SIMULATE PHYSICS GREYED OUT UES

TROUBLESHOOTING “SIMULATE PHYSIcS” GrReYED OUT IN UNREAL ENGINE 5

SIMULATE PHYSICS GREYED OUT UES IS A COMMON YET OFTEN PERPLEXING ISSUE THAT CAN HALT YOUR WORKFLOW WHEN
TRYING TO ADD DYNAMIC MOTION TO YOUR GAME ASSETS. THIS FRUSTRATING SCENARIO, WHERE THE “SIMULATE PHYSICS”
OPTION IN THE STATIC MESH EDITOR OR BLUEPRINT REMAINS STUBBORNLY INACCESSIBLE, CAN LEAVE DEVELOPERS SCRATCHING
THEIR HEADS. UNDERSTANDING THE UNDERLYING CAUSES AND KNOWING HOW TO RESOLVE THEM IS CRUCIAL FOR UNLEASHING THE
POWER OF UNREAL ENGINE'S PHYSICS ENGINE. THIS COMPREHENSIVE GUIDE WILL DELVE INTO THE MOST FREQUENT REASONS WHY
SIMULATE PHYSICS MIGHT BE GREYED OUT IN UE5, OFFERING PRACTICAL SOLUTIONS AND IN-DEPTH EXPLANATIONS TO GET YOUR
SIMULATIONS RUNNING SMOOTHLY. WE'LL COVER EVERY THING FROM ASSET SETTINGS TO BLUEPRINT CONFIGURATIONS, ENSURING
YOU HAVE THE KNOWLEDGE TO TACKLE THIS CHALLENGE HEAD-ON.
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UNDERSTANDING WHY “SIMULATE PHYsIcs” I1s Grevep OuT

THe “SIMULATE PHYSICS” oPTION IN UNREAL ENGINE 5 IS DESIGNED TO ENABLE REAL-TIME PHYSICS SIMULATIONS FOR YOUR
OBJECTS, ALLOWING THEM TO INTERACT REALISTICALLY WITH GRAVITY, FORCES, AND OTHER PHYSICS-DRIVEN ELEMENTS. \W/HEN
THIS VITAL OPTION IS GREYED OUT, IT SIGNIFIES THAT THE ENGINE HAS DETECTED A CONDITION PREVENTING IT FROM APPLYING
PHYSICS SIMULATION TO THE SELECTED ASSET OR COMPONENT. THIS IS NOT AN ARBITRARY LIMITATION; RATHER, IT’S A
SAFEGUARD IMPLEMENTED BY UNREAL ENGINE TO ENSURE STABILITY AND PREVENT UNEXPECTED BEHAVIOR OR PERFORMANCE
ISSUES. ESSENTIALLY, THE ENGINE IS TELLING YOU, “| CAN'T SIMULATE PHYSICS FOR THIS RIGHT NOW BECAUSE SOMETHING ISN'T
SET UP CORRECTLY.”

THE REASONS BEHIND THIS GREYED-OUT STATE ARE DIVERSE, RANGING FROM SIMPLE CONFIGURATION OVERSIGHTS TO MORE
COMPLEX INTERDEPENDENCIES WITHIN YOUR PROJECT. OFTEN, IT’S A SINGLE, OVERLOOKED CHECKBOX OR SETTING THAT’S
CAUSING THE PROBLEM. HO\X/EVER/ IN SOME CASES, A COMBINATION OF FACTORS CAN CONTRIBUTE. IT’S ALSO IMPORTANT TO
RECOGNIZE THAT THE PHYSICS SIMULATION IN UES RELIES HEAVILY ON THE UNDERLYING PHYSICS ENGINE, TYPICALLY CHAOS
PHYSICS, AND ITS PROPER INTEGRATION AND CONFIGURATION ARE PARAMOUNT.



CoMMoN CAUSES AND SOLUTIONS

\X/HEN ENCOUNTERING THE “SIMULATE PHYSICS” OPTION BEING GREYED OuT, IT’S BEST TO APPROACH THE PROBLEM
SYSTEMATICALLY. WE'LL BREAK DOWN THE MOST PREVALENT CULPRITS AND PROVIDE ACTIONABLE STEPS TO RESOLVE THEM.
THINK OF THIS AS A DIAGNOSTIC CHECKLIST TO GO THROUGH, ENSURING YOU DON'T MISS ANY CRITICAL DETAILS. EACH OF
THESE ISSUES, WHILE SEEMINGLY MINOR ON THEIR OWN, CAN BE THE SOLE REASON FOR YOUR PHYSICS SIMULATION BEING
UNAVAILABLE.

