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Abstract :

UES5 is short for Unreal Engine 5, developed by Epic Games. It has been widely recognized by users

and media for its excellent fidelity and flexibility in next—generation game creation. In particular, the

built—in MetaHuman system has been updated in Unreal Engine 5.6. This paper mainly aims to explore

how the updates of the new MetaHuman system have changed the production of animation—grade

digital humans, and analyze how to integrate 3D animation model resources across multiple platforms

and unify model standards in the new environment. Furthermore, it explores cross—platform back-end

animation production, bringing more innovative possibilities for the integration of UE5.6 MetaHuman

into the traditional 3D animation production pipeline.
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