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Use Revit Cloud & 3Ds Max to Create a Tangible Immersive Experience in
Unity

Presented by:
Felix Cambou
Microdesk

Learning Objectives

e Setting up an effective schedule and setting expectations to implement design
strategies & flexible workflows.

¢ Incorporate non-technical stakeholders to encourage a more collaborative design

process using BIM 360 & Autodesk Construction Cloud.

Linking and managing Revit to 3Ds Max.

Setting up a scene in unity.

Connecting an oculus device to a low-graphics computer.

Run the application in the developer mode.
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BIM & Creative Technology Specialist
* 10 years of experience in BIM management & coordination
» 20 years of experience in 3D technology

+ Founded and operated Monumental Design Studio prior to joining
Microdesk

» Experience in using 3D solutions, visual scripting, & collaborative
technology to help many in the AECO industry. Reducing time,
making more informed decisions, and building intelligent systems
based on logic-based nodes

Felix Cambou
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Scheduling For Success

As you are planning out the schedule for the big unveiling, you want to give yourself the ability to respond to unexpected challenges.
You may start off with the goal of creating a full on, walk around game, with special effects, and interactive objects. However, due to
unscheduled events, distracted designers, or maybe another project requires all-hands-on-deck, the project could fail. If you set up
the project correctly, you can easily pivot to a different outcome that is just as impactful. Keep a pie in the sky goal to increase
excitement and nurture innovation, but it's important to bake into your calculation a plan B when things go sideways.

Time estimates

Create a spreadsheet detailing time estimates for each component, scenes, & workflows. Being as granular as possible and even
describing several software options for the same task as well. This document will end up giving all stakeholders a better sense of
what to expect and allow managers to reserve the necessary time for the staff. It's also better to define a solid time estimate that is
slightly inflated vs an approximation window. For example, if you think modeling a table will take 1 to 3 hours, just mark down 3 so
that everyone is on the same page instead of an ambiguous time frame.

2
Side Chairs 2
Sofas 2
Sofa Tables 2
Game Table 1
G Game Chairs 4

| Wb Chairs (Fireplacs) 2 3
Ottoman 1 2
Outdoor Game Table 1 ;
. 1
st of Assets & Time L

See Excel and Word from the shared documents as an example

Example Documentation
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Design Phase Workflow

Make this a part of your Design Phase workflow. Consolidate programs to ones
that are useful for multiple outcomes. All the time spent massing in one
program, then re-modeling in others, is a terrible waste of time. Everyone has
grown accustomed to their own tools, but this industry’s greatest challenge right |
now is convincing people to use tools that will benefit everyone on the team.
Breaking habits and challenging your comfort level will only result in positive
gains.

Design

When it comes to Architecture & Construction, making Revit your primary
modeling tool gives your proposed time frame more sway. Revit also tends to
create more accurate proportions which become noticeable in the virtual
environment. Usability of your space is sometimes lost in flexible modeling programs.
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XR Workflow Options

End-User Capabilities
Understanding your audience should inform
what technology to use

Majority End User Capabilities

Large masses available to everyone

L1Ig] ®

-Cellphones
-Laptops

Stick with low poly executables that
are usable on a cellphone.

Then position teleportaion triggers
that activate either stand-in-place

360 panoramic renderings or

360 track video renderings with higher
end graphics and animations.

High End User Capabilities

Requires expensive equipment

® Y D

-Gaming systems
-Viewing Rooms
-Taptic feedback

A small group of users can run this.
You can also provide the equipment
for large viewing stations or

one on one viewing systems
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Specialist Recommendation for most AEC looking for custom game play = Revit, 3Ds Max, Photoshop, & Unity

3D Modeling & Preping

Creating content from existing and new

Rhinoceros 3D
Fast conceptual modeling

Revit
AEC Documentation

3Ds Max

Character rigging/development

Rendering Panoramas & 360 Videos

Complex scenes with full assets & animation
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I 360 stand

I in place
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| Still requires a web-based executable
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360 Animation HD
On a track No walkaround

LI @

YouTube

Connect to the masses via VR Phone experience

J 3

3Ds Max Photoshop

Camera & animations Video Rendering

Immersive Game-play
Explore the project / final viewing programs

3D Walkaround

No animations, web-based executable

Complete XR Package
Combine all three experiences
into one XR executable

Unity
Import all assets and develop
Character controls, colliders, & triggers
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Working Backwards

| always start off by working backwards from the end goal. What type of devices are you going to have? Depending on the answer,
that might completely change the project. If you're trying to reach a huge audience, a lot of people won’t have access to high end
equipment. That means you’ll need to keep the game size & processing power extremely low. You might also consider hosting the
game online so that they don’t need to do any downloading and they can view it on any device.

Some companies will setup a space capable of a plug and play virtual game. This however requires a huge system with expensive
graphic capabilities and installing built in sensors with a wire to the headset. Or maybe you are anticipating an Oculus only audience.
Which is a good choice for those with terrible graphic cards because you can run everything wirelessly into the single headset. By
working backwards, with the purpose of transferring models to the end game, it will change the way you create those components

Contingency Plan & Choosing the Software

With Revit & 3Ds Max you will have the ability to pivot your efforts. From 3Ds max you have the option to export those assets to a
huge list of programs and file types. You can also create your high-end renderings directly in the program with the Arnold renderer.
The Unity game experience is sort of the carrot down the road. If you run out of time to do that, having the direct link from Revit to
3Ds Max, will give you that flexible contingency plan. You should test the process in 3Ds Max first to see how the file is consumed.

The Obsidian project is a great example of how a Unity game-play effort was scrapped halfway through and rescued by 360-
rendering. The digital infrastructure allowed the designers to rapidly shift gears and deliver this remarkable project on time.

https://obsidianbybadg.house/
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Leaning on skills

Identify the tasks people love to do and encourage them to tackle it.

Don’t underestimate someone struggling with a program.

¢ You can help by scheduling more trainings or changing the assignments around.
o Keep experimental tasks for people that are hungry to learn

Know Where Your Team is on the Technology Bell Curve

As XR technology and workflows start to become common place, you will need to revisit the way you schedule for projects. Early
adoption phases need a lot of buffers with your time estimates, allowing for program bugs, user errors, and a bigger learning curve.
As your company and industry moves forward on the curve, you start to receive more data and community support. The group
naturally starts to grow, and the focus is on training and quality of work.

This progression happens over a period of several projects. The initial projects might start with a lot of internal hours focused on
research & development. Then later projects, as you grow in strength, will be billable hours with incredible results. The early market
period is the inevitable growing pain that will build the foundation for later success.

Company culture changes &
Refined Training technology adopted by most

Quality Control

Heavy Training
Best practices

| Early Market |

Analysis Data
Test Results

Community Support

Experimental
Trial and Error

|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
I
|
Collaboration & :
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|

Innovators Early Adopters Early Majority Late Majority Laggards
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BIM 360 & Autodesk Construction Cloud

Installation

During your first meeting you should get everyone up and running with the ACC web interface. Giving everyone the links and
demonstrating how important it's use will be helps make the point that they should be using it for all file sharing. Going over the
installation and update management of the Desktop Connector & Desktop App will also prevent confusion and file error down the

road.