STATIC MESH EDIToRr ISSUES

THE STATIC MESH EDITOR IS WHERE YOU'LL OFTEN FIRST INTERACT WITH AN ASSET BEFORE BRINGING IT INTO YOUR SCENE OR
BLUEPRINT. SEVERAL SETTINGS WITHIN THIS EDITOR DIRECTLY IMPACT PHYSICS SIMULATION.

ASSET Is NoT SET To SIMULATE PHYSICS

THIS IS THE MOST STRAIGHTFORW ARD REASON. EVEN THOUGH THE OPTION IS GREYED OUT, IT IMPLIES THERE MIGHT BE A
PREREQUISITE THAT HASN'T BEEN MET. Y OU MIGHT BE LOOKING AT AN ASSET THAT HAS BEEN EXPLICITLY CONFIGURED NOT TO
USE PHYSICS. THIS IS OFTEN DONE FOR OPTIMIZATION PURPOSES FOR STATIC OBJECTS.

PHYsics AsseT NoT ASSIGNED OR INCORRECTLY CONFIGURED

FOR SKELETAL MESHES, A PHYSICS ASSET IS ABSOLUTELY ESSENTIAL FOR SIMULATING PHYSICS. FOR STATIC MESHES, WHILE
NOT ALWAYS STRICTLY REQUIRED FOR BASIC SIMULATION, IT CAN INFLUENCE HOW COMPLEX SIMULATIONS BEHAVE. ENSURE
THAT A VALID PHYSICS ASSET HAS BEEN CREATED AND ASSIGNED IF APPLICABLE. FOR SKELETAL MESHES, THIS IS NON-
NEGOTIABLE.

ComMpLEX COLLISION SETTINGS

THE WAY COLLISION IS SET UP FOR A STATIC MESH CAN DIRECTLY IMPACT PHYSICS SIMULATION. |F A MESH HAS A VERY
COMPLEX COLLISION SHAPE (E.G., USING MULTIPLE COMPLEX COLLISION PRIMITIVES OR AUTO-GENERATED CONCAVE COLLISION),
THE ENGINE MIGHT DISABLE PHYSICS SIMULATION BY DEFAULT TO PREVENT PERFORMANCE BOTTLENECKS OR INSTABILITY.
SOMETIMES, SIMPLIFYING THE COLLISION OR ENSURING IT’S SET TO USE CONVEX HULLS CAN RESOLVE THIS. YOU CAN FIND THESE
SETTINGS UNDER THE “COLLISION” SECTION IN THE STATIC MesH EpiTor.

MesH Is MARKED AS NON-COLLIDABLE OR STATIC

IN SOME CASES, AN ASSET MIGHT BE MARKED WITH FLAGS THAT INHERENTLY PREVENT PHYSICS SIMULATION. W/HILE LESS
COMMON FOR THE “SIMULATE PHYSICS” OPTION SPECIFICALLY BEING GREYED OuT, IT’S WORTH DOUBLE-CHECKING IF YOUR
ASSET HAS ANY PROPERTIES THAT MIGHT BE INTERPRETED AS STATIC AND UNMOVABLE BY THE PHYSICS ENGINE. THIS OFTEN TIES
INTO THE OVERALL COLLISION SETTINGS.

BLUEPRINT COMPONENT SETTINGS

ONCE AN ASSET IS PLACED WITHIN A BLUEPRINT, THE PHYSICS SIMULATION SETTINGS CAN BE CONTROLLED AT THE COMPONENT
LEVEL.

STATIC MEsH COMPONENT SETTINGS

\W/HEN YOU ADD A STATIC MesH COMPONENT TO A BLUEPRINT, IT INHERITS SOME PROPERTIES FROM THE ORIGINAL STATIC MESH
ASSET. HOWEVER, YOU ALSO HAVE SPECIFIC SETTINGS ON THE COMPONENT ITSELF. LOOK FOR THE “PHYSICS” CATEGORY
WITHIN THE STATIC MesH COMPONENT'S DETAILS PANEL. ENSURE THAT “SIMULATE PHYSICS” IS CHECKED. IF IT'S GREYED OUT



HERE, IT USUALLY POINTS TO AN ISSUE WITH THE UNDERLYING STATIC MESH OR ITS COLLISION SETUP, AS MENTIONED
PREVIOUSLY.

