EditorLevellibrary.merge_static_mesh_actors(actors_to_merge, merge_options)
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from unreal import EditorLevellLibrary, EditorStaticMeshLibrary
from unreal import StaticMeshActor, EditorScriptingMeshReductionOptions, EditorScriptingMeshReductionSettings

#LARNIHDRART v XySa FUREEE
actors = EditorLevellibrary.get_all_level_actors()

static_meshes = { a.static_mesh_component.static_mesh for a in actors if a.__class__ == StaticMeshActor }

HEARZTA4 YT Xwallxd3 LOD AR

for static_mesh in static_meshes
#% LOD ICX T BHIBDFRTE
settings = [EditorScriptingMeshReductionSettings(1.0, 1.0), EditorScriptingMeshReductionSettings(0.25, 0.6)]
# Xy aDF T ay BEYA A ZEBBHHEE T URIOBIROREZFERLET
options = EditorScriptingMeshReductionOptions(False, settings)
EditorStaticMeshlLibrary.set_lods(static_mesh, options)
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from unreal import EditorLevellibrary, EditorStaticMeshLibrary, StaticMeshActor, ScriptingCollisionShapeType

#LRNIVADRRT Ay T Xya 7RG
actors = EditorLevellibrary.get_all_level_actors()
static_meshes = { a.static_mesh_component.static_mesh for a in actors if a.__class__ == StaticMeshActor }

HIRTDRARZT Ay Ay alld) Y a > R%EB

for static_mesh in static_meshes
#26 BDRZ A RZ&L K-DOP B ZFEH
EditorStaticMeshLibrary.add_simple_collisions(static_mesh, ScriptingCollisionShapeType.NDOP26)
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