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Universal Scene Description
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* Stage

* Prim & Properties
* Layer & layer stack
* Composition arcs



Fle Edit View Window Debug
/Kitchen_set/Arch_grp/Kitchen_1

Navigation Show

Prim Name Type Vis
-

Kitchen_set Xform Vv

Arch_grp Xform i

Prims —

Cabinets Xform Vv

TCeiling Xform V

! Counter Xform Vv

! CupShelf Xform V

! Curtainsl Xform V

! Outlet Xform V

! PaperTowel Xform Vv

» Sink Xform Vv

© Sink_Curtain Xform Vv

! TileFloor Xform V

! wallHinges Xform Vv

» walls Xform V

! Windows_Frame Xform Vv

~ Props_grp Xform V

! North_grp Xform V

I West arp Xform Vv

2 search for prim by name Find Prim

purpose default

visibility inherited
xformOp:translate (71.10783386230469, -43.28064727783203, -1.8192274570465088)
xformOpOrder token[1]: [xformOp:translate]

-252.31224060058594, -1.8192274570465088)...(363.558837890625, 165.75094604492188, 254.1328582763672)]
(0, 0, 1, 0), (71.10783386230469, -43.28064727783203, -1.8192274570465088, 1) )

? | Search for property by name

0.0 [ ]

Value

Field Name

[object ty,
[path]
assetinf
kind
payload
references
specifier

typeName

Cafnz
Earnplziey: L

Meta Data  Layer Stack ~Composition

Value

name: Kitchen}

tchen_payload.usd, /Kitchen, SdfLayerOffse
SdfListOp(Added Items. [SdfReference( /fassets/Kitchen/Kitchen usd, , SdfLayerOffset
Sdf SpecifierDef

Xform

0.0 pla




Stage

helloWorld.usda

Prims #usda 1.0

\ def Xform “hello” P .
( . Properties
def Sphere “world” / -
{
float3[ ] extent = [(-2, -2, -2), (2, 2, 2)]

color3f[ | primvars:displayColor = [(0, 0, 1)]
double radius = 2

}
}




Stage

usdview
File Edit View Window

Python 2.7.5 (default, Oct 30 2018, 23:45:53)
i

>>> from pxr import Usd, UsdGeom ——

Use the ‘usdviewApi’ variable to interact with UsdView.
8 Type "helplusdviewApi)® to view available APl methods and properties.
Prim Name Type Vis A
e e - Frequently used properties
hello = = . usdviewApi.dataModel - Usdview's active data model object
usdviewApi.stage - The current Usd.Stage.
world Sphere V - Ty
¢« ' sdh prim - The m the prim selection.
—_— s ro| - erty from the property selection,
>>> stage = Usd.Stage.CreateNew(‘helloworld.usda")

usdh spec - The lec
usdviewApi.layer - The currently selec

>>>|

>>> xformPrim = UsdGeom.Xform.Define(stage, '/hello")

>>> spherePrim = UsdGeom.Sphere.Define(stage, '/hello/world"]

>>> stage.GetRootLayer().Save() ‘ — ok

Type Property Name Value Value  MetaData LayerStack Composition
© world Bounding Box 1,-1.-1 1 T e R

© Local to World Xform 1,0,0,0),1(0,1,0,0),1(0,0,1,0),(0,0,0,1)

© Resolved Preview Material <unbound>

© Resolved Full Material

Find Prop

helloworld.py 5

$ python extras/usd/tutorials/helloWorld /helloWorld.py



Prims & Properties

>>> extentAttr = spherePrim.GetAttribute("extent")
>>> extentAttr.Get()
Vt.Vec3fArray(2, (Gf.Vec3f(-1.0, -1.0, -1.0), Gf.Vec3f(1.0, 1.0, 1.0)))

>>> extentAttr.Set(extentAttr.Get() * 2) —_—

/

>>> spherePrim.GetPropertyNames()
Tru e Ao Show ['proxyPrim’, ‘purpose", 'visibility', 'xformOpOrder]
>>> spherePrim = stage.GetPrimAtPath("/hello/world")

Prim Name Type  Vis >>> spherePrim.GetPropertyNames()
—- [ ", ‘extent’, ', 'pr olor’, 'pnmvars.dnsplay(}pacx
ty'. ‘proxyPrim’, ‘purpose’, ‘radius’, ‘visibility', ‘xformOpOrder']
hello xform vV Y pay gk . 2

