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Hello, thank you for being a part of the Sync*"Beta program.

1.Disclaimer

2.Supported Formats
3.3D Model Preprocess
4.Uploading

5.Using 3D Models in Sync




1. Disclaimer

In our VR meeting application, Sync”®, you can load your customized 3D model files.
Below, we will describe the steps on how to upload and use 3D models in our application.

In general, you can load any customized 3D models with our supported formats; however, we only ensure

that those 3D models processed by our advised preprocesses will work well. Certainly, other 3D models
may also work sufficiently, but we may not ensure that.

If you run into any i1ssues or have further questions regarding how to load your 3D models into Sync*®, you
can send an email to sync_support@htc.com.
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2. Supported Formats

3D Formats:

FBX

OBJ

(Unity's) ASSET BUNDLE

2D Formats (textures):

PNG

JPG (baseline & progressive — 12 bpc/arithmetic not supported)
BMP (Non-1bpp, non-RLE)

TGA

Also, we do not suggest using high resolution textures, such as 4096 x 4096 pixels, as the model may not load, and it
may cause insufficient memory issues. A resolution size of 2048 x 2048 pixels (or, lower) is advised for optimal

performance.
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3. 3D Model Preprocess

Because 3D model files are dependent on various 3D software exporters, we cannot ensure that all 3D
models will work well in our application. Below we provide guidelines for some common 3D software
applications that have been vetted by us. If you process your 3D models following the SOP, it will more

commonly work as expected.

Please, note: Although we use PBS textures (such as, metallic maps and roughness maps) in the following
examples, we do not have full PBS support as of yet.
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3D Applications

3DSMAX:

1. Import your 3D models.
2. Check all texture maps.
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3D Applications

3DSMAX:
3. Export your 3D models. (We suggest to use FBX plugins 2015; however, you're free to try and use any higher version.
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3D Applications

Maya:
1. Import your 3D models.
2. Check all texture maps.
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Channel Box / Layer Editor

3D Applications

Maya: R 2
(Transparent Mode Settings.)

file22  file29  file30  file31
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3D Applications

Maya:

3.

Choose suggested build-in materials to be supported carefully. Currently, we suggest to use the StingrayPBS for
correct PBS settings, you could use other materials such as Lambert, but it may get PBS settings wrong, such as the

smooth value.

Export your 3D models.

* @* Of B * B = @@ * %1 EL e ) * Search,.. = Show
Materials Textures Utilitias Rendering Lights Cameras Shading Groups EBake Sets Project t Mod
ke [
|
StingrayPES1 lambertl particleCloud1
——— .
e e e e e D e Do B D B e D e Do Do DD e el crE‘EtE‘ e e D S D D e S D ST D DD e S e e D Do D Do e D D D e DD = T —
OB IiE L s CiSESEsSan|H+S
Untitled_1
v’Fr'::;:tH ® Shaderfx Game Hair
StingrayPBS25G
hd ’;‘allf # Shaderfx Shader grey
urfac .
StingrayPBS1
Volumet * stingray PBS -* pI‘EferI‘Ed gray ® @
Displacemen t S  surf Shad
20 Textures = Anisotropic . e = e =
3D Textures Out Color Volume Shader
Env Text * Bifrost Aero Material = Displacement Shader
Other Text == : Base Color
Lights Bifrost Foam Material ® Metallic
I‘f};‘ggf;m # Bifrost Liquid Material Q Rotfghnﬂs
Glow # Blinn El Emissive
Rendering EITEX Color Map
¥ Amnold # | Hair Physical Shad
5 T alr YslCd ader ETEK NCIFI"I"IE' Map
: Light i | — Hair Tube Shader HITEX Metallic Map
Shader 0
b Utility T HITEX Roughness Map
v EITEX Emissive Map
L d Shad
= ayere ader EITEX Ao Map
Cicean Shader FITEX Global Diffuse Cube
* Phong EITEX Glabal Specular Cube
EITEX Brdf Lut
* 'Phong E -
Create B

= @rayPBs15(

i)

urface Shade

‘olume Shade

Cisplacemnent

10 HTC Proprietary and Confidential

[Currently, 3D models
exported from MAYA
do not support the
OBJ format.]



3D Applications

9 Blender* [D:\Bear_Brown\all\untitled.blend]
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3D Applications

Blender:
(Note: The blue normal map node is necessary, such as the setting in the red rectangle, or the normal map will be lost.)

4. Export your 3D models.
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4. Uploading

You can follow these steps to upload your 3D models:
1. Keep all texture file names the same as they were used in the 3D software application.

2. Pack your 3D model and all textures to a zip file (Note: You can have some subfolders within your zip
file, but we do not recommend it. In addition, we only ensure that one zip file contain one 3D model

file).
3. Upload the zip file to your own OneDrive.

4. Go to the website sync.vive.com to key-in corresponding information for synchronization.
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4. Uploading

In the application, you can follow these easy steps to load your 3D models in Sync*®:

Open the VR Tablet.

2. Click the File Browser icon to access your
Cloud Files.

3. Select the 3D model you want to load.

@D © 0 @
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