Setting Up BIM 360

Intall & Update

Desktop App.

Manage All Programs

o Each Autodesk program should
be mancged with this

o Work your updates from the
bottom to the top, especially for
Cloud services.

o You can also download programs |
you don't have installed from this app |

Desktop
Connector,

File sharing
o This is ¢ separate download

o Let's you share ALL file types to
the same Cloud Project folder

o This is the best way to link CAD,
PDFs, & JPEGs

0 You can also see non-cloud Revit

projects inside of the project folder

LT i T R A g = = ) SR ——

Link to Local Revit Template

o Open Revif and selet Options
o Select File Locations and click 7

o Under "This PC" navigate to

Autodesk Docs

Autodesk
Docs

o Open Shared Project Folder >

Revit Standards Folder

oSelect Customized Revit Template

"XX_Project_Template_2022.rte”

Create New

o Everytime you create a new

project select this template

o Select project not template

o Do not upgrade criginal file

e e S e e S i !

Desktop

Save & Name Temp file

o Change your publish settings now
o This is a temparary file

o Save to desktop and name it

Exacftly to what it will be shared as

BIM 360

o Select Collaborate & choose

In BIM 360 Document Management

o Close file

o Open again from the main splash

screen on the left, not from File

o Sync / Relinquish

o Do not upgrade

i i | e i ] o e it i

Autodesk

i BIM 360

Drag and Drop

o Place all Linkable files intc project
folder (CAD, PDF, Images)

o Do not import or link directly from
personal computer location

o Either the local Connector or
BIM 360 Online will work

o Always use the cloud path

o You can right click on local files
to sync, lock, & other actions

o Click and drag to create a local
copy of the file

© Use BIM 360 to manage file names

|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
file location, and changing versions I
|
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Publish, Archive & Share

Sync and Publish

o Publishing automatically saves a

backup version you can find online

o Compare or change versions

eTransmit

When archiving specific point in time

o Open Cloud model and Sync
then close all open projects

o Select Home icon to show talos

o Select eTransmit and find hidden

C:\Users > UserName > AppData >
Local > Autcdesk > Revit >

Autodesk Revit 2022 >

CollaborationCashe > Y733KS?VUEUM

o Open the folders and find the
Revit flle based on the exact date &
time you Synced

o Select all the settings

o Save to archive folder located in

BIM 360 or Autodesk Docs

CE s R I R e e S i S T

Install Desktop Connector: https://help.autodesk.com/view/CONNECT/ENU/2guid=GUID-847CE3FC-B26F-46B8-895E-5D825F4BD 540
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<« C @ docsb360.autodesk.com s : » 5

arks Reading fist

<« v 4 %, ThisPC » Autodesk Docs

@ wum TRUCTION CLOUD
Organize ~ i 2 "
Document Management ~ A - :‘) Felix Cambaou ~

Folders Reviews Transmittals Issues

View by oo B
£

[] Namea Description Version Size Last updated OneDrive i - e

[EY Plans CAD Download = - . Funsa e
= &I Project Files
& ! [ [W 2021.06.09 Langley Sketchup.skp i 12MB Jun23,20211
v B
[ cAD Bxport ] [ tandscape Editing.3dm vi 15.5 MB Jul 8, 2021 12;
\D Ex L g

[ poF & other [] BN Landscape Reference Lines.dwg vi 12.4MB Jun 23, 20211
w [ Revit

B Lengley Topo.txt Jul 8, 2021 124

[ Archived
» [] Families [ [ sketchup Transfer.3dm
» [ uinked Files

[C] TEMPLATE Autodesk Docs _ . Revit » Linked Files

+ [ shared

164 MB

Markups and Views

Start off the project hitting the ground early, giving everyone access to BIM 360, and making sure everyone is comfortable with the
tools. Show everyone how to navigate across the website. Explain the folder structure and file sharing process. Then show examples
of how to open-up all file types, adjust visibility settings, create markups, & compare versions. When there are two locations for file
sharing it causes confusion and you will inevitably have someone use an outdated or even completely wrong file.

It is also good to make sure every Revit user is aware of the publishing settings so that it is as comfortable for managers or reviewers
to use on all devices: Computers, ipads, phones, etc. Since you will be linking the Revit file in 3Ds Max, you will need to publish more
often. For linking purposes, it is better to use the main cloud file vs the hidden local cash even though it isn’t the latest version. This is
also a good time to consider how the 3Ds Max and Unity folder structure will be impacted. You can’t be organized enough.
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Compare

Working Set.pdf v2 vs. Working Set.pdf vl

Compared Documents

|
|
L | 1 g
|
|

Working Set.pdf v2 ‘ ‘ M |ﬂ | " I ||

“w O B 8 !

...m_ = Uploaded by Felix Cambou at May 19, 2021 8:51 AM
I

|
Al T ;
@E%m%m%ﬂﬁ%m@[ﬁ |
ST T T G -

Version
Compare versions

Page

Al01 - GARDEN FLOOR P.. =

Cloud Centric Coordination

Every meeting should center around the cloud

Markups are done in real time

We assign tasks to people and create lists on the call

We set expectations early on with time estimates

Make sure every stakeholder is a part of the process.

Do everything you can to keep everyone communicating without the fear of saying something wrong.

Be more open with all stakeholders in the working process instead of waiting until things are presentable.

Uploaded By: Felix Cambou Poy Version History X
At 03:05 pm Compare documents X
s F - Worki Set.pdf
Working Set.pdf vl E.o_. g "o et T
_ _ Uploaded by Felix Cambou at May 21, 2021 3:05 PM (current] Document A Change Document B Change
Uploaded By: Felix Cambou o ve L Aam = i
Wednesday = i i
HERES I T 7D | Working Set.pdf Working Set.pdf

Close compare

Version

Page

Al01- GARDEN FLOOR P..

Cancel Compare
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Linking and managing Revit to 3Ds Max.

Shared Coordinates

When multiple programs and files are used, it is Paramount to set a clear 0,0,0 and orientation in all programs before anything is
built. Start off by creating the levels and project basepoint in Revit. Then create a simple cube with walls and floors to be exported
into as many 3D file types as possible, CAD, FBX, & a detached Revit project file. Then import that to all the other programs and
reposition everything around that shared point.

