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RELEVANCE

A

Project Manager

Client, Investor | |
Architect, 3D Designer




FINAL DATA
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VI RTUPLEX

Your submitted 3D data are considered up-to-date, final and ready for
processing by us., I.e. approved by all stakeholders on vour side.

Unfortunately, we cannot accept major changes to the 30 models
situation arises, there Is a supstantial risk of not delivering part of t

Virtuplex is not responsible far this risk,

T changes are made, it will be up to the client's gssessment to C

ariginal scope of waork should be omitted or deprioritized to INCOrporc

PCIC

2 W
et

Uring the project. If such @
Ne project on time, and

Nich part of the

ne new changes,



UEADLINES . A

You SHOULD send final data and documents as soon as vou have them
ready to streamline production on the Virtuplex side. Even just parts of It.
Don't wait until its all finished on your end.

N this case, it Is essential to create a list of the expected data and Its deadline, where the
responsibility for delivering the correct 30 data on the correct date lies with the aata supplier.

~ailure to deliver g part or the whole on the pre-adreed date will again jeoparaise the aelivery
of the part or the whole on the agreed date, and Virtuplex is not responsible for this risk.
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30 FORMATS

There are many 30 formats we can work with, here are just a few
examples.

VI RTUPLEX

'N gdadition to the classic formats such as .FBX, .0BJ,, .OWG, please send us the source / native
data in wnich the project Is made In, E.g. 30sMax, Revit, RHING, etc, Check the following pages
for more detalls on data reguirements,

Please pass on further details, which can be found later in the document, to vour 3D datad
suppliers.
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30 EXPORTS

/A\ . | FBX is the best format to share your 3D data. It is dlso possible to embed textures and
@ -FBX (DIHGW.] materials into this format which we highly recommend. However, please do not use FBX

ASCII export, as that is impossible for us to open without data loss.

VI RTUPLEX

. \ suitable format for sharing your 30 data. Must come with .MTL file as well as textures
.0BJ
/ (external sources attached).

{% .BLEND Acceptable format since we use Blender in our pipeline,

- ,SBS/SBSAR We are using Substance Painter for texturing.

A DAE .3DM .STL — ot preferred, but acceptable
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30 NATIVE

While we ask you to export to the required formats that are most efficient for processing in VR, we also
kindly ask to supply your native data for us. Native data are the source file directly from the program you
are creating the project in. Native data will allow us to double-check the correctness of the export,

Native data can be in...

AUTODESK VL«

REVIT _\@ Rhinoceros’

AUTODESK
3DS MAX

.. and many others.



S T
e

s

o T

- '.‘,'.-g:(
5 - -,"'{’"
o7

oy
)

TR . (¥
S e
s

e

T 4
A\ bk
e X
by T
;"" r‘ Y
A e
AV P 5; 73 o

R A X

Aayr

—




TEXTURES v

VI RTUPLEX

A
TIFF

PNG is best format for keeping its quality and ability to store transparency.
256Xx256 to 2048x2048, larger is better.

10



MATERIALS

MAT 01 lamely ohybany profil s hrubym nastfikem
(matny vzhled) barva bilo-Sedo-bézZova

pfiblizny RAL1013

Make sure to include a detailed
description of all materials used.
The result will look as you expect if
you provide a material report.

MAT 05 MAT 06 ! | Fi 1 klob
amely a fimsa v 1.np - sklobe-
strukturovana omitka
. ) tonové tvarovky - barevnost be-
:szt;tr:::;ua bude hladka tzn leps$i nez na tonova povrch tryskany matny

svislé kanelury baumit 0926

pfiblizny RAL 7044

MAT 08 brousena (hladka) omitka bilo-Sedo
okrova

MAT 09 kamenné Sambran - Sluknovsky syenit
kartaéovany






BEST PRACTICES v

VI RTUPLEX

Tricount

File Sizes

Data Structure
Textures

Separated objects
Visualisations, renders

NURBS

Less than <5 million tris

The smaller the file sizes, the better. It's better to break the model in multiple files than one big file
containing everything. Anything above 1gb is usually impaossible to open and may be requested to re export.

Fasy to understand structure, logical naming conventions, correctly named textures and models

Keep textures embedded into the model (FBX supports this) and supply them in a separate folder. Please
send us the exact material report if you can't provide textures.

Keep objects separated (no OBJ with all meshes joined into singular objects) with correctly assigned
materials & textures

f you have previous 30 visualisation of your project, please provide us with all of the source data to speed up
Droduction

f you work with NURBS (and similar other workflows), we are able to procedurally optimize it with great
results. Feel free to provide us with source files along with other formats mentioned in 3D Data section

13
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SUMMARY

VI RTUPLEX

To Deliver Checkbox

3D Data - scope and definition [ ]

3D Data - deliverydatess [
3D Data - exports to universal formats [
3D Data - nativedgta OO
Textures O
Materigs 0O
Material definiton ~~ [J

.............................................................................................................................................................................................................................................................................................................................................................................................................................................

Visualisations, renders

]
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