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SUPPORTED PLATFORMS
Supported Platforms

AMD Radeon ProRender Game Engine Importer for Unreal Engine requires OpenCL™ 1.2 or higher.

Software

AMD Radeon ProRender Game Engine Importer for Unreal Engine can be used with any CAD software
with AMD Radeon ProRender add-in/plug-in that supports the export of AMD Radeon ProRender scene
files. (See here for AMD Radeon ProRender for SOLIDWORKS User Guide)

e Dassault Systéemes SOLIDWORKS® 2016 or higher (See here for updates about additional
supported applications)

e Unreal Engine® 4.17 (Available here)

e AMD Radeon™ ProRender Game Engine Importer for Unreal Engine (Available here)

Operating System

AMD Radeon ProRender Game Engine Importer for Unreal Engine is designed to support the following
Microsoft Windows® platforms:

e Microsoft Windows® 10 (64-bit)

Additional VR Requirements

For professional graphics card users working with CAD, VR, and GPU accelerated rendering, AMD
suggests the Radeon™ Pro WX 7100, and recommends the Radeon™ Pro WX 9100. See here for more
information.

e PCsupport for SteamVR™ can be determined using this tool.
e PC support for Oculus Rift can be determined using information and tools on this site.
¢ VR headset and associated software supported by Unreal Engine —HTC VIVE™ or Oculus Rift.

Compiling Standalone Unreal Engine Applications

Install Microsoft Visual Studio® 2017 Community Edition —a free download available from here.
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https://pro.radeon.com/en/software/prorender/
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https://www.visualstudio.com/vs/community/

LAUNCH UNREAL ENGINE

Step 1: Launch Unreal Engine VR Template

Launch Unreal Engine 4.17 from the Epic Games Launcher.

@ UNREAL ENGINE

Engine Versions 65.8 GB

Grab the source on GitHub Latest Release Notes

4.14.3 4.15.3
= =

4.18.2~
(Launen |- (|-

My Projects

Select the “New Project” tab and choose the “Virtual Reality” Blueprint template and the "With Starter
Content"” option selected. By clicking "Create Project” you will now enter the Unreal Engine Level Editor.

AL Unifeal Project Browser

Projects New Project

Choose a template to use as a starting point for your new project. Any of these features can be added later by clicking Add Feature or Content Pack in Content Browser.

8 Blueprint g C++

2 = By (=
L. o - B [ A
Cag »E .

Blank First Flying Puzzle Rolling side
Person Scroller

.a.’: 7"!.. A;, ‘%\

2D Side Third Top Down  Twin Stick Vehicle
Scroller Person Shooter

e
% Virtual Reality

Choose some settings for your project. Don't worry, you can change these later in the Target Hardware section of Project Settings. You can also add the Starter Content to your project later

using Content Browser.
R e /ﬁ\

Desktop / Console Maximum Quality With Starter Content

Select a location for your project to be stored.

C:\Users\AMD_TR_WX9100\Documents\Unreal Project - | ProRenderimportforVR

Folder Name

Create Project,

Creates your new project in the specified
location with the specified template and name.
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CONTROLLER MAP 3
Step 2: Open Motion Controller Map

Using the Content Browser in the lower left corner, double click in on the “VirtualRealityBP" folder...

% Content » VirtualRealityBP »

...then select the “MotionControllerMap”, which will open in the Level Editor window in the proper
environment for using VR motion controls for teleportation and picking up and dropping objects in VR.

» VittualRealityBP » Maps »
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VERIFY PLUG-IN READINESS “
Step 3: Verify Plug-In Readiness

Verify that the AMD Radeon ProRender plug-inis installed and enabled by clicking “Edit...Plugins” from
the Level Editor toolbar, then “Importers” from the list of plugin categories. “Rprsimporter” should be
installed and enabled ("Enabled” must be checked).

Radeon ProRender Game Engine Importer [l
upport enporting Radeon ProRender scene fe
RADEON

[

P10 o 1 1 1 [ [ [ = (@

-

it
a o

m_.;"

New Plagin

; New plugins are available
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IMPORT PRORENDER SCENE _
Step 4: Import AMD Radeon ProRender Scene

In the "Content Browser" pane in the lower left corner of the screen, click the “Import” button, and
choose any AMD Radeon ProRender scene, which is a file with the “.frs" file extension. You may also use
the “Import RPRS" button on the toolbar to invoke the same operation.