>>> extentAttr = spherePrim.GetAttribute("extent”)
>>> extentAttr.Get()
Vt.Vec3fArray(2, (Gf.Vec3f(-1.0, -1.0, -1.0), Gf.vec3f(1.0, 1.0, 1.0)))

>>> radiusAttr = spherePrim.GetAttribute('radius') - =

>>> extentAttr.Set{extentAttr.Get() * 2)
>>> radiusAttr.Set(2) s
True

>>> spherePrim.GetPropertyNames()

['doubleSided", 'extent’, ‘orientation’, 'primvars:displayColor', ‘primvars:displayOpaci
ty', ‘proxyPrim’, ‘purpose’, ‘radius’, ‘visibility", ‘xformOpOrder‘]
>>> = spl .GetAttribute(“extent”)

>>> extentAttr.Get()

Vt.vec3fArray(2, (Gf.Vec3f(-2.0, -2.0, -2.0), Gf.Vec3f(2.0, 2.0, 2.0)))
>>> extentAttr.Set(extentAttr.Get() * 2)

True

>>> radiusAttr = spherePrim.GetAttribute("radius®)

>>> radiusAttr.Set(2)

True

>>>

~

Find Prim

Type Property Name

Value Meta Data  Layer Stack  Composition

World Bounding Box

Field Name Value
Local to World Xform

Resolved Preview Material <ur

00060

Resolved Full Material <un




Primvar

o BT I 489 IUFTIR L Z S35 42 E, uv, &
o KA JUATAR & dg AL
o WLIEIL I YE E R4 K. per-primitive, per-face, per-vertex

- » O‘ »

Constant Uniform Vertex + Face-varying
Varying



Primvar

helloworld.usda

#usda 1.0

def Xform “hello”

{

def Sphere “world”

{
Heaeal |85E'EEHE— (2 2 2V (2 2 211

LU= = =)y & = =J]

color3f[ ] primvars:displayColor = [(0, 0, 1)]
double radius = 2

}

}




PrimVar

Cubemesh.usda

#usda 1.0

def Xform "pCubel” (

)
{
def Mesh "pCubeShapel”
{
int[] faceVertexCounts = [4, 4, 4, 4, 4, 4]
int[] faceVertexIndices =0, 1,3, 2,2, 3,5,4,4,5,7,6,6,7,1,0,1,7,5,3, 6,0, 2, 4]
normal3f[] normals = [(-0.57735026, -0.57735026, 0.57735026), (0.57735026, -0.57735026, 0.57735026), (0.7071068, 0, 0.7071068), (-0.7071068, 0,
0.7071068), (0,1, 0), (0,1, 0), (0,1, 0), (0,1, 0), (-0.7071068, 0,-0.7071068), (0.7071068, 0,-0.7071068), (0.57735026, -0.57735026, -0.57735026), (-0.57735026, -
0.57735026,-0.57735026)] (
interpolation = "faceVarying"
)
point3f[] points = [(-0.5, -0.5, 0.5), (0.5, -0.5, 0.5), (-0.5, 0.5, 0.5), (0.5, 0.5, 0.5), (-0.5, 0.5, -0.5), (0.5, 0.5, -0.5), (-0.5, -0.5, -0.5), (0.5, -0.5, -0.5)]
[ float2|| primvars:st=[(0.375, 0), (0.625, 0), (0.375, 0.25), (0.625, 0.25), (0.375, 0.5), (0.625, 0.5), (0.375, 0.75), (0.625, 0.75), (0.375, 1), (0.625, 1), (0.875, 0), ]
(

0.875, 0.25), (0.125, 0), (0.125, 0.25)] (
interpolation = "faceVarying"

hY

J
[int[] primvars:st:indices= [0, 1, 3,2, 2, 3,5,4,4,5,7,6,6,7,9,8,1,10, 11, 3,12, 0, 2, 13]

}




Layer

* Every stage has a root layer and root layer stack

helloworldShot.usda
>>> shotStage =Usd.Stage.CreateNew(‘helloworldShot.usda') #usda 1.0
>>> paths=[“helloWorldshot_layout.usd”, “helloWorldshot_sets.usd”] {
>>> shotStage.GetRootLayer().SetSubLayerPaths(paths) subLayers = [
@helloWorldshot_layout.usd@,

@helloWorldshot_sets.usd@,

]
)




helloWorldShot.usda

Sublayers

helloWorldShot_layout.usda

#usda 1.0

(

subLayers = [
@helloWorldshot_layout.usd@,
@helloWorldshot_sets.usd@,

]
)

layerStack

#usda 1.0
def Xform “World”
{

def Xform “Character”