File Architecture  Structure  Steel  Precast Systems  Annotate  Analyze  Massing & Site Collaborate  View  Insert  Manag

Ty V— —\ r—n — ooo !{@
b | (8 [ &S Boei ¢ B
Modify View _\flslbmty.f Filters | Thin Show Remove Cut Render Render 3D Section Callout Plan _ (&
Templates  Graphics Lines | Hidden Lines Hidden Lines Profile inCloud Gallery  View = Views

Select ¥ Graphics u Presentation

=
5 Ly
Tab  Tile User
Ina Views Views Interface

Windows

Properties X 4 WK North Elevation X

ﬁ Elevation N
Bl iy Ebeeafiony

| Elevation: WK North Elevation ~ Edit Type
Sun Path i
Extents
Crop View
Crop Region Visible
Annotation Crop
Far Clipping No clip
Far Clip Offset 247 4115/128"
Scape Box HNone

OO O

Associated Datum None
Identity Data A

View Template <Mone> )

View Name ‘WK North Elevation

Dependency independent

Title on Sheet

Referencing Sheet

Properties help Apply

Project Browser - Forest House_Architecture.nvt
i 30 Cropped ~
13D Dinning Entrance

i 30 Front Path

+-- 3D Living Room

i+ 30 Overall Cropped

-.-.-3D Pool Deck

3D View4

. Eye level Front

i Kitchen area

{3D - fcambou®@ microdesk.com}

‘. [3D - kdomschine@microdesk.com)
- Elevations (Building Elevation)

*Elevation 1 - North

... Elevation 2 - East

Elevation 4 - West

-- WK North Elevation

D _Sect\:ms (Building Section) 7/ ’
i i.-Sectionl £
E----Walkthroughs = =
. Walkthrough 1 / S o
= Legends v v (4 D B =
< il s yrero EIE GRED 0 & h @ < > o ymrove B LG 6 6 [ & th i 1B < >

Click to select, TAB for alternates, CTRL adds, SHIFT unselects. () Architecture (Not Editable) v g 51 Main Model v [“]Exclude Options [ JEditable Only 5 <% & [ % 8 70
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Dry Run Testing

Remember to set aside some time for an interoperability test run. Create a simple scene with a few shapes/materials in Revit and
save it as a cloud file to the shared project.

RE = G-a-c-al2-20A -0 o s Autodesk Revit 2022 - Project] - 3D View: (20} < iR R feambou@min g @) -

Architecture  Structure  Steel  Precast Systems Annotate Anabze Massing &Site  Collaborste  Wiew  Insert Manage Add-lns  Enscape™  Quantification lssues  BIM Interopersbility Tools  BIMrx  pyRevit  Rhinodnside  Modify (-

Select ~ Communicate Manage Collaboration Synchronize ~ Manage Models + Coordinate Share
Properties A A ] X
‘@ 3D View -
FrUPS—— — r=rer— P
R

<]

1

“{ Select Sets i ([ E Y
U Include Name

A 0O sen
1
-1
I
&
I
¢
%

Edit Set
Show in list: | All views and sheets in the Model h
8 Search:
5| | Include Type Mame
Floor Plan: Level 1
Floor Plan: Level 2
Fleor Plan: Site
Reflected Ceiling Plan: Level 1
Reflected Ceiling Plan: Level 2
Elevation: East
Elevation: Nerth
Elevation: South
Elevation: West
3D View: {30}

2
Lot
o

L >@E@EAILHE

How to select views/sheets to publish to the cloud

Save & Close

[ Skeete [all)
-2 Families
@[] Groups

s Rewvit Links

=10 Bk XGEMEGEY ¢ BESE <
Click to select, TAB for alternates, CTRL adds, SHIFT unselects. 0

-
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File Location & Linking

Your Autodesk Docs folder should have the Revit, 3Ds Max, & Unity folders separated. ACC works better when you make the folders
using the web interface, then directing the other programs to sync to the specific path.

DESK CONSTRUCTION CLOUD
Docs - FC_Lake-Tahoe @& ~
Files
- Project Files
Transmittals Folders
Issues §
For the Field ¢ Upload files

Reports
Members ~ [ Project Files Name ~

(O 30s Max Cloud Linking 2022
Settings D g

[ cAD

Coordination Test.rvt
[ pocuments

> [ Revit : Forest House_Architecture.rvt
(O Rhine Forest House_Landscape.rvt
[ site

0 Forest House_MEP.rvt
Unity

Forest House_Structure.rvt

rst_basic_sample_project.rvt

Description

Holding area o D

File Tools Group Views Create Modifiers Anirmation

Open... Ctri+0
Open Recent

View Image File...

Save Cirl+S

Save As... Shift+Ctrl+5

[+][Perspective ] [Standard ] [Def3
Archive... B T
Import « Frozen
Export
Share View...
Send to
Reference
Project Automatic switch
Surmmary Info... Recent Projects

File Properties... " Set Active Project...

Preferences... Create Empty...
Exit reate Default...

® Create From Current...

¥ Configure Project Paths...
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Before linking the Revit file, sync the .RVT located on the local drive by right clicking the project and selecting Sync. This file will only
be the latest published version and not the latest synced project hidden in your collaboration cash folder. For coordination purposes,
use this main file, that way anyone using it will have the same file paths on their computer.

Animation Graph Editors Rendering Custor

= LY

Reset , srme— W TN B Cloud Linking 2022
Open... Ctr+0 _ _ — ":,

Name

Coordination Test.rvt

Open Recent =
View Image File... I¥ Forest House_Architecture...
= ClrlsS I3 Forest House_Landscape.rvt
Save As... Shift+Ctri+S -
I Forest House MEP.nvt
[+]1[Pers [Standard ] [Default Shading ] ":,

Save Copy As...
Forest House_Structure.rvt Sync Sync
— I rst_basic_sample_projectr i i
e R— W ISL_DbasiCc_sample_projectr... View Online
Export Merge...

Share View... Replace...

Send to Link Revit irsk Renak

Reference Link FBX Insert a link to a RVT or FBX file into the current scene.
Project Link AutoCAD More...
Summary Info...

Eile Properties...

Preferences... Attach Files Presets

From the preset drop down, select ‘Combine by Revit Material’. This can be
customized under the preset tab. Copy the preset and rename to Revit to Unity.

Maintaining the objects by Revit Material is important, everything else is up to you.

Revit View: {30}

Attach this file
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Attach Files Presets Revit to Linity

3 sid : : Mamed Presets:

- - - Autodesk Revit files (RVT or FBX) : Combine Entities:
Fie Edt  Tools EELY  oEE LEEE Autodesk Revit - Combine By Revit Material Radire

] i+ ; ; By Revit Material
Q Autodesk Revit - Combine By Revit Category
¢ ) c C-? C:P? '\"__-’.“’: 2 Autodesk Revit - Combine By Revit Family Type SLE b
: Autodesk Revit - As One Object . i
i - i i+ Ename. ..

:gﬁtd;stﬁii;lt Do Nat Combine Entities ¥ Create Helper at Model Origin
. - . L - ) Autodesk FEX files Delete. .. Lights
Madeling Freeform Selecti Wijed rain ey Autodesk FBX (Generic) files ich
AutoCAD Drawings Dayiight System

DWG File Saved from AutoCAD Cameras

DWG File Exported from Revit

DWG File Saved from AutoCAD Architecture

C:\Users\feambou\iCloudDrive\Microdesk\Autodesk3Ds Max\3Ds_Max_2021

Geometry

Curved Objects Detail:
Polygon Modeling -

Select Display Edit Customize [+][Perspeciive | [Stardlard | [ Edged

X Y-- ﬁ Auto-Smooth adjacent faces

. Name (Sorted Ascending}) aFr.. R Materials
v O = g (default)
@ s20G_cold
Ly Obsidian
< Obsidian_Detached
g e Rhino
© STEPS

¥ Keep 3ds Max scene materials parameters on reload

(]

Keep 3ds Max scene material assignments on reload

Alignment:

| Let's use this as our
new 0,0,0 (XYZ)

Layer Explorer

< 0/ 100

3 0 20 2 30 0 45 60 6 70 i a0 a5

None Selected : 533.04 : 238,603 : o Grid =8.33" I «ll B 1> ] l Auto

iClick and drag to select and scale objects (non-uniformiy) §  Add Time Tag W 0 s Set K.
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Building with purpose

When importing elements by materials. That means that all materials in Revit should be grouped by a simple naming standard.
Identical materials should not be splintering into different offshoots. The less material types you have, the easier it will be to manage
later.

