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1. Overview | FIE

VIZUAL ORDER Datasmith Exporter is a Blender addon that bridges BONSAI (formerly BlenderBIM) and
Unreal Engine 5. It converts IFC architectural models directly into the Datasmith format (.udatasmith

+ .udsmesh), preserving geometry and PBR materials with textures, and enriching each element with custom
metadata — all without requiring Twinmotion or Autodesk tools.

VIZUAL ORDER Datasmith Exporter /%. BONSAI & Unreal Engine 5 &/ D% < Blender 7 K7 > T, IFC #&EE
7 /L % Datasmith 72zt (udatasmith + .udsmesh) (CZHil. PBR Y7 U T/l « 7OXF v 7 tF L DOEFEZICHI X
LXZF—XE(15 (L F 7, Twinmotion 4> Autodesk Y —/LIZTTZE T,

Key Features | #1468k

N S - S
o

€ Datasmith Export Direct IFC - UE5 pipeline IFC - UES Ei&ENA TS50 >

~  Custom Metadata Free-form key/value on any mesh i YYANOREGF /N 2
g Value Types Text, Integer, Float, Bool THEFRL - BE - NE T
% Templates Save & reuse metadata sets tv bORE BRI
% Bulk Apply Copy metadata across objects BRA T U bA—IEER
% CSV /JSON II0 Spreadsheet-driven metadata 2Ty RS — hEH
% Global Metadata Scene-level shared properties S=YHBIONT 1
\. IFC Override Override any IFC property value IFCEDQ LEE

2. Requirements | EN{EIRIE

5.0 ['4 Tested — Lower versions will be documented as confirmed. / 5.0
BERRES — T/N— 3 Y I3HERREBRTE

BONSAI (formerly BlenderBIM)  Optional — required for IFC data / IFC & — £ ICINE

Blender

Unreal Engine 5.x with Datasmith Plugin enabled

Operating System Windows / macOS / Linux

3. Installation | T2 X =L
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Steps | FlE
e Download vizual _order_datasmith.zip —zIP Z 77 /L # X0 > 0— F
e Open Blender - Edit - Preferences — Add-ons — Blender - #3% -~ 717 7L >X - ZRFF> ZH<
e Click "Install..." and select the ZIP file — /7> X ,—/L...y 2w TZIP Z#EHR
« Enable "VIZUAL ORDER Datasmith Exporter" — /VIZUAL ORDER Datasmith Exporter) % &i/#

e The VIZUAL ORDER tab appears in the N-panel (View3D sidebar) — View3D %+ ~F/1'— (N /VZJL) I
VIZUAL ORDER X Z'F&n3d & d

4. Panel Structure | /N JLEERE

VIZUAL ORDER Main export panel XA VTP AR—EINZRIL
MetaData Per-object metadata editing FT2 0 MARA R T— R iwEE
Templates Save & load metadata sets T — hDRTF LTINS
Import | Export Metadata CSV and JSON file I/O CSV * JSON 7 7T JLAHEH
Global Scene Metadata Scene-wide shared properties = HBIONT 1
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5. Usage | fELVE

5.1 Exportto Datasmith | TV X K—F

Select the VIZUAL ORDER panel in the N-panel. Verify mesh count and IFC status, then click Export to
Datasmith. Choose an output folder and set the Scene Name. Toggle Include IFC MetaData as needed.

N /VZ/LD VIZUAL ORDER /YZILERE. X v a#E IFC X 7—X X &M%, Export to Datasmith 21 v 2,
BHOZ#NZEERL To—2FERELF T,

Import in UE5 | UE5 TDA »7R— b

In Unreal Engine 5, go to Import — Datasmith — File Import and select the generated .udatasmith file.
Unreal Engine 5 T 7 >7— ~ - Datasmith — 7 717/L1T>F— F &R L. £ES#17= udatasmith 7 717/ E15E
LETS

5.2 Custom Metadata | h AR LARATF—4

Select a mesh object, open the MetaData panel, and click the + button to open the Add Custom Property
dialog.

Xw>a2Fd 7210 FE#ERL. MetaData /YZILEF T+ Ax>F21) w295 E Add Custom Property %7 700
IHFREINE T,

Dialog Options | 1 7AJ A>3 >
« Key Name — any name / EE D& i
 Type — Text/ Integer / Float / Bool
«  Apply to all selected objects — bulk mode / —#EE— K
e Quick Presets — Floor, Category, Material, Level, Zone, Type, Room, Phase, Owner, Tag

Rename: click the pencil ( %) icon to the left of any property name./ VX —LA4.! ZO/NF7 4 SEDHEF 1752
UwZ,

5.3 Bulk Apply | —}EJE—

Select multiple mesh objects, activate the source object (the one to copy from), then click Copy Meta —
Selected Objects. Optionally enable Overwrite existing keys.