{
def Mesh “GirlA”

helloWorldShot.usda(composed)

helloWorldShot.usda
helloWorldShot_layout.usda
helloWorldShot_sets.usda

helloWorldShot_sets.usda

#usda 1.0
def Xform “World”

{
def Xform “Sets”

{
def Xform“DeskA”

#usda 1.0
def Xform “World”

{

def Xform “Character”

{
def Mesh “GirlA”

def Xform “Sets”

{
def Xform“DeskA”




Sublayers

helloWorldShot.usda

#usda 1.0

(

subLayers = [
@helloWorldshot_layout.usd@,
@helloWorldshot_sets.usd@,

]

sublayer

helloWorldShot_layout.usda
sublayer

#usda 1.0
(

subLayers = [ _ _

@helloWorldshot_layout1l.usd@,
@helloWorldshot_layout2.usd@,

]




sublayer

Sublayers

sublayer

layerStack

helloWorldShot.usda
helloWorldShot_layout.usda
helloWorldShot_layoutl.usda
helloWorldShot_layout2.usda
helloWorldShot_sets.usda




Composition Arcs (4 miN)

 Sublayers

* References UsdReferences

* Payloads UsdPayloads

e Variants UsdVariants UsdVariantSets
e Inherits UsdInherits

* Specializes UsdSpecializes



References (5| )

helloWorld.usda

superWorld.usda

#usda 1.0

def Xform “hello”

{
def Sphere “world”

{
float3[ ] extent = [(-2, -2, -2), (2, 2, 2)]
color3f[ | primvars:displayColor = [(0, 0, 1)]
double radius = 2

}
}

#usda 1.0

over "refSphere" (
prepend references = @./helloWorld.usda@

)
{

}

uniform token[] xformOpOrder = []

over "refSphere2" (
prepend references = @./helloWorld.usda@

)
{

over "world"

{
color3f[] primvars:displayColor = [(1, 0, 0)]

}
}




References

referenceLayer.py

>>> refStage = Usd.Stage.CreateNew/(‘superWorld.usda')

>>> refSphere = refStage.OverridePrim('/refSphere')
>>> refSphere.GetReferences().AddReference('./helloWorld.usda')

>>> refXform = UsdGeom.Xformable(refSphere)
>>> refXform.SetXformOpOrder([])
>>> refStage.GetRootLayer().Save()

superWorld.usda

>>> refSphere2 = refStage.OverridePrim('/refSphere2')
>>> refSphere2.GetReferences().AddReference('./helloWorld.usda')

>>> overSphere = UsdGeom.Sphere.Get(refStage, ' /refSphere2 /world')
>>> overSphere.GetDisplayColorAttr().Set( [(1, 0, 0)] )

>>> refStage.GetRootLayer().Save()

#usda 1.0

over "refSphere"” (
prepend references = @./helloWorld.usda@

)
{

}

uniform token[] xformOpOrder = []

over "refSphere2" (
prepend references = @./helloWorld.usda@

)
{

over "world"

{
color3f[] primvars:displayColor = [(1, 0, 0)]

}
}




References

Hydra

Camera: ki
Complexity:

Composition

Layer Stack
Value

Navigation Show .,
Prim Name Type  Vis "‘*-.\
refSphere Xform V .
world Sphere Vv Y
refSphere2 Xform V >
world Sphere Vv
.‘”"‘
Bl scarch im by name i i Render: 10,22 ms (97,83 FPS)
7 Search for prim by name Find Prim Flayback: jiA
Type Property Name Value Value Meta Data
© world Bounding Box [(-2, -2, -2)...(6, 7, 8)] Field Name
[object type] Prim
[path] !
?  Search for property by name Find Prop
[ ]
| | Step Size 1.0

>

‘authorBererences.py’ selected (2.6 KiB)




Payloads

° T:]‘ ji;}f,,:,]i 7!7[] ﬁ g] }ﬂ i% .%- payloadWorld.usda
#usda 1.0
o LAt HmER H 33
71\- TZ'] ﬁ&—j‘ % ) def “payloadSphere" (
payload = [

UsdStage::Load() @./helloWorld.usda@</hello/world>

UsdStage::Unload() : ]




Variants ( ZT4K)

o AT EZILRE AR ILE X
o B P AR A AT AE P ik 2R ] #9variant

helloWorld.usda clearColor.py

#usda 1.0 >>> from pxr import Usd, UsdGeom
>>> stage = Usd.Stage.Open(“helloWorld.usda”)
def Xform “hello”