File Architecture  Structure  Steel  Precast  Systems  Annotate  Analyze  Massing & Site Collaborate  View  Insert  Manage  Add-lns  Quantification  Issues  BIM Interoperability Tools  BIMmc  Modify =~

i Main Madel -

Select = | [[Search Q| Identity  Graphics | Appearance | Physical Thermal icn Design Options Generative Design Manage Project Phasing Selection Inguiry Macros

=" Acoustic Tile - Exposed Grid 2x2 Pebble White T2, [

Project Materials: All T =
Properties -

Mame
@ 3D View

3D View: {3D - fcambou @ microdesk.com}

|
i

Pine

L

Plastic, Lamp Shade a-

& 0

Graphics : P Information -
View Scale 1/32"= 1" Plastic, Opaque Black

Scale Value 1: 384 —— ¥ Generic

DetaillLevel Medium J3l} n Phywood, Sheathing Color |RGE 238 238237

Parts Visibility Show Orig

Visibility/Graphics Overrides ] @ Poche Image

Graphic Display Options

Discipline Coordinat| finishes.ceilings.acoustical tile.exp.
Show Hidden Lines By Discipli r‘] Polyvinyl Chloride, Rigid livane Fade o
Default Analysis Display Style Mone

Show Grids | @ Pool Tile Glossiness 0
‘;:rllb;eal: Orte g Highlights | Non-Metallic

w | Q Pool Water .

Extents = > Reflectivity

Crop View [l Material Libraries 2~

P WL Y e ™ » | Transp cy

Properties help Eq -~ @ = % £¢ (B3 e -

Project Browser - Forest House_Architecture.nd
=0, Views (View Type)
g-- 777 el

oK Cancel Apply

=-- 30 Views
Enscape 3D Front
Enscape 3D view 1

-~ Sections (Building Section)

= Renderings
3D - fcambou@microdesk.com 2021-02-18-12-16-36 (En

Area Plans (Gross Building)

=] On Sheet

= Floor Plans
Departments Level 1
Departments Level 2
LEVEL 1 DESIGN CPTION 2
LEVEL 1 DESIGN CPTION 3
LEVEL 1 ENLARGED FLOOR PLAN
Rooms Level 1

= 30 Views
3D DESIGMN OPTION 1
3D DESIGMN OPTION 2
3D DESIGMN OPTION 3

< > 132" = 10" B0 ik Qe G B E 32 0 kil drid <
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Limiting the Level Of Detail in your SD model will also make the file more manageable in 3Ds Max & Unity. The linking process in
3Ds Max will adopt the LOD of the view you choose. This helps limit the file size when dealing with wall construction, but it may also
eliminate important details necessary for the VR experience. You may want to check for railing, window muntins, and other complex
families designed to hide elements when the settings are on course.

o ToE N L |

: ) : o : : OUgr OUy Ll mem) M= TlE :
iared Parameters Purge Unused MEP Setti - Coordinates = "z Pick to Edit P Select by ID
m E e Additional | IL‘ el Design D Create Explore  Manage Decal Starting Phases m Y Macro  Macro  Dynamo Dyname
obal Paramneters Project Units & Panel Schedule Templates = Settings ~ () Position ~ Options Main Model ¥ Study Outcomes Links  Types View a5 Edit Warnings Manager Security Player
Settings Project Location Design Options Generative Design Manage Project Phasing Selection Inquiry Macros Wisual Programming

X fid {3D - frambou@microdesk.com} X

B >

RoA

Apply

Ll

[ Coarse
02-18-12-16-36 (En E Medium

v

> 13710 BT % G OmHEE ¢ KEHGE <
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Massing elements have a hard time being read in other programs, so instead create a skeleton object with reference edges. Any
complex shapes are kept for 3Ds Max. Revit's adaptive modeling tool can create fantastic shapes, but 3Ds Max will always push it
further. Max can quickly model complex elements that have clean model integrity, which can be properly consumed by receiving
programs.

Messages
= Waming imay be ignored)
Thickness of this Roof may be slightly inaccurate due to extreme Shape
=) Editing. Dimensions to this element in sections and details may not accurately
indicate the Thickness shown in Type Properties.
[=]-- WWaming 1
[] Workset1 : Roofs : Basic Roof : Facade - 6" :id 1012379

Show More Info Delete Chedked...

To highlight an element in the graphics window, select it in this tree.

Maost standard view commands work without exiting this dialog.

Export...
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The biggest reason you will need to model some elements in 3Ds Max is for textures to show up correctly. The massing elements
tend to break in the transfer. They do not face the correct way and UVW mapping becomes an issue.

Fle  Edt  Took Group  Views Create  Modifiers  Animation

De PPk

Ct\Users\feambou CloudDrive WMicrodesk Autodesk\3D:

Medeling

'm'® E
Modify Mode

Polygon Modeling ~

Select Display Edit Customize
B4l @ T
Name (Sorted Ascending)
T O\ Forest Haus.rvt
© @ Auminum
© @ Aluminum Dark
© @ Bench Cement
© @ Brch
© @ Brick dark red
@ Cement Powdered white
© O Cobble Stone
©@® Con Cast-in-Place gray

© @ Default wall

© @ Door material

O ® Downlight - Recess=d Can 6" Incandescent -|
& ® pownlight - Recessed Can 6" Incandescent -
© ® pownlight - Recessed Car: 6" Incandescent -|
© ® Downlight - Recessed Can 6" Tncandescent -

© @ Glass - Clear, Grey
o0 , White, High Luminance
O ® Grass
© @ Gypsum Wall Board
© @ Hardwood Floor
© @ Kitchen Fridge
© @ Kitchen Granite Counter top
<> @ Kitchen Lower Cabinet
O
=

£ |5 | Selection Set:

1Object Selectad

il Click and drag to select and move objects

o &3

+ C &

[+ ] [Parspactive ] [Seards

Graph Editors

mRY 212 op AD (¥ S
] ‘1"“ 3"':1_’ o A? (¥ |ceaesdectonse’s] \

A TEzule Shading |

Rendering

Civil View

Customize  Scripting Interactive Content

 EBEEX

Organize the elements by
material in 3Ds Max to simplify
your work in Unity

Substance  Amold Help

= 6 B xEz:me

T ¥ 54543

¥ Z: 30.042

2 tcambou@mi...v RCaE T

Clean up & remodel
ugly components

QemAN=%

o

(ot

AEC Extended
* Object Type
Foliage Railing
Wal
* Name and Color

Kitchen Lower Cabinet

We also use max to
create the animated
components

CTRRTTN ST

© 0 ol setkey 1%

+ AutoKey Selected r P&
>0,

{, KeyFilers...