CoLLISION PRESETS AND RESPONSE

THE COLLISION PRESET AND THE RESPONSE TO DIFFERENT OBJECT TYPES ON YOUR STATIC MeSH COMPONENT CAN ALSO
INFLUENCE PHYSICS. IF THE COMPONENT IS SET TO IGNORE PHYSICS INTERACTIONS OR HAS A COLLISION PRESET THAT
EFFECTIVELY DISABLES PHYSICS SIMULATION, IT CAN LEAD TO THE “SIMULATE PHYSICS” OPTION BEING UNAVAILABLE OR NON-
FUNCTIONAL. |IT’S IMPORTANT THAT THE COMPONENT IS SET TO SIMULATE PHYSICS AND THAT ITS COLLISION CHANNELS ARE
CONFIGURED TO INTERACT WITH THE PHYSICS WORLD.

PHysics Bopy FLAG

WITHIN THE STATIC MesH COMPONENT'S PHYSICS SETTINGS, THERE'S OFTEN A FLAG THAT INDICATES WHETHER THE
COMPONENT SHOULD ACT AS A PHYSICS BODY. |F THIS FLAG IS NOT ENABLED OR IS SOMEHOW DISABLED DUE TO OTHER
SETTINGS, THE “SIMULATE PHYSICS” OPTION WILL BE UNAVAILABLE. ENSURE THIS IS PROPERLY CONFIGURED FOR DYNAMIC
SIMULATION.

INSTANCED STATIC MEsH COMPONENTS

ITS IMPORTANT TO NOTE THAT INSTANCED STATIC MesH CoMPONENTS (ISM) AND HIERARCHICAL INSTANCED STATIC MESH
ComMPoNeNTS (HISMC) GENERALLY DO NOT SUPPORT INDIVIDUAL PHYSICS SIMULATION. THEY ARE DESIGNED FOR RENDERING
MANY INSTANCES OF THE SAME MESH EFFICIENTLY. IF YOU NEED PHYSICS ON INDIVIDUAL INSTANCES, YOU'LL TYPICALLY NEED TO
USE SEPARATE STATIC MESH COMPONENTS OR OTHER METHODS THAT SUPPORT INDIVIDUAL PHYSICS BODIES.

CoLLIsioN SETTINGS Deep DIVE

COLLISION IS INTRINSICALLY LINKED TO PHYSICS SIMULATION. INCORRECT OR INCOMPATIBLE COLLISION SETTINGS ARE A VERY
COMMON REASON FOR “SIMULATE PHYSICS"” BEING GREYED OUT.

Convex vs. ConcAVE COLLISION

STATIC MESHES CAN USE CONVEX OR CONCAVE COLLISION SHAPES. CONVEX SHAPES ARE GENERALLY SIMPLER AND PERFORM
BETTER FOR PHYSICS. CONCAVE COLLISION, WHICH ACCURATELY REPRESENTS COMPLEX SHAPES, CAN BE MORE
COMPUTATIONALLY EXPENSIVE. FOR PHYSICS SIMULATION, MESHES OFTEN NEED TO HAVE AT LEAST ONE SIMPLE CONVEX
COLLISION SHAPE DEFINED. IF YOUR MESH ONLY HAS A COMPLEX, AUTO~GENERATED CONCAVE COLLISION, THE ENGINE MIGHT
DISABLE PHYSICS SIMULATION BY DEFAULT FOR PERFORMANCE AND STABILITY REASONS. YOU CAN SPECIFY THAT YOUR MESH
SHOULD USE CONVEX COLLISION IN THE STATIC MESH EDITOR.

