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Copyright Notice

© 2010. Dassault Systemes, All Rights Reserved.

This guide is delivered subject to the following conditions and restrictions:

CONFIDENTIAL - This document contains unpublished, confidential and proprietary information of Dassault
Systemes.

This document or any part thereof shall not be reproduced or transferred to other documents or formats,
disclosed to others or used for any purpose other than that for which it is furnished, without the prior written
consent of Dassault Systémes.

It shall be returned to Dassault Systemes upon request.

Dassault Systemes is a registered trademark of Dassault Systemes.

All other trademarks belong to their respective owners.

DELMIA is a registered trademark of Dassault Systémes SA.

-3-
Animation Exporter (AE9) — Implementation Guide — v5.8
© Dassault Systemes 2010 — Do not reproduce, copy or use without a license from Dassault Systemes




5

DASSAULT
SYSTEMES

About Animation Exporter

What is Animation Exporter

Animation Exporter is a translator that exports animated character from Virtools to DELMIA using the
DELMIA manikin, with this tool we can:

e Animate the DELMIA characters with movements from real human beings
o Animation Exporter enhances design collaboration, providing the capability to import into
DELMIA animations recorded by the Motion Capture System.
e Higher quality, more realistic, faster human simulations
o No need to re-design the animations, movement integrity is ensured by the application
e Complementary approach to confirm human simulation
o Allows to verify, with real operators, the quality of the animations & processes designed in
o DELMIA

WORKFLOW Reminder

Std function

T @

Import an animated character
inta Geometric Model

Import Geometric Models
(3DXML) into Virtools

Expornt Geometric
Models and Manikins
from DELMIA

Import and Replace the

Manikins in Virtools
Import the positions fi
to create a replay in
DELMIA
AE9 l @ AE9
Export the new Duplicate animated
animation to the animation using imported
positions file Manikin
Note
MCS = Motion Capture
System (VICON for example)
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Export Geometric Models and Manikin from DELMIA (AI9 function)

The function to export manikin is removed in Al9 from Drop7. The Manikin will be exported
when you exporting the positions in DELMIA and these Manikins are used to replace the
Manikins in geometric model when you import the positions file into Virtools.

Import Geometric Models (3XML) into Virtools (Virtools function)

Import an animated character created by MSC into geometric model

Import and Replace the Manikin in Virtools (Al9 function)

It is available to replace the Manikins by importing the positions file in Al9 from Drop7
Duplicate MCS Animation using imported Manikin (AE9 function)

Export the new animation to the positions file (AE9 function)

Import the positions file to create a replay in DELMIA (AE9 function)

Place the manikin on right position even after anthropometry changes (AE9 function)
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Animation Exporter deliverables

The Animation Exporter deliverables are provided as an executable package including the following
functions:

1. Duplicate animated character with DELMIA Manikin

A building block named “CloneAnim” to duplicate animated character with DELMIA Manikin

2. Export the new animation to the positions file

Export the new animation to the positions file

Animatin...rE

Function to import the positions file into DELMIA and create a replay in DELMIA

3. Import positions file into DELMIA

Animatin...rE

K

Function to change the origin of the manikin & to set it to the required position

4. Place the manikin on right position after anthropometry changes

1 and 2 capabilities can be accessed through the use of a Virtools Toolbar and 3 and 4 can be accessed
through DELMIA V5.
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Duplicate animated character with
DELMIA Manikin

This function is to duplicate an animated character with a DELMIA
Manikin

1. Import animated character

® |n Virtools launch menu “File->Load Composition” to launch a panel

Open
Laok in: I |- Only Character_1 LI - &k Ea-
= 2 |ﬁ FirstYican&nimation
My Recent
Documents
Desktop
My Documents
tdy Computer
Q File name: || LI Open I
My Metwork  Files of tupe: IViltooIs Campasition [*.cma) ;I Cancel |
Places I Open az read-only
A

® Select the path and input a file name in “File name” field to load the composition that includes
animated character

® Press “Open” to load animated character

O A global animation contains a animated character
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: D:Ywurk_dsk01 DEVIBPA DEVWAES\TestData\001 4 -sce

2. Import Geometric model and DELMIA Manikin
® Go to Resources/Import file to import geometric model from the 3dxml that is exported from DELMIA
@ using options as following panel to import 3dxml:

| 3D XML import options

0.1

Mo cut

Maone

Twa-sided lighting shader

Propagate

® Go to Resources/Import file to import positions file with Manikin from AI9Replay and Al9Manikin that
are exported from DELMIA
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VIBPA DEVMAE9\TesiDatal0014 -scenarioWiconDataTo3DVIADelmiaSampleDS.cmo.

Eqon  Help

@O A global animation is created

3. Duplicate animated character with DELMIA Manikin

® Select a Manikin that you want to use to in duplicating animated character and create a Script on the
selected Manikin

® Go to Schematic and create a “CloneAnim” Building Block on the selected Manikin

o) |. Play Global Animation |
Priority =0

= Jadk Seiipt
| Jack

Priority=0

® Give the first inputs to “CloneAnim" Building Block is a global animation containing animated
character
-9-
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[ Edit Parameter

Cancel

® Give the second input to “CloneAnim” Building Block is the name of the new clone animation you
want to create.