Another great aspect of Max is that you can add motion to your work. The more you develop this process the more interactive assets
you will start to make; opening doors, custom buttons, CFD airflow diagrams, character rigs, and so on.
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Clean, Purge, & Export A Revit File

Linking directly isn’t always the best solution for complicated files. Sometimes a working project deep into DD has been horribly
abused and working with it will not be helpful. At this point it's best to just clear it out using the eTransmit add-in. Again, you can use
the latest published or simply the latest collaboration cache if you have already synced the project to your computer.

1. Create a clean 3D View in Revit. Remember that whatever is visible in that view will be seen in 3Ds Max. Even the Detail
Level will be the same. If you set the view to course those complex shapes will not carry over.

2. Synchronize and close project, not Revit

3. Click the ‘Home’ button and select ‘Transmit a model’ under the ‘Add-in’ tab.

R B = |'T] i@ - S 20 A B = > L':-.v = Autodesk Rewit 2021.1.2 - Home

Architecture  Structure  Steel Precast Systems Insert Annotate  Analyze Massing & Site  Collaborate  View  Manage  Add-Ins  Enscape™  Quantification  BiM
2 8
Ps B e
External _ . Transmitamodel = About &
Toals N

Select + External Advance Steel Extension eTransmit Civil Structures RevitDBLink Bluebeam « Formlt Con

4. Browse for the hidden cloud backup: C:\Users\% USERNAME%\AppData\Local\Autodesk\Revit\<Autodesk Revit
Version>\CollaborationCache

(Open the sub folders until you find a revit project with a super long name with the corresponding date modified)

B @ 1 {3 B fcambou@mi..~ Y (2) -
Anr = —— teroperability Tools  BIMrx  Modify &~
ransmit Model

Select Revit model:

Browse Model . . Browse folders . . .

Save model to: ter Shared Reference Point STL Exporter

K

|C \Users\fecambou\Desktop

D Include transmittal and error reports.
= e P n LTEE 810bc365-0f7b-4479-b53a-2a11919691d7

|:| Create output folder for each source model Organize ~ New folder

Name Date mod

Add Files = This PC
Include related file types r 3D Objects B CentralCache 1278
[ Linked Revit models [] External key 2 BIM 360 7-a22e-407c-9304-012123a3c7f.. 12
2 BIM 360 Team B} £27328d7-a22e-407c-9304-012123a3c7f..  12/11)

[] CAD links ["] Decal image
Ml Desktop

DWF marku
L] - B Documents
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Uncheck all links, Disable Worksets, purge unused,

delete all views except 3D views

Open File, delete all views but the one, and save new file to 3Ds Max imports folder with short name

Link Revit file

E? elransmit
Bind to project
Transmit Model
Delete cameras, il
|C:\L' feamboulAppDataiLoc alAutodeskiRevitlAutodesk Revit 2021\0UIIabUlaljonCache\YmKSWUEUM\.BIUb:M|
ng htS, and ‘ Browse Model . . . . Browse folders . _ . RevitSenvernotconnented
Save model to:

other elements

|G AUsers\fcambou\Desktop

Browse folders . _ .

[ Include transmittal and error reports.

[] Create output folder for each source model

Add Files
Include related file types:
[ Linked Revit models [] Extemal keynote file
[ cAD links [[] Decalimage files

[] DWF markups

Addfiles .. .

Upgrade and Cleanup
Cleanup (pre-2021 models will upgrade. slower)

Disable worksets
Purge unused

(O Include all sheets and
All views
Only include views on sheets

Views on sheets and selected view types (not on shesls

(® Remove all sheets but include
) All views
(@) Selected viewtypes
Howdo | use eTransmit?
Save these settings for the next time | use eTransmit.

Zislze

roperability Tools

« 0 R fcambovemi..- W @ -

BiMrx  Modify o

Shared Reference Point STL Exporter

EEEEEEEEEEEEEaE

All

3D Views

Area Plans
Ceiling Plans
Detaill Views
Drafting Views
Elevations
Floor Plans
Graphical Column Schedules
Legends
Renderings
Schedules
Sections
Structural Plans
Walkthroughs

oK

Cancel
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Exporting the FBX

Brining your project into 3Ds Max is primarily a way to control the integrity of the FBX file that will be consumed by Unity. You can
export FBX files directly from Revit and there are plugins that let you transfer it directly to Unity. This, however, leaves you with hard
to use objects, broken surfaces, and no ability to pivot to the Plan B approach. 3Ds Max is also the best way to develop animated
components. If you are going to Unity from here, most of the work in 3Ds Max is to organize, purge, and touch up. Beyond that, the
export process is straight forward: Uncheck elements you don’t want to transfer, choose the Y-up Axis direction, and select the
Binary type and FBX 2015 Version.

3 Untitled

File Edit Tools Group Views Create
& - &=
DA B WS

:\Users\fcambou\ACCDocsWMicrodesk Inside Test Account\FC_Lake-Tahoe'Project Files\3Ds Max ¥

Selection

Modeling | Freeform

Polygon Modeling ~

Select Display Edit Customize
X B Q = &
@) Name (Sorted Ascending) & Fr...
©= 0 (default)
w ©  Coordination Test
© @ Brick, Common
© @ Concete, Cas...
&N, Coordination ...
© @ DefaultFloor
© @ Default Wal
©® Glass

o

bdddbddd:

Displa...

(7]

e () 2 (D) ) S55) 2 | e

44 [ W m

Layer Explorer
B 0/100
0 5
| None Selected

Rl Ciick or cick-and-drag to select objects

Modifiers  Animation

KX

Object Paint Populate L 3

[+ ][Perspective ] [High Quality ] [Flat Color]

Graph Editors

"

Rendering Customize Content Subs!

- A7 _1__ a 3’7 b:) O/g :9 {:F Create Selec

=

Scripting

Presets
CurrentPreset: | User defined

* Include
* Geometry
* Animation

Animation

* Lights

Audio
* Embed Media

* Shell Materials
Export:

* Advanced Options
Units
* Axis Conversion
Up Axis:
L 1) §

* FBX File Format
Type:

Version:

Cameras

Baked Materials

Binary
FBX 2014/2015

Compatible with Autodesk 2014/2015 applications/FBX plug-ins

* Information
FBX Plug-in version: 2020, 1. 1 Release (21da 1fdff)

Help on FBX

ces: Default

Cancel
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Arnold Rendering

If the schedule has pivoted to drop the Unity project and you need to develop either a stand in place viewer or track-based 360
rendering; then it will be time to switch over to the Arnold Rendering workflow. This could also be used to reduce the processing
requirements for a lighter game. Regardless of the reason, it will be best to save this 3Ds Max file into a new scene dedicated to
Arnold. The scene must have purely Arnold specific materials, lights, cameras, and render settings. See this YouTube series for help
getting started with the Arnold Renderer.

