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Revit to Unreal Engine 4

» Save the element individually and
» Export to FBX format in Revit
» Using Blender for convert

Select the area of construction / defect l_l : I :



Unreal Engine 4
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. ,1'[ Unreal Project Browser =%

Choose a template to use as a starting point for your new project. Any of these features can be added iawby;tﬁdmglddfumumml*ﬂm Content Browser.
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settings for your project. Don't worty, you can change these later in the Target Hardware section of Project Settings. You can also add the

Select a location ffmyw,r pmdttn be stored.

Create Project

| Categorize the area by picking colors mnci
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Create lighting
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Welcome to Unreal Engine 4!
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