AL HOnGOntNErAaD) )
File  Edit Help

) - - A G N p A
= N b = - 3 .7 - - 'S -
q A «f s [mpotRPAS | Bluprints  Ginematios | Buld Play
Recerty laced
[ pasic

Lights. @ import
Cinemati
emene < v > ThisPC » Documents > ProRender FRS files
Visual Effects
Organize »  New folder

Geometr, ~

Y A Name Type
Volumes st Quick access

[ Desktop
¥ Downloads

[ 47743-02 RP PACKER f15 r FRS File

N [7] 52503-03 DHPP 2.frs FRS File
v “ [11 52503-03 DHPP 215 FRS File
[& Documents [ 52503-03 DHPP 4.frs FRS File

* 5] 52503-03 DHPP 200K iterations PNG File
Newegg [5] 52503-03 DHPP high PNG File
PG-47743-02 RP [ BPA AMD_SW103_medium.frs M FRS File
[7] BPA PGAT743-02 RP PACKER lowfrs M FRS File
[] Bracketfrs 2 M FRS File
[ case flipper_highquality AM PNG File
a OneDrive [] NeweggVideo.frs ¥ FRS File
[ NeweggVideoShoot.frs 49 AM FRSFile
[] PalatovCarfrs 2 M FRS File
[ PG-52503-03 DHPP lowrs FRS File

All Classes

=] Pictures

Radeon Relive

Webinar

[ This PC
“J8 3D Objects
[ Desktop
|5 Documents
& Downloads
D Music
&) Pictures
B AddNEw > SaveAll € 5 | £ Content 8l Videos

i Windows (C:)
¥= Yritters - [EETEIERS

o Network
Build -

) Map Build \\' w
y‘ R é R e

v

File name: | PG-52503-03 DHPP lowfrs \,‘ All Files (*.sat;™ 3drep;” 3dkeml™. v

Caneel
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EDIT OBJECT BLUEPRINT | 6
Step 5: Select Import Options

Choose the AMD Radeon ProRender import options via the dialog box. Selecting "All” for the “Combine”
option will merge all the parts and assemblies of the CAD model to create a single object (aka a mesh
actor) in Unreal Engine. Selecting “Top Assemblies” for the “Combine” option willimport top level
assemblies from the CAD model as distinct static meshes in Unreal Engine. Choosing the “Combine All”
option is recommended for Unreal Engine beginners and offers the fastest path to VR visualization and
manipulating your model as a single monolithic object.

Level BWotionGontrol ervap

[ SaveAll & 5 | & Content » VirtualRealityBP » Maps »
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EDIT OBJECT BLUEPRINT

Other Import Options
Two Sided Materials

Check this option if both sides of a CAD surface need to be viewed in Unreal Engine (i.e. exposed sheet
metal). This option can also help in cases where the original model in SOLIDWORKS had problems with
surface normals which can sometimes happen with parts that are imported as surfaces.

Scale Factor

The X, Y, and Z coordinate values of the CAD model are multiplied by this number. The default setting of
100 scales a SOLIDWORKS CAD object to align with the Unreal Engine coordinate space and is accurate
to human scalein VR.

Flip Windings
This setting can be used in cases where all surface normal are inverted and may fix cases where, for
example, reflections are incorrect.

Import Lighting
If checked, the lights defined in the AMD Radeon ProRender scene will be imported and translated into

Unreal Engine lights. For most beginners, the default lighting in the Unreal Engine Virtual Reality
template should be sufficient for VR viewing.

Use Blueprint

If checked, a Blueprint is created for the imported object. Thisis recommended, as Blueprints simplify
the process of assigning gravity, physics, interactions, and other behavior and appearance properties of
mesh actors.

Use Dynamic Physics

If checked, imported meshes will have physics properties enabled by default. Physics can also be
enabled/disabled in the Blueprint for each mesh actor.

Convex decomposition

If checked, Unreal Engine will attempt to create a more precise collision zone that conforms to the
geometry of the mesh. If unchecked, Unreal Engine will use a simpler bounding box to define the collision
zone for the imported object. Convex decomposition is useful for surfaces that have openings that need
to be traversedin VR (i.e. a door in a wall or a hollow opening in an object.)