Short little tutorial showing the simple setup:

https://youtu.be/1kpXcQddXZU

Comparing V-Ray and the Arnold Renderer

Overall, V-Ray is complicated for new users because it has more parameters and more ways to mess up. For an advanced scene,
more buttons give the advanced artist complete control on a still frame. As an initial set up it will take you longer to get your scenes
ready to go, but you may require that level of detail. If you are using multiple nodes, starting your project from scratch, constantly
changing settings, you could be wasting a lot of time.

While V-ray focuses on COMPUTER rendering time, Arnold’s ethos is to save the USER time. Your set up will have a minimal initial
process since it does a lot of the work for you. Most of your time will be spent on managing the noise in the rendering. You can easily
use AOV’s to single out the Sample types and adjust the toggles in the general tab to quickly pinpoint the cause of the noise without
increasing every adjustment. They both have active shaders for a real-time scene set up, they each have their own lights, materials,
and so on that work with their own generators.

https://www.autodesk.com/products/arnold/overview

GPU vs CPU

Both Arnold and V-Ray are capable of both. Deciding which renderer to use for this might be up to the way your company is set up.
Many large AEC firms based out of the US tend to build better CPU capable computers, while some in the UK might have better
GPU, etc. It will be beneficial to decide which one you want to go with early on and plan accordingly, well before the rendering time.

https://www.arnoldrenderer.com/news/whats-new-with-arnold-gpu/

See the “Rendering Pipeline” document for rendering time estimates


https://youtu.be/1kpXcQddXZU
https://www.autodesk.com/products/arnold/overview
https://www.arnoldrenderer.com/news/whats-new-with-arnold-gpu/
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Export Process - Image Sequence
Create a NURBS Curve by selecting points in the general 3D path your camera will take.

Selection opulate

eling
odify Mode

Polygen Modeling ~
[+ ] [Front ] [Standard ] [Wireframe ]

Customize [+]1[Top] [Standard ] [Wireframe ]

(P aE=

4 Frozen

Display  Edit

Sorted Ascending)
I Coordination Test.rvt

+
® & ? A =%
NURES Curves
* Object Type
AutoGrid
v

Paint Curve CV Curve

[+ 1[Left ] [Standard ] [Wireframe ]

[+] [Perspective ] [High Quality ] [Flat Color ]

75

Z: Grid = 100.0

1 Shape Selected
% Enabled: ® ) & AddTimeTag

Click and drag to begin creation process

You can change the location of the points individually later to refine the flight path.

a4l B

@+ 0

* Name and Color
Curve001
* Rendering
* Keyboard Entry
¥ Create Point Curve

Interpolation
Steps:

¥ Adaptive

¥ Draw In Al Viewports

lei
Curve01

Modifier List

¥ MURBS Curve
Point
Curve

* Point
Selection
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Modifier List

Frame Rate Time Display

® Frames

Next, change the keyframe time scale, remembering the final video output. If
it's 30 frames per second for X min, then you will need the “Length” set to X
times 60 times 60 times 30 FPS. Then select your camera and go to Motion

® nrsc e > Parameters > click position > and select the button under Assign

SMPTE

PAL Controller. This is where you can choose Path constraint and make the

FRAME:TICKS

Adjust : NURBS curve the cameras position by Adding the Path. This will
automatically create the keyframes from the beginning to end.

Keys MM:S5:TICKS + Point

Flayback Selection
¥ Real Time ¥ Active Viewport Only ¥ Loop

Speed: 1/4x 12 @ 1x 4x Name: E
Direction: Hide
Animation -

StartTime: [0 . Length: 1800 : Refine

Extend
End Time: 1300 = Frame Count: 1301 —

Make

Re-scale Time Current Time: 0
Attachment

i AudioPosition
EaEEE Ponts Seiet Bezier Position

¥ Use TrackBar » Soft Selec DrivenPos

Linear Position

Motion Clip DrivenPos
Moise Position

Path Constraint
Position Constraint
Position Expression
Position List

Position Motion Capture
Position Reaction
Position Script
>Position XYZ

Ray To Surface Position

1150 1200 1250 1300 1350 1400 1450 1500 1550 1600 1650 1700

-333.01 =+ Z: 141.213 * Grid = 100.0 144 4ll }‘ 1> prl l Auto Key Selected Spring

s Surface
b

% Enabled: ® @ & AddTime Tag ala H e 225 EEES TCE Position

Default:  Position XYZ

You can always rotate the camera independently
Make Default

or select Follow to look in the direction of the path.

®

arnold_wr_cameralil

Selection Level:

Parameters

* Assign Controller

]
i)

Motion Paths

£ Transform : Position/Rota

.....7 Position : Position XYZ

i~ Rotation : Euler XYZ
Scale : Bezier Scale

e

Parameters Motion Paths
Scale

Position. Rotation Scale

* Path Parameters

Add Path

Target Weight

Weight
Path Options:
%% Along Path: 0.0

v Follow
Bank Amount:

Smoothness:

¥ Constant Velodity

¥ Loop Relative

Axis:

1650

Selected v O &
> W ¥

Kew Filtars
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If you forgot to rotate at the beginning, you can always modify the local rotation while keeping the connection to the path (90 x, 90 y).

Modifiers Anirmation Graph Editors Rendering Customize Scripting Content Substance Civil View Arn Beyond thIS, the optlons are vast.

- . . o 1B : Lo Camera type, output size, & many
1 red Local - Lo oo ) 0’} AT I'Y cr C g 'R
LR dCE ¢, W7 _-i- I 37 IR OR 22 {3 - \ other render settings should be

“Slity ] [Flat Color ]

ntIFC_Lake TahoeProject Fies\aDs Max + A UM 1S 1 backwards designed for the end

user device. YouTube, Google

Cardboard, phone, computer,

headset, etc. Essentially whatever

format you choose to export, you

: will ultimately export this as a

.......... Vol group of images and compile them
[+][Perspective ] [High Quality as an image sequence. Photoshop

has an easy import & render
process

]

Target: Production Rendering Mode

Preset: No pi

Renderer: Arnold

N View to Render:  Quad 4 - Perspective

Common  Arnold Renderer
* Common Parameters
Time Output

Single Every Nth Frame: 1

® Active Time Segment: 0To 1800
+ To 100

File Number Base: 0

Auto Region 5



AUTODESK UNIVERSITY

Simply open the images from
Photoshop, select the first image in the
sequence, and make sure to check
“Image Sequence”. This will

Organize v New folder | @ automatically create a video that can be
exported as a rendering.