{ >>> spherePrim = UsdGeom.Sphere.Get(stage, “/hello/world”)
def Sphere “world”
{ >>> colorAttr = spherePrim.GetDisplayColorAttr()
float3[ ] extent = [(-2, -2, -2), (2, 2, 2)] >>> colorAttr.Clear()
color3f[ ] primvars:displayColor = [(0, 0, 1)]
double radius = 2 >>> stage.GetRootLayer().Save()
}

}




Variants

c HENFF LI RE G EIT X
* 4 7 variant sets T KA 69 TR
* P AR RATAE T R R A9 ZAR

helloWorld.usda

#usda 1.0

def Xform “hello”

{
def Sphere “world”

{
float3[ ] extent = [(-2,-2,-2), (2, 2, 2)]
[ color3f[ | primvars:displayColor ]
double radius = 2

}

}

clearColor.py

>>> from pxr import Usd, UsdGeom
>>> stage = Usd.Stage.Open(“helloWorld.usda”)

>>> spherePrim = UsdGeom.Sphere.Get(stage, “/hello/world”)

>>> colorAttr = spherePrim.GetDisplayColorAttr()
>>> colorAttr.Clear()

>>> stage.GetRootLayer().Save()




Variants

>>> from pxr import Usd, UsdGeom
>>> rootPrim = stage.GetPrimAtPath('/hello")
>>> vset = rootPrim.GetVariantSets().AddVariantSet('shadingVariant')

>>> vset.AddVariant('red")
>>> vset.AddVariant('blue")
>>> vset.AddVariant('green")

>>> yset.SetVariantSelection('red")
>>> with vset.GetVariantEditContext():
colorAttr.Set([(1,0,0)])

>>> yset.SetVariantSelection('blue")
>>> with vset.GetVariantEditContext():
colorAttr.Set([(0,0,1)])

>>> vset.SetVariantSelection('green")
>>> with vset.GetVariantEditContext():
colorAttr.Set([(0,1,0)])

#usda 1.0

def Xform "hello" (
variants = {

) string shadingVariant = "bédén"

prepend variantSets = "shadingVariant"

)
{
def Sphere "world"
{
float3[] extent = [(-2, -2, -2), (2, 2, 2)]
color3f[] primvars:displayColor
double radius = 2
}
variantSet "shadingVariant" = {
llblue" {
over "world"
{
color3f[] primvars:displayColor = [(0, 0, 1)]
}
}
llgreenll {
over "world"
{
color3f[] primvars:displayColor = [(0, 1, 0)]
}
}
llred" {
over "world"
{
color3f[] primvars:displayColor = [(1, 0, 0)]
}

}




Variants

Composed result

>>> from pxr import Usd, UsdGeom
>>> rootPrim = stage.GetPrimAtPath('/hello")
>>> vset = rootPrim.GetVariantSets().AddVariantSet('shadingVariant')

>>> vset.AddVariant('red")
>>> vset.AddVariant('blue")
>>> yset.AddVariant('green')

>>> yset.SetVariantSelection('red")
>>> with vset.GetVariantEditContext():
colorAttr.Set([(1,0,0)])

>>> yset.SetVariantSelection('blue")
>>> with vset.GetVariantEditContext():
colorAttr.Set([(0,0,1)])

>>> yset.SetVariantSelection('green')
>>> with vset.GetVariantEditContext():
colorAttr.Set([(0,1,0)])

>>> stage.GetRootLayer().Save()

#usda 1.0

def Xform "hello"”

{
def Sphere "world"
{
float3[] extent = [(-2, -2, -2), (2, 2, 2)]
color3f[] primvars:displayColor = [(0, 1, 0)]
double radius = 2
}
}




Inherits ( 2% /&)

o FANCHHAXAL B AN FE K gk K
c I TR ERFFE — L0 F >

helloWorld.usda cube.usda scene.usda
#usda 1.0 #usda 1.0 #usda 1.0
class “class_Geometry” class “class_Geometry”
class “class_Geometry” i {
{ } color3f[] primvars:displayColor = [(1, 0, 0)]
} }
def Xform "hello" def Cube “cubel”(
{ inherits = [ def “sceneSphere” (
def Sphere "world“( </class_Geometry> prepend references = @./helloWorld.usda@
inherits = [ 1) )
</class_Geometry> { {
D } }
{ }
float3[] extent = [(-2, -2, -2), (2, 2, 2)] def “SceneSphere” (
color3f[] primvars:displayColor = [(0, 1, 0)] prepend references = @./cube.usda@
double radius = 2 )
} {
} }
}