CoLLisioN COMPLEXITY SETTING

IN THE STATIC MESH EDITOR AND ON STATIC MesH COMPONENTS, YOU'LL FIND A “CoLLision COMPLEXITY” SETTING. THIS
ALLOWS YOU TO CHOOSE BETWEEN “PROJECT DEFAULT,” “Ust SimpLE CoLLision As SimpLE,” “Use CoMpLEX COLLISION
As SimpLE,” AND “Use CompLex CoLLisioN As COMPLEX.” FOR PHYSICS SIMULATION, YOU OFTEN NEED “USE SIMPLE
CoLLISION AS SIMPLE” OR HAVE A VALID SIMPLE COLLISION SHAPE DEFINED. USING “Use CompLEx CoLLision As CoMpLEX”
CAN SOMETIMES PREVENT PHYSICS SIMULATION ON COMPLEX SHAPES, ESPECIALLY IF NOT PROPERLY CONFIGURED.

Numser ofF CoLLISION PRIMITIVES

W/HILE NOT A DIRECT CAUSE FOR “SIMULATE PHYSICS” BEING GREYED OUT IN ALL SCENARIOS, HAVING AN EXCESSIVE NUMBER OF
VERY COMPLEX COLLISION PRIMITIVES CAN LEAD TO PERFORMANCE ISSUES THAT MIGHT INDIRECTLY INFLUENCE THE ENGINE'S
DECISION TO ENABLE OR DISABLE PHYSICS SIMULATION FOR STABILITY.



Is SIMULATED PHYSICS ENABLED ON THE COMPONENT?

THIS MIGHT SOUND OBVIOUS, BUT DOUBLE-CHECK THE “SIMULATE PHYSICS” CHECKBOX WITHIN THE COMPONENT'S PHYSICS
SETTINGS. |F THIS SPECIFIC CHECKBOX IS GREYED OuUT, IT’S A STRONG INDICATOR THAT ONE OF THE PREREQUISITE CONDITIONS
(LIKE COLLISION SETUP) HASN'T BEEN MET FOR THE ASSET OR COMPONENT.

PrROJECT SETTINGS AND DEPENDENCIES

SOMETIMES, THE ISSUE ISN'T WITH A SPECIFIC ASSET BUT WITH THE GLOBAL PROJECT CONFIGURATION.

CHAOs PHYsIcs PLUGIN ENABLED

UNREAL ENGINE 5 PRIMARILY USES THE CHAOS PHYSICS SYSTEM. ENSURE THAT THE CHAOS PHYSICS PLUGINS ARE ENABLED IN
YOUR PROJECT. YOU CAN CHECK THIS IN EDIT > PLUGINS. IF CHAOS VEHICLE, CHAOS DESTRUCTION, OR THE CORE CHAOS
PHYSICS PLUGINS ARE DISABLED, PHYSICS SIMULATION WILL NOT WORK. RESTART YOUR EDITOR AFTER ENABLING PLUGINS.

DerAULT PHYsIcs SYSTEM CONFIGURATION

WITHIN PrOJECT SETTINGS (EDIT > PROJECT SETTINGS), UNDER THE PHYSICS SECTION, YOU CAN CONFIGURE VARIOUS
ASPECTS OF THE PHYSICS ENGINE. W/HILE LESS LIKELY TO DIRECTLY GREY OUT “SIMULATE PHYSICS,” ENSURING THAT THE
GENERAL PHYSICS SETTINGS ARE SOUND AND THAT THE CORRECT PHYSICS ENGINE IS SELECTED CAN BE A GOOD
TROUBLESHOOTING STEP.

DePeNDENCIES ON OTHER SYSTEMS

IN COMPLEX PROJECTS, PHYSICS SIMULATION MIGHT HAVE DEPENDENCIES ON OTHER SYSTEMS, SUCH AS ANIMATION SYSTEMS OR
SPECIFIC GAME LOGIC. |F THESE SYSTEMS ARE NOT CORRECTLY INITIALIZED OR CONFIGURED, THEY MIGHT PREVENT PHYSICS FROM
BEING ENABLED ON CERTAIN COMPONENTS.

ADVANCED TROUBLESHOOTING T ECHNIQUES

\W/HEN THE COMMON FIXES DON'T YIELD RESULTS, IT'S TIME TO DIG A BIT DEEPER.

RE-IMPORTING THE STATIC MESH

OCCASIONALLY, THE STATIC MESH ASSET ITSELF MIGHT BE CORRUPTED OR HAVE IMPORT ERRORS THAT AFFECT ITS PHYSICS
PROPERTIES. TRY RE-IMPORTING THE STATIC MESH INTO UNREAL ENGINE. ENSURE THAT DURING THE IMPORT PROCESS, YOU ARE
CORRECTLY SETTING UP COLLISION PARAMETERS.