<« v p . 3Ds Max 3Ds_Max_2022 » renderoutput * Water Flow

# Quick access

= DEEk-tDFI ‘ 2dVE d LUPY ALt Lt
Downloads \ \ ! Revert Fi2
Bocamens prm—
.  Water @ Water W Generate b ExportAs. Alt+Shift+Ctrl+W
B Pictures Plank0000,j Plank0001 jpg 0002, J —
l fecambou Invite.. Export Preferences...
B Microdesk - Share on Behance... Save for Web (Legacy)... Alt+Shift+Ctrl+S
l Autodesk University — — — — Search Adobe Stock... Artboards to Files...
R s ? ; : Place Embedded... Artboards to PDF...
l Documents Microdesk Place Linked.. Export For Aero..
B images & Water & Water @ Water @ Water Package... Layer Comps to Files...
Plank0004,) Plank0006.) Plank0007,) er -
[ I — an JPg an JPg an y Automate N Il:a;a th:n;rls_tc: PDF...
. ayers to Files...
Open cloud documents Script
Open cloud documents e Color Lookup Tables...
Import
File name: | Water Plank0000.j - - Data Sets as Files...
ile name: | Water Plank0000. Jpg s File Info... Alt+Shift+Ctrl+|
- . Paths te lllustrator...
Version History -
b Render Video...

Print... Ctrl+P

If the video as a 360-aspect ratio, YouTube, Facebook, and others will automatically convert it to a headset ready video or a click and
drag desktop viewer.
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Creating a scene in unity.
Initial Project Setup

It's a good idea to start developing the infrastructure of your Unity game at the same time or even before the work has started in
Revit & Max. Time always slips away from you.

You will first create your project from the Hub. Remember to research the editor version, it's not always the case that you want the
latest version. Sometimes specific workflows or packages have not yet upgraded or been fully tested yet.

- n Unity from h

P Open Unity from hub : & e
Set version

® Projects Projects A “

el Project Name Unity Version Target Platform Last Modified T O\

a» Community

Forest House
2 . a few seconds

= |Installs C:\Use ._: .' ents\Unity\Forest_Home\Forest House 2020.2.1f1 Current platform ago
Astrodome
C:\Users\fcambou\DocumentsiUnity\Astrodome\Astrodome 2020.2.1f1 Current platform 2 hours ago
Obsidian Web
C:\Usersifcambou\Documents\Unity\Obsidian\Obsidian WeD 2020.1.14f1 Current platform 3 months ago
- B TR

Obsidian 3D
>:\Users\fcambou\Documents\Unity\Obsidian\0bsidian 3L 2020.1.12f1 Current platform 4 months ago
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Once opened, you should see this default layout. It is completely customizable, and you can toggle through your saved layouts here.

Window Help
3 Panels Pool White (Mesh Filter)

Mext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

B8 v MeshRenderer

Mat

Layouts 2by3 J £l

4 Split
Default
Tall

Asset Store Wide —~ ontribute Gl Numin,

Unity AP

Collaborate

Lighting

Package Manager

Save Layout...
Blend

Asset Management Save Layout to File... —
TextMeshPro Load Layout from File...

General Delete Layout
Rendering Reset All Layouts
Animaticn

Audio

Sequencing

Analysis

2D

Al

AR

Ul Toolkit
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The scene viewer and game mode are in the middle. This will automatically change, however it's good to be aware when you’re in
game mode, because all your scene development will be lost if the game is running.

[Flcenter FLocal ol & Account ¥
2 i # Scene @B Game @ Asset Store = Package Manager i @ Inspector
Shaded ~ mm (@ w & v B % mt~ Gizmos v o @ Auminum (1
]

Shader Star

Rendering Mode
center [Plocal Main Maps
# Scene s Game W Asset Store = Package Manager
Shaded v 20 ® W & v @0 H o~

Secondary Maps
@Detail Albedd

@Mormal Map

Forward Renderir
Specular Highlighs
Reflections

Advanced Option
Enable GPU Instar

Double Sided Gloj

Aluminum
~ Assets > Materials
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ag Untagged Layer Default

Transform

Pool White (Mesh Filter)

Mesh Renderer

Per Object Motion
In Assets Brick )

9 i

Entire Project Folder ; Gl Sclccted Element's Properties

= Edge Col

. FH Mesh C‘ull\de‘r-
Assets in the selected folder Arayoon Cater 20

On the bottom we have the Project folder that gives you access to everything. This is where we will import and manage all our
assets. In here you'll save your scenes and structure your projects, the more organized the better. This project folder can also be
accessed directly on the computer. You can click and drag components directly to this or in the File Explorer

On the left we have the active Scene Hierarchy that has all the working assets in this specific game. You click and drag the
components, from the various project folders, to copy all the things you’ve developed over time into the game.

The Inspector gives you the object properties with all its adjustable settings.
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Folder Structure & Import

Over time you build these folders up and re-use a lot of the assets. It's important to keep these as simple to navigate as possible.
Always think of the others that are going to join the project. You’ll thank yourself later when you haven’t been working on a project for
a while. With all the initial 3Ds Max setup, your primary importing file type will be an FBX. From 3Ds max, each object should be
organized into clear material groups, plus any individual components that you will need to select individually in the game.

Astrodome
Share WView
E it E EE - . iy Hew item ~ B open - | B selecta ¢ 5 Center (PLocal : L || % 6 Account ¥ Layers ¥  Layout
I Copy path ] i Easy access ~ B cait BB select n = Hierarchy i # Scene  o®Game W Asset Store & Package Manager i @ Inspector

Paste Move Copy Delete Rename New Properties
B Paste shortcut | g o = folder = B History | m®inverts T 7

a Shaded v 20 ® W @ v @0 I} v ¥ m~v Gizmos v

Astrodome
lipboard Organize Open Seles < =
@@ Astrodome

EQ Directional Light

E on \;:Ilrntz-li\' gﬂﬁ

Date modified Type

s 1/14/2021 7:30 AM File folder € Forest House*
B Assets 1/21/2021 11:53 AM File folder 71 Directional Light
B Library 8/16/2021 818 AM File folder RE P Cont
l Logs 8/14/2021 11:25 AM File folder
B oy 1/14/2021 7:30 AM File folder
B Packages / 7 File folder Eﬂ Aluminum
B ProjectSettings 8/9/2021 7:31 AM File folder [:a Aluminum Dark
B emp 8/16/2021 8:45 AM File folder £ Bench Cement
B Usersettings 3/12/2021 10:21 AM File folder 9 Birch
B vsconfig 1/5/2021 10:47 AM VSCONFIG File ) Brick dark red
[ Assembly-CSharp.csproj 1A Visual C# Project f... FC ntP ered white
Assembly-CSharp-Editor.csproj /91, T Visual C# Project f...
EZ Astrodome:sin 8 Visual Studio Selu...
B debug.log 1 Text Document
Oculus Platform.csproj 8/ T Visual C# Project f...
Oculus Platform.Editor.csproj 8 Visual C# Project f... ) It Wall
OculusVR.csproj 8/9/2021 7:11 AM Visual C# Project f... Door material
Oculus VR Editor.csproj 8/9/2021 7:11 AM Visual C# Project ...
Oculus VR Scripts.Editor.csproj 8/9/2021 7:11 AM Visual C# Project f...

B Project B Cconsole
+ -
* Favorites + Assets
Q, All Materials
O, All Models

@@ Assets
e Backup Assets Backup As..  FBXImpor.  FirstPersio. PBS Mater...
s FEX Imports

W FirstPersion AIO Pack
W Materials — "
@ Oculus .