USD N &84

73



USD Framework




Schema

>>> from pxr import Usd, UsdGeom

>>> stage = Usd.Stage.CreateNew/(‘helloworld.usda")

>>> xformPrim 4 UsdGeom.Xform.Define(stage, '/hello")

>>> spherePrim =|UsdGeom.Sphere.Define(stage, '/hello/world']

>>> stage.GetRootLayer().Save()

File Edit View Window

MNavigation  Show

Prim Name

hello
world

Type Property Name

© Resolved Full Material

Type  Vis

xform v
Sphere Vv

Find Prim

>>> from pxr import Usd

>>> stage = Usd.Stage.CreateNew(‘helloworld.usda")

>>> xformPrim =|stage.DefinePrim('/hello’, 'Xform")

>>> spherePrim =|stage.DefinePrim('/hello/world’, 'Sphere")

>>> stage.GetRootLayer().Save()

usdview

Python 2.7.5 (default, Oct 30 2018, 23:45:53)
[GCC 4.8.5 20150623 (Red Hat 4.8,5-36)] on linux2.

Use the "usdviewApi’ variable to interact with UsdView
Type “helplusdviewApi) to view available API methods and properties.

Frequently used properties
usdviewApi.dataModel - Usdview's active data model object
usdviewApi.stage - The current Usd.Stage.

ec from the Composition tab.
the Compasition tab.

Value  MetaData LayerStack Composition

Field Name Value

Find Prop



Schema

« 77 £ A 4 3 (domain-specific) 9 7t Z (Prim) & 3L
o & L HEAR AT E KA Prim 698 M AR T AF 3 34T 69 34E

Skeleton

Geometry Volumes Shading Lighting Animation

Rendering

UsdGeom UsdVol UsdShade UsdLux UsdSkel UsdRender



File Edit View Window
i

Navigation  Show

Prim Name Type  Vis

Schema

>>> from pxr import Usd, UsdGeom = 1

world Sphere V

>>> testPrim = stage.GetPrimAtPath('/hello/world")

>>> if testPrim:
>>> print “This prim exists!”

7 Find Prim

This prim exists

Type Property Name Value
© world Bounding Box 1,-1,-1). 1. 1]
© Local to World Xform 1,0 g
© Resolved Preview Material <unbound>
© Resolved Full Material

>>>testCamera = UsdGeom.Camera(testPrim)

>>> if testCamera:

>>> print “This prim is a camera”

>>> else: '
>>> print “This prim is not a camera”

This prim is not a camera

Layer Stack  Composition

(e
Assert(!testCamera)

usdview

Python 2.7.5 (default, Oct 30 2018, 23:45:53)
[GCC 4.8.5 20150623 (Red Hat 4.8.5-36)] on linux2.

Use the "usdviewApi  variable to interact with UsdView.
Type "helplusdviewApi)’ to view available API methods and properties.

Frequently used properties
usdviewApi.dataModel - Usdview's active data model object.
i

>>>|



Custom Schema

e Create a usda file
e $ usdGenSchema schema.usda

 Build the schema plugin

$ cmake --build . --target install --config Release

#usda 1.0

iUbLé§r@%e§fing schema classes:
implerig GomplshFdRUEQFaPHftion of UsdTyped.
Loadmg’[@&?@%@%a.usda@

] Writing Schema Tokens:
unchanged extras/usd/examples/usdSchemaExamples/tokens.h
e L@gglp_ar@ged extras/usd/examples/usdSchemaExamples/tokens.cpp
customDé‘t%C—h?ngEd extras/usd/examples/usdSchemaExamples/wrapTokens.cpp
sGRRFTBEIPIHEASES my Lib-
stringqrb‘?lﬁ extras/usd/examples/usdSchemaExamples/simple.h
} unchanged extras/usd/examples/usdSchemaExamples/simple.cpp
)1 unchanged extras/usd/examples/usdSchemaExamples/wrapSimple.cpp
unchanged extras/usd/examples/usdSchemaExamples/complex.h

s --Mygg%gw@x(tras /usd/examples/usdSchemaExamples/complex.cpp
inheri@gl@ﬁgﬁ@gtras/usd/examples/ustchemaExamples/wrapComplex.cpp
custoHﬂSQﬁa"g?d extras/usd/examples/usdSchemaExamples/paramsAPLh

stH%Q%&%ﬁ%ﬁ%‘é’:—as exsmples/usdSchemaExamples/paramsAPl.cpp

3 unchanged extras/usd/examples/usdSchemaExamples/wrapParamsAPIL.cpp

) unchanged extras/usd/examples/usdSchemaExamples/pluginfo.json

# Sore B MEnish¥asiinon to all derived schemas

T d%gp@ggﬁg%gggiéu_sg/&e(amples/ usdSchemaExamples/generatedSchema.usda

doc = "A double valued uniform attribute representing scale."

