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Welcome to the Release Notes for OpenFlight To Unreal 1.0 converter 
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Known Issues

In the original O2U release, any project that was created after the O2U plugin was installed had 
kept a dependency to the plugin, which made it impossible to reuse created assets without having 
the plugin installed. This issue is now fixed.

.

The OpenFlight to Unreal installer may not be able to find the install location of Unreal Engine. 
In that case, the user will have to fix the situation using the following procedure:
.

Manually copy the plugin from a computer that already has Epic Games installed

Copy the DatasmithOpenFlightSetup folder from :
C:\Presagis\OpenFlight_To_Unreal_1_0\plugin . 
.
Paste the folder in : 
C:\Program Files\Epic Games\UE_4.24\Engine\Plugins\Enterprise

..

OpenFlight to Unreal needs DirectX to be installed on the host machine. Installing DirectX or UE4 
should solve this problem.

.

Some RGB texture files have an alpha channel that is not picked up by Unreal. 
Re-exporting them in RGBA should fix the issue.
.
Some models using transparent textures may end up showing a halo in Unreal. 
Adjusting the Material for this texture in Unreal may fix this issue.
.
The DDS image files for the Terrain are not supported by Unreal. 
Only 32-bit floating-point DDS is supported.
.
The maximum number of LODs allowed in Unreal is 8. 
The converter will clamp the LOD count to 8 and ignore the coarsest LODs over 8.
.
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Some special characters in filenames are removed by Datasmith, such as the pound sign. 
For example, F1#Starlight will be exported as F1_Starlight.udatasmith.
.
Light points will not be processed to Datasmith. This feature is not yet supported.
.

LOD nodes in the OpenFlight source database must contain "Switch In" values to be detected by 
the converter.
.
Default Metallic, Specular, and Roughness are set through the Master Material, hence they are not 
yet configurable per instance.
.
Transparent materials don’t have PBR properties. These material properties can be set by hand 
after the Datasmith import.
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Portions of this product use Presagis OpenFlight API.
.

Portions of this product use DatasmithSDK which is made available by Epic Games for all Unreal Engine 
users.
See https://docs.unrealengine.com/en-US/Studio/Datasmith/Overview/index.htm for more information. 

Portions of this product use FreeImage v3.17.0.0 which is subject to the FreeImage Public License Version 
1.0. 
You may obtain a copy of the License at http://home.wxs.nl/~flvdberg/freeimage-license.tx. 
You may obtain a copy of the Source Code form of FreeImage at http://freeimage.sourceforge.net/.

Portions of this product use LibRaw v0.17.a1 which is governed by GNU LESSER GENERAL PUBLIC 
LICENSE.

https://docs.unrealengine.com/en-US/Studio/Datasmith/Overview/index.htm
http://home.wxs.nl/~flvdberg/freeimage-license.tx
http://freeimage.sourceforge.net/


Copyright

© 2020 Presagis Canada Inc. and/or Presagis USA Inc. All rights reserved.

All trademarks contained herein are the property of their respective owners.

PRESAGIS PROVIDES THIS MATERIAL AS IS, WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESSED OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE.

Presagis may make improvements and changes to the product described in this document at any time 
without notice. Presagis assumes no responsibility for the use of the product or this document except as 
expressly set forth in the applicable Presagis agreement or agreements and subject to terms and 
conditions set forth therein and applicable Presagis policies and procedures. This document may contain 
technical inaccuracies or typographical errors. Periodic changes may be made to the information 
contained herein. If necessary, these changes will be incorporated in new editions of the document.

Presagis Canada Inc. and/or Presagis USA Inc. and/or its suppliers are the owners of all intellectual 
property rights in and to this document and any proprietary software that accompanies this 
documentation, including but not limited to, copyrights in and to this document and any derivative 
works therefrom. Use of this document is subject to the terms and conditions of the Presagis Software 
License Agreement included with this product.

No part of this publication may be stored in a data retrieval system, transmitted, distributed or 
reproduced, in whole or in part, in any way, including, but not limited to, photocopy, photograph, 
magnetic, or other record, without the prior written permission of Presagis Canada Inc. and/or Presagis 
USA Inc.
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