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The Past
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Sketchpad — Ivan Sutherland (1962)
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The Sensorama (1962)

Introducing . . .

sensorama

The Revolutionary Motion Picture System
that takes you into another world

with

pnsnrama |

AAAAA

3D _ ‘
WIDE VISION bl
MOTION Elce
COLOR
STERED-SOUND
AROMAS
WIND
VIBRATIONS

QPATENTED

SENSORAMA, INC., 855 GALLOWAY ST., PACIFIC PALISADES, CALIF. 90272

© 2015 Autodesk

TEL. (213) 459—-2162

Morton Heilig

Head-Mounted Display (1968)

Ivan Sutherland
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The Present

©©©©©©©©©©©©©




Image courtesy of Briggs Automotive Company Ltd,
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Lidar - Topo Parcels

Cadastre

En

gineering

Planning
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Enabling Technology
for a Studio of the Future




Interactive 3D
Experiences

New Input Interfaces |New Display Interfaces
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New Input Interfaces




Inter@active Floors

wender

terfc

AvUam#ared
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Camera Toolbar

I Walkthrough Camera

Interior View Marker I

I Saved Vlewpomts

Discipline Viewsstructure, MEP, ‘
Architecture)
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I Exterior View Marker I

I Operator Marker I

I 4D Interactive Timeline
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@ zSpace

Image courtesy of zZSpace®




L MeshCapture

Capture Options

Stop (o)
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Structure Sensor — Real-time Mobile 3D Scan




LEAP MOTION FOR VIRTUAL REALITY [e=&

3D OUTPUT MEETS 3D INPUT

Near-zero latency Bare hands Next-generation tracking

{\ AUTODESK.




LEAP MOTION VR WITH OCULUS RIFT HMD
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New Display
Interfaces
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TRACKING @ ROOM SCALE | NO MOTION SICKNESS | FULL HD DISPLAY

http://www.htcvr.com/
©2015 Autodesk A AUTODESK.



LUMUS

A VISION AHEAD

OE-31 optical engine 720p twin-display wearable prototype

_din
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LOCKHEED MARTIN

© 2015 Autodesk

§ Active Matrix Liquid
Crystal Display
mage display

I Binocular 40 degree b
degree field-of-view

Iintegrated day and ~ o=
night camera

I Ejection Safe to 600
knots equivalent air
speed
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Wearality Sky: Limitless Virtual Reality (VR)

wearality w

150°

FIELD OF VIEW

N —

3D Glasses for your Smartphone

Explore the limitless
possibilities of the Sky.
The next generation of
VR wearables is here,
with an astonishing 150
degrees FOV.

Created by W

Wearality wearality

1,091 backers pledged $117,650 to
help bring this project to life.

K



Designed in Fusion 360

Wider FOV than Ocu




Autodesk 360 Prototﬁ. earality Sky HMD S




Autodesk 360 Prototype: Oculus Ritt DK2IHMD




#* Autodesk Showcase Professional 2014 - Not For Resale - C:\Users\gallery\Desktop\DataSets\Adsk_..\Technicon_AR_DEMO.a3s* =n iR =N

File Edit View Select Appearance Story Present Options Help AR Mode




AR/VR Looking Glass

OCTO Concept

Project Scope and Workflows

i
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Physical Clay Virtual 3D Model
Model s
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Design and Styling
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3D Tracking

2
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Scan 3D Reference Map

Styling Dome 3D Model

Combined Model/
3D Tracking Map

~

Visualization and Simulation Engines

Design (Alias) Simulation Flow Design Visualization VRED
Inline Curve Editing Wind Tunnel Real-time 3D — 30+FPS

J

ﬂ)esign and Engineerinh

Data




I .

A mobile device that can see how we see

@ NVIDIA Tegra K1 Processor @ Motion Tracking Camera @ 4MP 2pum Pixel Camera @ Integrated Depth Sensing

G ok TOoR

Project Tango combines 3D motion tracking with depth sensing to give your mobile device the ability to know

where it is and how it moves through space.

See how it works
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Prototype: BIM Model Walkthrough + Project Tang -i et




Reality Flood Simulation
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Prototype: Fusion 360 CAM toolpath data overlaid on CNC Machine
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Ergebnis
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Autodesk VRED + Volvo XC90 Virtual Test Drive
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Interactive
Real-time
3D Experiences
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Simulating the Built Environment — Breathing life in to CAD
o




km/h: 0.06870983 [1] Walk Mode 2] Drive Mode “Doyle Drive Entrance ] Golden Gate Entrance
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Human Centered Product Design and Engineering

Organization _
& Social Noise

Health Hazards Safety

Vibration
Training
Thermal
Manpower
Comfort
Personnel Human Factors A ; N Environmental
EMI
System Safety
Ergonomics Survivability
Virtual
Testing Habitability
Design
Vibration
Standard
fime Human-Product
Occupational Hianah Interaction
Safety Performance
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Autodesk Gameware Navigation | Stairway Evacuation Simulation
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Autodesk Gameware Navigation Lab

- 3
Autodesk Gameware gation | Oil Platform Evacuation Simulation ’JLZ*‘?'L ades !
<l I : ‘| -4 Z Ay R e

(warzmor o vCnty

Employees proceed to the
lifeboats and we can analyse
their behavior, potential choke
points etc.