)
float3 rotation = (0, 0, 0) (
doc = "A varying 3D vector in floating-pt precision representing rotation."

)}



Composition Arcs(4- & 7K)

helloWorldShot_layout.usda

#usda 1.0
def Xform “World”
{

def Xform “Character”

{
def Mesh “GirlA”

custom double3 xformOp:translate = (4, 5, 6)
uniform token[] xformOpOrder = ["xformOp:translate”]

}
}

}

helloWorldShot_sets.usda

#usda 1.0
def Xform “World”

{
def Xform “Sets”

{
def Xform“DeskA”

helloWorldShot.usda

#usda 1.0

(

subLayers = [
@helloWorldshot_layout.usd@,
@helloWorldshot_sets.usd@,

|

)
{

custom double3 xformOp:translate = (1, 1, 1)

uniform token[] xformOpOrder = ["xformOp:translate"]
}




Composition Arcs

© SR I Z A5 BAR A R
* PRI

Sublayers > Inherits > Variants > References >Payloads > Specializes
* KRR Z 09 A RINE E AR S BAK T A RN B PR 69 B

* L1 #% & (non-destructive override)



PCP (Prim Cache Population)

s SRINIL R, A ARINRIE R E A

* 7 A “prim index” : 55 F & — A Prim, T M A ¥ &5 HALK
B 64 B VA B A AR KF 69 4E 2B R

* Prim Index B & # & & 7 & B &7




PCP(Prim Cache Population)

SR EHF—E, BBEAKRI G RR
. KiA&%% LR A N

UsdPrim::GetPrimIndex

UsdPrim::PcpPrimIndex
PcpCache::ComputePrimIndex
PcpCache::ComputeLayerStack \

>>> primIndex = usdviewApi.prim.GetPrimIndex() - -

>>> primIndex.DumpToDotGraph(‘prim_index.dot’)
<use graphviz ‘dot’ command to convert to image>
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ZJ-EI:.EJ,;; /)f/T/:L jj’ élj ngbﬁi

7 & Previz geom.usd
Geom.usd
reference
LookDev shade.usd

Shader.usd

reference
shader




=
Layout.us Environment.usd

CFX.usd

| I

| I

| I

! 1

: | MattePainting.nk
i Animation !

| urv 1

| > Environment - . MattePaintin
| \ Model

! 1

! |

| ]

| ]

! 1

! 1

! 1

Layout
Animation 9
C e
Model
t n

i .

A\

Render.usd

Animation Environment - MattePainting . R 5
o e X Layer ender
Layer Layer CRX Layer Layer ender Imag

i
ShotSet.usd :

SFX.usd

Shader
Lighting

Animation

Model
t n




Pixar USD main page

* https://graphics.pixar.com/usd/docs/index.html

ﬁ uUsb User Docs APl Docs Downloads and Videos Help GITHUB

Introduction to USD

Eurther USD resources

What is USD?

ng computer graphics films and games typically generate, store, and transmit great quantities of 3D data,
which we call "scene description”. Each of many cooperating applications in the pipeline (modeling, shading, animation, lighting, fx

Pipelines capable of produ

rendering) typically has its own special form of scene description tailored to the specific needs and workflows of the application, and
neither readable nor editable by any other application. Universal Scene Description (USD) is the first publicly available software
that addresses the need to robustly and scalably interchange and augment arbitrary 3D scenes that may be composed from

many elemental assets.




Autodesk Maya USD

 https://github.com/Autodesk/maya-usd

O Search or jump to... / Pull requests Issues Marketplace Explore

Learn Git and GitHub without any code!

Using the Hello World guide, you'll start a branch, write comments, and open a pull request.

Read the guide
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USD Demo

* Autodesk Vision Series
* https://www.youtube.com/watch?v=6EqcwefKMRI

* Nvidia Omniverse
* https://developer.nvidia.com/nvidia-omniverse-platform


https://www.youtube.com/watch?v=6EqcwefKMRI