Edit Parameter

Duplicated Animation

® Run the Building Block

@ A Clone animation is created in Virtools under “Level Manager->Global Animation”.
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Export the new animation to positions
file

To export the position data of the animation from Virtools.

1. Keep the animations that you want to export to DELMIA and delete all other animation in the “Level
Manager->Global Animations”

Replay.1
‘oon recorded animation 0

Delete Delete

Editors Options

3. Give the name of the .Al9Replay file in the dialog box.

Save in: ﬁ j - lﬂ_uF ,
My Recent
Documents
Desktop

fly Documents

My Computer
-
g File name: [TenELMI A A1 3Reeplay | Save
hitve hla el Save as fype: I(F-NQHE play) _'I Cancel |

4. Export animation to a positions file with a suffix "Al9Replay"
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Import the positions file and create a
replay in DELMIA

N

Animatio.

...
Bl

B AP REOE ST aSSARA0NA 8 DIIATIM . A it s -
— - R L SR AANE DIANNANANRE. S LUSIAN el

DT LY T T T )

LT )

Al9Replay
\_/

1. Launch DELMIA.
2. Open the model which is used to create 3dxml.

a. The model needs a reply that contains animation of one Manikin

il
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\
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&
@
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-
il
X
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k)
=
&
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A=A R o BESYN WTESAASBE0BEE 8 taplh Sl
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T

3. Launch the command "Animation Exporter"

-12 -
Animation Exporter (AE9) — Implementation Guide — v5.8
© Dassault Systemes 2010 — Do not reproduce, copy or use without a license from Dassault Systemes




Animatio...[X)

4. Select the positions file which is exported from Virtools to create a replay in DELMIA

Open
Look in: |@AE9 j = EF v
'2 [ ToDELMIA, A19Replay
by Recent
Documents

Deckiop

My Documents

My Computer

File name: [TaDELM A Mg Freplay | Dpen |
= Filez aftype: |N9Repla\r file (¢l 9Replay) j Cancel

[~ Open as read-only
Ry Bla el

[ Show Preview

5. Anew replay is created

=Applications

S=Replay
-+ Replay.1

— =% DuplicatedAnimation

6. Play the imported animation
a. Click on the “simulation” toolbar
b. Click “Replay” button

c. Open “Replay Options” to select the newly created animation.

K4 H 1M » P — 0 =l & Hame

Activity Type | Enabled

Text Message  MNfA
Feplay @ Vewsort A

d. Now use the “play” button.
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Product3 (Product3.1)
N product? (Product2.1)
=% Floor (Floor.1)

roductl (Productl.l)
" Manikin (Jack)

~Applications

Replay
=% Replay .1
- DuplicatedAnimation

Replay Options

Name.

s

EHMGL Y REEIEE

|puplicatedanimation
[ Time

AER FE

| 4825

TR T TR A 5]

[ B

|

D@8 T R @ BABY “EESRAASBA0

@ HPHES M D

17 e

J

£ %4

Select a replay or play the selected one [

=]
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Place the manikin on right position
after anthropometry changes

Iw-v—uu—.-vn--o-m- -
. a &R

S§PéNONY

&
3

_PRsOsS-ug po

Ground/off
set

1. Launch the “AnimationExporterOrigin” function

Animatin...rE

L *“'R

Modify Origin of M... [ |[X]

—Manikin in Replay
Manikin| |
Replay
—Height
@ Ground I
21 Offset

—Replay Mame

Namel

o Ok I GCancell
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2. Select the following
a. Scenario 1
i. Manikin (directly or from the spec tree)
i. The imported .Al9Replay (from the spec tree)

iii. Check the ground check box & give the reference surface (directly or from the spec
tree)

iv. Enter a name and click OK

v. New Replay is seen in the spec tree

B 2ot SmaTeam Fde Edt  Vew Inset  Took  Window  Analyze

B X BE%W 2 E

*’?5 z o"@%‘ ?ﬂ@?ﬂiﬁ(-‘

A

53 S ok | 9 concel]
D@8 . 9 R 6 B0 NHEHEI3QQL ‘
Select ]

The manikin is repositioned to the reference selected i: e: Ground
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b. Scenario 2
i. Manikin (directly or from the spec tree)
ii. The imported .Al9Replay (from the spec tree)

iii. Check the offset check box and give a positive or a hegative offset

Modify Origin of M... [ |[X]

—Manikin in Replay

Manikin| 1ack

Replay | puplicatedanimation
—Height

) Ground

@ Offset ||:|.|:u:|nn|:u:| E]

—Replay Name
Mame| Offset|

@ CK I ﬂCancell

iv. Enter a name and click OK

v. New Replay is seen in the spec tree

ELMIA V5 - [ProcessDeplacement.CATProcess]
Insert Tools ‘Window  Analyze  Help

SmarTeam File Edit  Yiew

IEBELGEBIBHA0 - BA D200

tart

@

&
&

R @ B uEEBARXS  Fuw

1 element selected | = | =)

The origin of human in the replay is modified by the offset you set in the function
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