\/ Note: Convex decomposition requires additional computations during import but more
importantly it can also impact runtime performance, so this option should be used sparingly.
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EDIT OBJECT BLUEPRINT

Visual Effects
[

4 Options

I Add New ~ B Save Al € = Content » VirtualRealityBP » Maps »

¥= YFilt

W)
A

All attributes affecting material appearances (color, texture, refractivity, reflectivity, specular properties,
etc.) assigned in the CAD application are automatically translated into Unreal Engine material shaders.

Factors that affect the duration of the AMD Radeon ProRender import process include the size and
complexity of the geometry of the object, the number and complexity of materials contained in the
object, and whether convex decomposition is enabled.
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EDIT OBJECT BLUEPRINT | 9
Step 6: Edit the Object’s Blueprint

The imported AMD Radeon ProRender asset opens by default in Unreal Engine Blueprint Editorina
separate window on top of the main Level Editor window. The Blueprint is where a mesh actor’s
appearance, interactivity, and physical behavior attributes are defined. Select the “CombineAll” static
mesh component in the Components pane in the upper left corner of the Blueprint Editor window to edit
the attributes of your imported AMD Radeon ProRender object.

4 Add Component -

Debug Filter

= clp
mpon <
- a sV J" > B rPRscene TribtechCamera~ [fe)
sav 5 Play
self)

CombineAll (Static Mesh Component)

StaticMeshComponent is used to create an instance of a
UStaticMesh.

Astatic meshis a piece of geometry that consists of a static set of
polygons. o NENEN -

10 Jio KN

00cm J0.0cm

@see htips://docs.unrealengine.com/latest/INT/Engine/Content/
Types/StaticMeshes/

@see UStaticMesh

Source: This Blueprint

Mobility: €>Movable

M Iy Blueprint Asset: CombineAll

Macros
4Variables
4Components

iciw 5

blacktighgtoss
€0
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SET PHYSICS AND GRAVITY

Step 7: Set Physics & Gravity

With "CombineAll” in the Components pane still highlighted, move to the Details pane on the right side,
navigate to the Physics section (just below Materials) and check the “"SimulatePhysics” option. (This box
may already be checked if "Use Dynamic Physics” was enabled during import.)

\/ Note: Gravity can be toggled for the object.

¥ B D . -

Debug Filter

iy Bfieprint

Ak~ TS © -
s

b Materials

4 Physics

If true, this body will use sir where it is told.
For a Skeletal Mesh Componer o P igned on the SkeletallMesh asset.
Macros. For a Static requires simple setup on the StaticMesh asset.

*f ConstructionScript

Event Dispatch 4 Collision

4Lighting

b Lig

4 Rendering
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COMPILE BLUEPRINT
Step 8: Compile the Blueprint

By pressing the tool bar at the top of the Blueprint Editor, “Compile” the Blueprint. The icon on the
Compile button will switch from a question mark to a green check.

- > B RPRScene TriMechCamerav [§8)

Debug Filter

4 Static Mesh
esh
© Event BeginPlay

© Event ActorBeginOverlap
© Event Tick

b Materials

Event Dispatchers

[Frcorcs - 8

4 Component Replication
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ALIGN OBJECT
Step 9: Align Object in Coordinate Space

Minimize or close the Blueprint Editor and switch back to the Level Editor. The imported AMD Radeon
ProRender asset will be located at the 0,0,0 position of the Unreal Engine coordinate plane, which places
half of the object above the floor and half of it below (this will depend on the location of the floor in the
scene). Raise the imported AMD Radeon ProRender asset above the Unreal Engine floor by selecting and
dragging the blue arrow up, or by entering a value (in centimeters) in the Z location of the “Transform”
section of the "Details” pane for the imported AMD Radeon ProRender object.

Search For Help
Blueprint

Recently Placed

s

Lights

Cinematic
Visual Effects
Geometry
Volumes
All Classes g i
. W
4+ Add Component ~ o7 Edit Blueprint~

oo T oo 1 oo~ I
S YK 2 K -

Level: MotionControllerMap (Pre!

AddNew~ & Import [BSaveAll € 9 |% Content » VirtualRealityBP » Maps »

Always Spavn, Ignore Collisions »

MapBuild |
Data e

AMD Radeon ProRender for Unreal Engine User Guide ©2018 Advanced Micro Devices, Inc. Allrights reserved.