CREATING A NEW PHYSICS ASSET

FOR SKELETAL MESHES, IF YOU SUSPECT THE EXISTING PHYSICS ASSET IS THE ISSUE, TRY CREATING A NEW ONE FROM SCRATCH
AND ASSIGNING IT. USE THE SKELETAL MESH EpiTor’s “CreaTE” > “PHYSICS ASSET” OPTION AND CAREFULLY DEFINE YOUR
BONE CONSTRAINTS AND BODY SETUPS.

SIMPLIFYING THE MESH AND COLLISION

AS A DIAGNOSTIC STEP, TRY SIMPLIFYING THE STATIC MESH GEOMETRY AND ITS COLLISION. CREATE A VERY BASIC BOX OR
SPHERE AND TRY SIMULATING PHYSICS ON THAT. |F IT WORKS, YOU KNOW THE ISSUE LIES WITH THE COMPLEXITY OF YOUR
ORIGINAL MESH OR ITS COLLISION SETUP. GRADUALLY REINTRODUCE COMPLEXITY TO PINPOINT THE EXACT PROBLEM.



CHECKING FOR BLUEPRINT LoGIC OVERRIDES

IN COMPLEX BLUEPRINTS, IT'S POSSIBLE THAT CUSTOM LOGIC IS INADVERTENTLY DISABLING PHYSICS SIMULATION. EXAMINE ANY
EVENT GRAPHS OR FUNCTIONS THAT INTERACT WITH THE STATIC MESH COMPONENT, LOOKING FOR NODES OR LOGIC THAT
MIGHT BE SETTING COLLISION RESPONSES OR PHYSICS STATES IN A WAY THAT PREVENTS SIMULATION.

VERIFYING ENGINE VERSION COMPATIBILITY

W/HILE LESS coMMON WITH UES ITSELF, ENSURE THAT ANY THIRD-PARTY PLUGINS OR CUSTOM CODE YOU ARE USING ARE
COMPATIBLE WITH YOUR SPECIFIC UNREAL ENGINE &5 VERSION. INCOMPATIBILITIES CAN LEAD TO UNEXPECTED BEHAVIOR,
INCLUDING PHYSICS ISSUES.

CoNCLUSION

THE “SIMULATE PHYSICS” GREYED oUT UES DILEMMA IS A SOLVABLE PUZZLE THAT OFTEN COMES DOWN TO METICULOUS
ATTENTION TO ASSET AND COMPONENT SETTINGS, ESPECIALLY CONCERNING COLLISION. BY SYSTEMATICALLY WORKING
THROUGH THE POTENTIAL CAUSES OUTLINED IN THIS GUIDE, FROM ENSURING YOUR CHAOS PLUGINS ARE ACTIVE TO
METICULOUSLY CONFIGURING YOUR STATIC MESH'S COLLISION COMPLEXITY, YOU CAN EFFECTIVELY DIAGNOSE AND RESOLVE THE
ISSUE. REMEMBER THAT UNREAL ENGINE'S PHYSICS SYSTEM IS POWERFUL, AND WITH THE CORRECT SETUP, YOU CAN BRING YOUR
WORLDS TO LIFE WITH DYNAMIC AND ENGAGING INTERACTIONS. DON'T LET A GREYED-OUT OPTION DISCOURAGE YOU; IT'S
MERELY A SIGNPOST DIRECTING YOU TOWARDS A CONFIGURATION DETAIL THAT NEEDS ADJUSTMENT.

FREQUENTLY ASKED QUESTIONS

Q: WHY 1S THE “SIMULATE PHYSICS” OPTION GREYED OUT FOR MY SKELETAL MESH IN
UES?

A: FOr SKELETAL MESHES, “SIMULATE PHYSICS” IS ALMOST ALWAYS GREYED OUT IF A VALID PHYSICS ASSET HASN'T BEEN
CREATED AND ASSIGNED. ENSURE YOU'VE CREATED A PHYSICS ASSET, WHICH DEFINES THE RIGID BODIES AND CONSTRAINTS FOR
YOUR CHARACTER OR ANIMATED OBJECT, AND THAT IT'S PROPERLY LINKED IN THE SKELETAL MESH EDITOR.