=
Y




Home : Products : Stingray : Overview

Overview Overview E
Features 3D game engine and real-time rendering software 3
Free trial Whether you're a developer creating 3D games or a design professional creating real-time visualizations, the i

Stingray engine helps you produce visually stunning 3D experiences.
System requirements

Desktop Subscription gives you access to the latest updates and releases, 1-on-1 web support, priority support
Buy in the forums, flexible licensing, and more.

Support & learning

Overview videos

Stingray for game development Stingray for design visualization

Integrated workflows with Autodesk 3D A direct link to 3ds Max and real-time

animatinn tanlc cimnlifis tha Aama-malina randarinn anahlac vni +n wialle thraninh



3
Fle Edt Create Wndow Hebp
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£ MPORT € 9 Beast_Apartment_Project » content » Jevels (14)

= BB Beast Apartment_Project 1=

= 5B content &
--m
B camer

apartmentcubema  apartmentdightma  apartment_might.cu  apartment_night.-li
P P bemaps ghtmaps

Stingray Editor (Beast_Apartment_Project / apartment*)

© [Perform) Set [ssr_surface_thickness_threshold] (1] - Screen-Space Reflections

No previewable asset selected

2 I8 Level_Root
2 I Entities
I midday_shading_environment (Entity)
£ W8 Units

- Cascaded Shadow Mapping
& Fog
O Exposwe
& Ambient Occhusion
E&l Sareen-Space Reflections
#A Depth of Field
» Motion Blur
B Lens Quality
~ Screen-Space Reflections

Enabled v
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Screen Ldge
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Stingray




£ Stingray Projects (Release - 1.0.31.0)

My Projects Templates

Stingray VR Templates | Oculus Rift Tempits

£ Stingray Editor (vr_projectBP / floorplan)

Fle Edit Create Window Help

Level Viewport x  Level Flow
vr

> 3t Perspective Full Rendering  View g b This template has a simple vr level with a
. = - E 7 floor plan to walk around in. Currently for

= windows only. It also includes a basic script

. that lets you spawn a free camera and a walk
m \ / — around camera, then swap between the two
by pressing F2.

vehide

Engine Build Configuration:
Dev 64bit

Property Editor x

a8

Nothing to show

Asset Browser x  Log ( ?  Asset Preview x

£ IMPORT VI_projectBP » script » lua (8 Y& No previewable asset selected

= vr_projectBP e

T——_
% | Full Rendering
& content
e {} {} {} {} N =
levels LUA LUA LUA LUA LUA

materials
main_menu oculus_device oculus_input_mapp player player_hud
models er

= @ [Perform] Select -
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# | Stingray VR Project
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Preparing Photogrammetry Models for VR Environments

calaveras75.rcm - Memento Beta

brian.pene@autodes

© 2015 Autodesk

(ﬁ) Editor

Export 3D model

Export as: [v FBX

Export as Y-Up

Target face count: 200,000 (1to 24.8M)

Decimation percentage: 99%

[~ Rebake textures

Texture size: | v 4096x4096

Diffuse color map Displacement map

Normal map




£ Stingray Editor (vr_projectBP / floorplan®)

E=E|

Fle Edit Create Window Help m Trial ends in 22 days
Level Viewport x  Level Flow ? Explorer x Create
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> 3t Perspective Full Rendering ~ View o
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- = B Level_Root
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& B Entities
B midday_shading_environment (Entity)
= B Units
&) Calaveras75-exported (Unit)
& light (Unit)
Property Editor Connections Deployer x
P -/ . -, W
N A W 0SS P14 (g
~ Packaging
Destination C:/Users/Zspace/Documents/_Stingray/Projects
5 - Configuration Release
Package Project for Windows
~ General
Title VRTemplate

Ny N
D eNN

v
Asset Browser x Log Console ? Asset Preview x
£ IMPORT € 9 vr_projectBP » content » models » Recap_Dam (3) LK) No previewable asset selected
= = vr_projectBP - -
= = content i
B audio
2 M evels
I materials :
= B models textures Calavera:gS{xport Material_0
BB character
B ficor
a - movingboxes
o
£ Tu (=== EditorEngine  » = @ [Perform] Select -
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Autodesk Stingray + Oculus Rift | Photogrammetry Model Walkthrough

-

b
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Product Examples

©©©©©©©©©©©©©




Project Exp:

John Schrag - UX Lead |
Media & Entertainment Divisic
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Image courtesy of Safdie Architects
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M&E DIVISION

MOVIES, SFX, GAMES
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M&E DIVISION

VISUAL IMMERSIVE STORYTELLING
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CONVERGENCE

BIM | CLOUD | GAME ENGINE

f AUTODESK
STINGRAY




THE CHALLENGE

IT'S HARD!
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PROJECT EXPO

TECHNOLOGY PREVIEW

, Data Prep \

| o AUTODESK 360
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PROJECT EXPO

Data Flow

04__Revit_Graphics - {3D} - Project Expo John Schrag | =
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Preparing the Revit model on the cloud.
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& Audubon_Project2016_demo_01

PROJECT EXPO

AUTODESK

STINGRAY

<

3D Entrance-Frontal

J
A,
Project Tango

Development Kit

POWERED BY
«g NVIDIA' TEGRA
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PROJECT EXPO

projectexpo.autodesk.com

(Limited time)
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=" Microsoft HoloLens

AUTODESK FUSION 360
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Michael Sagan




Interactive 3D
Experiences

New Input Interfaces |New Display Interfaces
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Enabling Technologies for

Design & Storytelling
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