ADD REFLECTION CAPTURE OBJECT

Step 10: Add Reflection Capture Object

The Unreal Engine Virtual Reality template has a default skylight defined, but a reflection map must be
added to the scene to ensure that reflective materials interact correctly with Unreal Engine lights. This is
especially important for not only glass and other glossy surfaces but also all metals; colors observed on
metals come from reflections, even if the material has a very rough surface. In “Visual Effects”, choose
one of the reflection capture objects...

o 20l S

ntent » VinualRealityBP » Maps » RPRScene_UnderwaterCamera LOW »
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ADD REFLECTION CAPTURE OBJECT

And drag the reflection capture object into the scene...

Eo 20 <[Ele e

\/ Note: AMD Radeon ProRender material appearances are automatically inherited by the asset’s
Unreal Engine reflection capture object.
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ADVANCED - GRABBABILITY

Step 11: “Play” The Scene in VR

With prerequisite VR software running (SteamVR for HTC VIVE and Oculus Software for Oculus Rift) and
headset and controllers tracking, “Play” the experience from the Level Editor toolbar in “VR Preview" for
viewing through an HTC VIVE™ or Oculus Rift VR headset.

\/ Note: There is a drop-down selector associated with the “Play” button. “VR Preview"” must be
selected from the list.

Import RPRS | Blueprints RMode | Build

Teleport around the scene using the thumb pad of the left or right HTC VIVE controller. Push and hold
the thumb pad to set the distance of the teleportation, and rotate your thumb around the thumb pad to
indicate which direction the player will be facing when the teleportation is complete. Release the thumb
toinvoke the teleportation.
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ADVANCED - GRABBABILITY

Pulling the trigger of either hand controller will invoke the “grab” action for that hand. The blue blocks in
the scene can be picked up and manipulated with physics interactions. A clenched hand can be collided
with the imported AMD Radeon ProRender asset, so the AMD Radeon ProRender object can be toppled
and moved in a limited fashion. For more advanced interactions such as grabbing the AMD Radeon
ProRender object, more advanced scripting is required in the Blueprint for that object.

Continue reading to learn how to enable “grabbability” of your imported object.

AMD Radeon ProRender for Unreal Engine User Guide ©2018 Advanced Micro Devices, Inc. Allrights reserved.



ADVANCED - GRABBABILITY

Advanced: Edits for “Grabbability”

Open the Blueprint Editor for the object that was imported into Unreal Engine via the AMD Radeon
ProRender Game Engine Importer. Inthe “Components” pane of the Blueprint Editor window, select the
“CombineAll"” object and drag it on top of the “"DefaultSceneRoot” so that “CombineAll” appears at the
top of the hierarchy.

Then select "DefaultSceneRoot"” and delete it.

WO @ m B

f Gonsirictin et
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ADVANCED - GRABBABILITY

Switch back to the main Level Editor window, select one of the “grabbable” blue blocks (aka
BP_PickupCube), and then choose “Edit Blueprint” for the block.

[ SaveAll €5 B Content » RPRScene UnderwaterCamera LOW » RPRScent

21

ferva
VE T
e v i 15603) 157(3) 7 260) 2
defaulty shplactic. defauly e — ic.48 i 65 defautpiasbe 67 defaulpl efaultpiasti. 9 PasichI | de) 1020 plastidhighglosolactiefiectivedlueg
vt ‘ 1 1 i it rcrmalmap e i
101t cted)
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ADVANCED - GRABBABILITY

In the "Event Graph” tab of the Blueprint Editor for BP_PickupCube, select the entirety of the
“EventPickup” and "EventDrop"” graphs, and copy those graphs to the clipboard, either using “Control-
C" or the right mouse menu “Copy"” option.
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ADVANCED - GRABBABILITY “

While still in the Blueprint Editor, toggle to the “Event Graph” tab of the object that was imported using
the AMD Radeon ProRender Game Engine Importer. Click on "Class Settings” in the main toolbar, then
add the “PickupActorinterface” to the “Implemented Interfaces” in the details pane on the right side of
the Blueprint Editor screen.