EHDX w227 72T FEERL, JE—7T 7 722 M 7277 7121 TH'5S Copy Meta — Selected Objects
K> F# 21 w2, Overwrite existing keys TEEE+—D LE2F FHIFTEFF T,

5.4 IFC Property Override | IFC 7ANT 1 DA —N—F1 K

In the MetaData panel under IFC Properties, click the pencil icon next to any IFC value to override it for
export. Overridden values are highlighted in red. Click X to remove the override.

MetaData /V#/L®D IFC Properties 72> 3 > TIFC [BEEDHET 7 I1>5 201 v o3 EMEEZLEFTEFLET, &
FEADEIETFS N1 Z1 o X THELET
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5.5 Templates | 7> 7L —F

Set up metadata on an object, then open the Templates panel and click Save Current as Template.
Templates are stored inside the .blend file and survive restarts. To apply: click Load next to any template.
FIS T MCXZT—XEZTERE. Templates /Y& /L T Save Current as Template 220 w2, 7> 7L — &
.blend Z 7 1 /LAICIRFE SNBEBEOHFFINE To Load K> TEHF.

5.6 CSV /JSON Import & Export

CSV Import | CSV 1 7 R—

Open Import / Export Metadata panel — From CSV. Required columns: object_name, key, value. If
object_name is blank, the active object is used.

Import / Export Metadata /"% /L — From CSV., #i78%l: object_name, key, value, object_name H"EDHEEIE T2 T+
TF TS0 MBS,

object_name, key, value
Wall_01, Floor, 1F
Wall_01,Material,Concrete

Slab_02, Floor, 2F
Slab_02,Zone, Living

JSON Import | JISON o > R— bk

Format A (per object): top-level keys are object names. Format B (flat dict): applied to the active object.
FormatA (722 RFY) & Ry 7F—207 7220 &, FormatB (ZZw k) &0 FOrs 77220 MMIEH,

{ "wall 01": { "Floor": "1F", "Material": "Concrete" } }

JSON Export /| JSON I Y X7R— b

Exports all objects' metadata as Format A JSON. Use for backup, sharing, or version control.
FFTIL O FDXZT—LF Format AJSON TL O —Fo /WO T W« BE « /=23 2 EFICFHTEFET,

5.7 Global Scene Metadata/ ZO—/\JLAXF—3

Properties set here attach to the scene (not individual objects) and are exported as scene-level Datasmith
metadata.

CCTRELETO/NT 1 I1d>—>2EICT5 37 >—> L ~NJLD Datasmith XX 7—xE L TT O K —F3In&E
7

Key Example Value / {§

ProjectName Residence_Yamada
Client LLIFE %R

Address Tokyo, Japan
BuildingType Detached House
Phase Design Development
Architect HomesStructure
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6. Metadata in UE5 | UE5 TD XX 57— 3EH

After Datasmith import, metadata is accessible via:
Datasmith 72— . XZF—ZIFUFDHEZTT O EEITEFET

o Datasmith Scene Actor — Metadata tab
e Blueprint node: Get Datasmith User Data — 7/L— 21/ > ~_./— K Get Datasmith User Data
»  Python: unreal.DatasmithContentLibrary — Python X 2 1) =7 48/

7. File Output | 777 7 1 JLiBRK

output_dir/
SceneName.udatasmith <- Scene XML (metadata, actor tree)
SceneName_Assets/
Mesh_Wall_01.udsmesh <- Geometry (FRawMesh format)
Mesh_Slab_02.udsmesh

8. Pipeline Overview | IN\T 754 ViR

IFC File (.ifc)
| BONSAI
Y
Blender Scene
| VIZUAL ORDER Datasmith Exporter
%
.udatasmith + .udsmesh files
| UE5 Datasmith Import
\Y
Unreal Engine 5 Scene
| Pixel Streaming
Y
Browser / Mobile (VIZUAL ORDER SaaS)

9. Technical Notes | T X €

e Datasmith XML version: 1.1.0 | SDKVersion: 4.24E0

e Mesh format: FRawMesh (version=1, RAWMESH_VERSION=125), SHA1 hash
» Metadata prefix (internal): ds_meta: — stored as Blender custom properties

*  Global prefix (internal): ds_global:

e Templates storage: JSON in scene custom property vizorder_templates

e Material format: UEPbrMaterial with Expressions graph (BaseColor, Metallic, Roughness, Normal
textures supported) — VU 7/LFzl: UEPbrMaterial + Expressions 2= 7 (BaseColor, Metallic, Roughness,
Normal 72 X F + 31icy)
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10. Changelog | ZEEFE

Initial release — Mesh + IFC metadata + UEPbrMaterial (PBR textures), CSV/JSON 1/O,

LA templates, bulk apply, global scene metadata

— (included in 1.0.0)
— (included in 1.0.0)

© 2026 HENTONA Tomonari / HomeStructure
Part of the VIZUAL ORDER pre-construction BIM SaaS platform.
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