Q: CAN | SIMULATE PHYSICS ON COMPLEX CONCAVE COLLISION SHAPES IN UES?

A: WHILE TECHNICALLY POSSIBLE IN SOME SCENARIOS, SIMULATING PHYSICS ON COMPLEX CONCAVE COLLISION SHAPES IS
GENERALLY NOT RECOMMENDED DUE TO PERFORMANCE AND STABILITY ISSUES. THE ENGINE OFTEN DEFAULTS TO DISABLING
PHYSICS SIMULATION FOR SUCH MESHES. |T'S BEST PRACTICE TO USE SIMPLER CONVEX SHAPES FOR PHYSICS BODIES OR BREAK
DOWN COMPLEX MESHES INTO MULTIPLE SIMPLER CONVEX COMPONENTS.

Q: WHAT poes “Use CoMpLEX CoLLISION AS SIMPLE” MEAN IN THE CONTEXT OF
PHYSICS SIMULATION?

A: THIS SETTING IN THE STATIC MESH EDITOR TELLS THE ENGINE TO GENERATE SIMPLIFIED COLLISION GEOMETRY BASED ON THE
COMPLEX VISUAL MESH FOR PHYSICS INTERACTIONS. THIS IS OFTEN A GOOD COMPROMISE BETWEEN ACCURATE COLLISION AND
PERFORMANCE FOR PHYSICS SIMULATION, BUT IF THE COMPLEX MESH IS EXTREMELY DETAILED, IT MIGHT STILL LEAD TO ISSUES OR
PREVENT SIMULATION IF NOT PROPERLY MANAGED.

Q: I'VE CHECKED ALL THE COLLISION SETTINGS, BUT “SIMULATE PHYSICS” IS STILL



GREYED OUT. WHAT ELSE COULD IT BE?

A: IF YOU'VE EXHAUSTED COLLISION-RELATED SOLUTIONS, ENSURE THE CHAOS PHYSICS PLUGINS ARE ENABLED IN YOUR
PrOJECT (EDIT > PLUGINS). ALSO, VERIFY THAT THE STATIC MESH COMPONENT IN YOUR BLUEPRINT HAS “SIMULATE PHYsIcs”
ENABLED AND THAT ITS COLLISION PRESET IS NOT SET TO IGNORE PHYSICS INTERACTIONS. SOMETIMES, SIMPLY RE-IMPORTING
THE ASSET CAN RESOLVE SUBTLE CORRUPTION ISSUES.

Q: Is THERE A DIFFERENCE IN PHYSICS SIMULATION BETWEEN STATIC MesH COMPONENTS
AND SCENe COMPONENTS IN UES?

A: YEes, “SIMULATE PHYSICS” IS A PROPERTY OF COMPONENTS THAT CAN ACT AS PHYSICS BODIES, PRIMARILY STATIC MESH
CoMPONENTS AND SKELETAL MesH CoMPONENTS. GENERIC SCENE COMPONENTS DO NOT HAVE PHYSICS SIMULATION
CAPABILITIES THEMSELVES; THEY ARE TRANSFORMATIONAL NODES. YOU WOULD TYPICALLY ADD A STATIC MeSH COMPONENT
TO A BLUEPRINT ACTOR AND THEN ENABLE PHYSICS SIMULATION ON THAT MESH COMPONENT.

Q: How po | Fix A “SIMULATE PHYSICS” OPTION THAT IS GREYED OUT BECAUSE OF A
SPECIFIC BLUEPRINT LOGIC?

A: IF YOU SUSPECT BLUEPRINT LOGIC IS THE CAUSE, CAREFULLY REVIEW YOUR BLUEPRINT’'S EVENT GRAPH AND ANY FUNCTIONS
THAT MODIFY THE STATIC MeSH COMPONENT’S PROPERTIES. LOOK FOR NODES THAT MIGHT BE SETTING COLLISION RESPONSES,
PHYSICS STATES, OR EVEN ATTEMPTING TO TOGGLE SIMULATION IN A WAY THAT CONFLICTS WITH THE DESIRED OUTCOME.
DEBUGGING YOUR BLUEPRINT LOGIC STEP-BY-STEP CAN HELP IDENTIFY THE PROBLEMATIC SECTION.
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