Right-Click to Create New Nodes.
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ADVANCED - GRABBABILITY

Paste the "EventPickup” and "EventDrop” graphs (from BP_PickupCube) into the "Event Graph” of the
object that was imported using the AMD Radeon ProRender Game Engine Importer.
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ADVANCED - GRABBABILITY “

Delete the nodes highlighted below —“Static Mesh Component” and “K2 Get Root Component” from the
“EventPickup” graph, and “Static Mesh Component” from the “"EventDrop” graph.
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ADVANCED - GRABBABILITY “

From the "Components” pane, drag two instances of “CombineAll” to the locations shown in the graphic
below, aligned with the “EventPickup” and “EventDrop” graphs.
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ADVANCED - GRABBABILITY “

In the "EventPickup” graph, use a “click-drag-release” action to attach the “CombineAll” node to the
“Target” field of the “Set Simulate Physics"” node.

Repeat the same action to attach the same “CombineAll” node to the “Target” field of the “Set Simulate
Physics” node.

In the "EventDrop"” graph, repeat the “click-drag-release” action to attach the “CombineAll” node to the
“Target” field of the “"Set Simulate Physics"” node.
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ADVANCED - GRABBABILITY “

Click the "Compile"” button on the toolbar to compile the Blueprint. If the compilation is successful, you
will see a green check appear over the toolbar button. You may now close or minimize the Blueprint
Editor window.

+
+
+
+
+
+
*
+
+
+
+
E
+
+
+
+
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ADVANCED - GRABBABILITY “

With prerequisite VR software running (SteamVR for HTC VIVE and Oculus Software for Oculus Rift) and
headset and controllers tracking, “Play” the experience from the Level Editor toolbar in “VR Preview" for
viewing through an HTC VIVE™ or Oculus Rift VR headset.

\/ Note: There is a drop-down selector associated with the “Play” button. “VR Preview"” must be
selected from the list.

.' @)=y

»>

b
[
>
>
»

Play this level in VR

Using the trigger control of the VR controller, you can now pick up, drop, or even throw the object
imported using the AMD Radeon ProRender Game Engine Importer. Holding the trigger control in the
activated position will keep the object in your virtual “hand” through any movements of your virtual
"hand”, and releasing the trigger control will release the object from your virtual grip.
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ADVANCED - VR APP 0o
Advanced: Building a Standalone VR App

Running the VR visualization using the “VR Preview" feature from the Level Editor is convenient, but VR
performance can be improved by compiling the Unreal Engine project as a standalone application that
runs independent of the Level Editor. Compiled applications built with Unreal Engine can also be
distributed to third parties, which is useful for sharing VR experiences with users who have a VR headset
but who are not familiar with how to use Unreal Engine. Finally, sharing a VR experience as a compiled
application obscures the precise coordinate geometry from third parties, which may be important for
protecting intellectual property associated with the original CAD model.

Begin by invoking a “Save All" of your Unreal Engine project.

Verify that the free Visual Studio 2017 Community Edition is correctly installed per the prerequisites at
the beginning of this document, and then take the following steps to build a standalone VR application.
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ADVANCED - VR APP

From the “File" menu, select “Package Project”, then choose "Packaging Settings...”

LN Rs:ene UndenwaterCamera LOV
Fdd Component

* CAEIED VSN BT
TS Y I XS
e
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L import [SaveAll €3 = Content » RPRScene.| _LOW » RPRScene.t

VE et~ [

s) " 1éE) 170 137(3) 18603) 157(3)
defaultpiasic 24 T — Itplastic_48 defautplastic. 65 defautpiasbe_ 67 dofaultplastc_BO defaulplasic.9( Pastch(T1 1020

subplastic 44

e i

PI’O] ect Project ID {DAFB6222-4CDT-6CCA-387E-DABAODCDA012) | ~ |

. Project Name Virtual Reality BP Game Template
» Description

Project Version 1.0.00
4 Publisher

Company Name

Company Distinguished Name

Packaging Homepage

Supported Platforms Support Contact
Target Hardware 4 Legal

Copyright Notice Fill out your copyright notice in the Description page of Project Settings
Game e

Asset Manager Privacy Policy
4 Displayed
Project Displayed Title
Project Debug Title Info

4 Settings
Audio

4 A

Should Window Preserve Aspect Ratio
Lelidz Use Borderless Window
Start in VR

Allow Window Resize Should the game attempt to start in VR, regardless of whether -vr was set on the commandline

Allow Close

_User Sett
End-User Settings Allow Maximize

[CH NN NN |

Gameplay Debugger Allow Minimize
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ADVANCED - VR APP

Check the options for “Desktop (Win+Mac+Linux)"” and “Windows" on the "Project — Supported
Platforms” page. Make sure that all other options are unchecked.