B AudioManager
I Avatar XR New Terra... WEATestC...
W LipSync
s Platform
(& SampleFramework
[ Core
I CustomHands
Bm DebugUl
Wm DistanceGrab
Bm Handslnteraction
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It's nice to have a folder for stagnant assets, animated objects, and texture maps. Your materials will need to be remade in Unity, you
can transfer image files to this folder, but just plan on losing all the textures from the previous programs. The material set up in 3Ds
Max and & Revit should be done to allow you to have the objects organized correctly in Unity.

File Edit
[Flcenter FLocal

= Hierarchy o i | # Scene B Game

a0 B Shaded v

Q) Forest House*
[0 Directional Light
i PlayerControlle
ﬁ eleportDestination

9 Aluminum D

£9 Bench Cement

&0 Bireh

0 Brick dark re

(%3 tP i white

-in-Place gray

Linen, Matte

Vatte

* Favorites Materials
QC, All Materials

QC, All Models

Q, Al Prefabs @ .
aw Assets

Im Backup Assets

Im FEX Imports

B FirstPersion AlO Pack Aluminum

Bm Materials

s Oculus

m PBS Materials Variety Pack

e Resources

cenes + @) Assets/Materials/Aluminum.mat

@ Asset Store & Package Manager

® W & v g0 ff v

Door Panel

Earth

Masonry

X

W > Gizmos ¥

o

- Account - Layers b Layout
@ Inspector

C Aluminum (Material)
J

Shader Standard

Rendering Mode Opaque
Main Maps
@ Albedo | B
@ Metallic L
Smoothness L
Source Metallic Alpha
@ Normal Map
@ Height Map
@ 0cclusion
9 Detall Mask
Emission
Tiling
Offset
Secondary Maps
@ Detall Albedo x2
D Mormal Map
Tiling X1
Off X0
UV set uvo
Forward Rendering Options
Specular Highlights v
Reflections i
Advanced Options
Enable GPU Instancir

Double Sided Global | v

a

Testing Material

@  AssetBundle None




Asset Store & Packages
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The Asset Store will be an import first step. There are thousands of downloads, both free and paid. From these installations you will
be able to see how materials are set up and learn basic tips and tricks from the pre-built assets. Each Package offers a variety of

systems that will transform your scenes.

= Hierarchy & i # Scene o Game @ Asset Store

4+ o + ~ Packages: Unity Registry
POt HOUSEY ARKItXR Plugin
ayerCont Burst
; Code Coverage
Editor Coroutines
FBX Exporter
High Definition RP
In App Purchasing
Input Systerr
05 14 Adver a Support
JetBrains Rider Editor
Magic Leap XR Plugin
ML Agents
Mobile Notifications
Multiplayer HLARI
Oculus ¥R Plugin
OpenXR Plugin
Polybrush
Post Processing
ProBuilder
Profile Analyzer
Quick Search
Recorder
Remote Config
Last update Aug 16, 11:33
I Project 2 console
+ -
* Favorites

C, All Materials
O, All Models

Q, All Prefabs .

aw Assets
e Backup Assets
I FEX Imports
Wl FirstPersion AlO Pack
M Materials
i Oculus
Im PBS Materials Variety Pack
Resources
s Scenes

4 Assels » Materials

Aluminum

t: Name + »

Oculus XR Plugin
Unity Technologies
Version 1.6.1 - November 13, 2020

Oculus Integration | Integration | X +

< c

i Apps W Bookmarks & Maps ! Gmail

Masonry

@ assetstore.unity.com/packages/tools/integration/oculus-integra.. & ¥r

o

B E » 3

iCloud {\ Autodesk ACC  » | [} Other bookmarks Reading list

Oculus Integration
2] 9

Testing Material

& Account ¥ Layers ¥ Layout

® Inspector

.' + OVRCameraRig

Static

Tag Untagged * Layer Default

A Transform

Paosition X0
Rotation X0

Scale X1

~ OVR Camera Rig (Script)

Use Per Eye Cameras

Use Fixed Update For

Disable Eye Anchor C

B ~ OVR Manager (Seript)
Target Devices

Quest

Quest

Performance/Quality

Use Recommended h

Monoscopic

Enable Ad ve Rest

Min Render Scale L

Max Render Scale L

'set Rotation

Y 0 70

Head Pose Relativ

Head Pose Relative Offset Translation
o kel Zo

Profiler Tep Port 32419

Tracking

Tracking Origin Type Floor Level

Use Position Tracking v

Use IPD In Position Ti v

Reset Tracker On Loz

Allow Recenter ]

Late Controller Updat v

Display

Enable Specific Color

Android Build Settings

(-]

0
Z0

4 1

W*®

=

a
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For example: the Oculus XR Plugin provides cameras, controllers, materials, and example scenes that you can copy and paste into
your existing projects to prepare it for the final VR export.

Your Package Manager will help you install the latest versions of each one. Once installed, you can start developing your own
creative design, cannibalized from pre-existing assets. You don’t need to know how to script to make something nice.




Connecting the devices & Game play

Quest 2
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The Build Settings is the final stage where you choose the platform intended for viewing. You can create a Desktop, Consul, or Web-
based executable. The Oculus Quest 2 is a good solution for portability and when your computer does not have an excellent graphics

card.
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You can run the Oculus Desktop Support &
Oculus Developer Hub that connects the
hardware via the usb-c.

Once connected, you can test run the games
directly off the computer. All functionalities will
work in the game mode, so you can make sure
it's ready before the final export.

This is where you will test to see if all the
custom changes have been successful.

When the Oculus is connected, the Build
settings for the Android device will appear and it
can be adjusted to export the game.

The executable will work as a standalone game
if you are using the developer mode on your
Oculus account.

See the provided YouTube links from various
channels that are very helpful to get your
computer ready for this process.

Once you understand that workflow, you’ll be
able to export the APK’s straight to the headset
for onsite presentations, cable free.
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Software to download
Download Unity:

https://unity3d.com/get-unity/download

Developer Hub for installing stand-alone APK :

https://developer.oculus.com/downloads/package/oculus-developer-hub-win/

Connecting Desktop to Oculus (Steam):

https://store.steampowered.com/app/250820/SteamVR/

Install Oculus Packages to your game for Oculus controls:

https://assetstore.unity.com/packages/tools/integration/oculus-integration-82022

Youtube Videos
How to play Oculus from PC:
https://youtu.be/wGQDVZkoK7U

Make Oculus work with our lame computers:

https://youtu.be/h30abvkolZY

Basics on setting up scene for Oculus:

https://youtu.be/8X15s-vTUGI

How to customize Teleport in VR

https://www.youtube.com/watch?v=r1kFOPhwQ8E&t=1s



https://unity3d.com/get-unity/download
https://developer.oculus.com/downloads/package/oculus-developer-hub-win/
https://store.steampowered.com/app/250820/SteamVR/
https://assetstore.unity.com/packages/tools/integration/oculus-integration-82022
https://youtu.be/wGQDVZkoK7U
https://youtu.be/h30abvkoIZY
https://youtu.be/8Xl5s-vTU6I
https://www.youtube.com/watch?v=r1kF0PhwQ8E&t=1s