1[’ "3 Project Seiinge
All Settings

Project

Description
GameplayTags
ags Developer

Maps & Modes

Packaging
» Supported Platforms

Target Hardware
Game
Asset Manager

Engine

Al System

Audio
Collision
Console
Cooker

Crowd Manager

Verify that the "Compiler Version” in “Platforms — Windows" is set to match the version of Visual Studio

onyour system.

All Platforms

?

Android
Desktop (Win+Mac+Linux)
HTML5

i0s

Linux

Mac
PlayStation 4
Switch

tvOs

Windows

SO EEEEBRECOEDN
LaPbdeaali

Xbox One

(]

Select the supported platforms for your project. Attempting to package, run, or cook your project on an unsupported platform will result in a wamning

\/ Note: Microsoft Visual Studio® Community Edition is free and recommended.

1[’ "3 Project Seiinge

Platforms
Android
aterial Quality - ES2

Android Material Quali

Android SDK
HIMLS,

ial Quality - ES2
108 Materia| Quality - Metal
Linux

» Windows

Plugins

AVF Media
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Platforms - Windows

"]] These settings are saved in DefaultEngine.ini, which is currently writable.

4 Targeted RHIs
DirectX 11 (SM5)
DirectX 10 (SM4)
OpenGL 3 (SM4)
OpenGL 4 (SM5. Experimental)
Vulkan Mobile (ES3.1, Experimental)
OpenGL 3 (ES2)
OpenGL 3 (ES3.1, Experimental)
Vulkan Desktop (SMS5, Experimental)

4 Toolchain

Compiler Version

405 Info

4 splash

Editor Splash

EEEEEREQOA

Visual Studio 2017 =

Default
Visual Studio 2015

lisual Studio 2017
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ADVANCED - VR APP

Close the “Project Settings” window. From the “File” menu, select “Package Project”, then choose
"Windows", then choose “Windows (64-bit)".

You will be prompted to choose the target directory where you want the compiled application to be

saved.

@ Package project... X
<« v A » ThisPC » MNewVolume (D) » Users » micha » Documents » Unreal Projects » MyProject v O Search MyProject »
Organize = Mew folder Bz - o

~
Mame Date modified Type Size
7 Quick access
Config File folder
Deskto o
= P Content File folder
‘ Downloads s Intermediate File folder
Documents * Saved File folder
[&] Pictures »* Standalone VR app with grabbable camera File folder
For_Robert
GEl_screenshots
ProRender Content
Webinar_Deme
& Creative Cloud Files
& Onelrive
[ This PC
- USB Drive (F)
=¥ Network
Folder: | Standalone VR app with grabbable camera
Select Folder Cancel
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ADVANCED - VR APP 4

Unreal Engine will build, compile, and package the project automatically from this point. You may choose
to see the output log while the process completes.

Prpr— pr—
"

o Packaging project for Windows (64-bit
[ conce ] o

Helper: C n > b dule is ed n u time\ T .d olugin][ IHNFO]

Editor

E D COMPLETED #*#wissmin
TED #kkook ok

LETED *#hihnssnn

TED ok bk hokek

LETED *#hihnssnn

Enter console command

The contents of the target directory specified above contain everything necessary to run the application
(assuming that the target system has a compatible VR headset.) To launch the app, run the .exe file that
resides under the “WindowsNoEditor” directory.

9 = Application Tools ~ WindowsMoEditor _ O %
Home Share View Manage 0
&« v P <« micha » Documents » Unreal Projects » MyProject » Standalone VR app with grabbable camera » WindowsNoEditor v O Search WindowsMoEditor »
Documents & * MName Date modified Type Size
=] Pictures  # Engine 1/10/20189 File folder
For_Robert MyProject 1/10/2018 9 File folder
GE|_screenshots D Manifest_MNonUFSFiles_Winfd.bd 1/10/2018 Text Document 62 KB
ProRender Conts @ MyProject.exe 1/10/2018 9:47 PM  Application 156 KB
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ADVANCED - VR APP

Congratulations! You have completed the process of building a standalone VR application with
“grabbability” of CAD objects imported using the AMD Radeon ProRender Game Engine Importer.
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