Process for scanning your room with 3D LIDAR scanning and
importing it to VaM

Use Polycam LIDAR scanning app on your Ipad pro to scan
environment.

Some experimentation is required to learn the best
movements to maintain tracking and avoid jagged textures.

Tips:

- Too dark ambient lighting will often make it lose tracking
and produce large gaps or mismatches

- 1 strong light source might make it easier to imitate in
VaM (the sun for instance)

- Open windows will produce bad results. Close curtains.

- Reflective surfaces such as mirrors will produce garbage
or double geometry behind the mirror surface. This can
be removed in Blender and fixed with reflective plane in
VaM however, so don’t be afraid to try

- Lighting must be stationary, no flashlight as you move




Library e B b m & ©o B O m b +

Export file to
.DAE format

Polycam produces
lightweight textured
meshes with very little

surface noise

Polycam requires

0 monthly license

to export models

(Just cancel after
first month)

.DAE format
works best for
working across
Polycam ->
Blender / Unity

Transfer file to PC
using ltunes file
sharing and og to
the Polycam folder

<

John's Phone S

(58] 100% W File S

The apps Usted Dekrw o transfer SOCuments etween yuur Shane 3

1= Summary Apps Documents
17 music | -
a 1 Guestroom.zip
[ TV Shows ‘
&) Podcasts Add Save




If you have garbage polygons from open
windows or reflective surfaces, the .DAE model
kan be imported into Blender and cleaned up
before exporting again to .dae and continuing
with Unity.

There’s also options for closing openings if
areas were missed in the scanning process

LA™ Ui [ J

W, Object Mode ~ View
‘W Object Mode




Read the instructions on how to use MacGruber’s awesome

Unity AssetBundles for VaM 1.xx

https://hub.virtamate.com/resources/unity-assetbundles-for-vam-1-xx.167/
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| # Scene
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Main Camera
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Create
Show in Explorer
Open

Open Scene Additive
Import New Asset...
Import Package
Export Package..,

Find References/ 1 Scene
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9 Unity Hub 2.4.2

& unity
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Projects
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Project Name
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© Inspector |

‘ Guest bedroom-poly Import Settings

[Mndel| Rig | Anirmation

Import Materials [

1. Click on «Use External materials»

a Right after importing your .dae file, make sure

e

Unity opens the materials also in the 3D scan
model. For me the only way has been these

" llse Embedded Materials

steps:

Location | Use Embedded Materials
Textures Use External Materials (Legacy) 5.
Materials Is..

-

RN
Lh_.r | Materials are embedded inside the imported asset, Material assignments can be remapped below,

I
|

Remapped Materials
b On Demand Remap
material0000
material0001
material0002

6 Inspector

S
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Guest textured_material textured_material textured_material
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Search +" By Base Texture Mame _I Scersia
. Foreach imported material, Unity first looks for an exi: . - I AONSRIE
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3. The extracted materials turn up in a «materials» folder



Q Unity 2018.1.5f2 Personal (64bit) - Untitled - VaMAssetExport - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Tools Sketchfab Window Help
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Main Camera ag ag il Layer - 4
Model| | Select | Revert | Open |
¥ .~ Transform @ =t %
Position X0 YO Z 0
< Persp Rotation X0 YO 20
Scale X1 Yl Zi1
[ Add Component J
VaMExporter | =
SourceFolder C:/unity projects/VaMAssetExport/Assets/ Browse
TargetFolder C:/VaM/Custom/Assets/ Browse
[ Copy Build AssetBundles J
[0] |GUESTROOM.assetbundle | Disable || Delete |

3 Project Console

| Create 7|
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All Materials
All Models

‘Assets » GUESTROOM

E=sacrocro-

b L Guest bedroom-poly

L All Prefabs
i The asset is ready to be dragged into
. .. t-click to begin creating
the scene for correcting position and k.
adding collision mesh

e
[1] || Disable || Delete |
AssetBundles | =
@ Build | Inspect
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\spector ] =

Use the transform values to place the e e =T
8 GUESTO1 | ) Static =

~l|20 ] % | )| & ]

floor at the Y=0 level, and rotate along Y I T T— 7 T T —
so that the walls are parallel with X / Z. e O R —

Transform

This makes working in VaM easier later on  _ion ooy e

—_—

rRotation X0 'Y 55
Scale X1~ |y
¥ |:/ | _IMesh cCollider
Convex [}
1s Trigger
Cooking Options [ Mixed ...
Material None (Physic Material)
Mesh W MDL_OBJ_material0000

| VaMExporter =

SanreaFalder [ C:/unity nraiecte /N aMAcestFynort/Accate/

Polycam usually puts the origin in the
centroid of the model, and it’s usually
rotated along the vertical. It’s always
level, however and in correct 1:1
scale (which is very time saving)




| Oinspector [

ﬂ-»og—l

¥ |GUESTO1
o 1. Choose «add component»
Prefab | Select | and «mesh collider»

¥ .~ Transform

The next important step is to add the collision mesh.
This is just an invisible duplicate of the scanned mesh
that VaM uses for physics. This is required for all the

Position X 0.707 'Y 1.634 ‘20 . . . . .
Rotation S 'vTes s physical interactions that will happen in VaM.
Scale X1 R4 z1
» |/ [_IMesh Collider W = %
Add Component ] - - :
: © Inspector | &=
'~ R o . el e
< mesh @ | Gizmos =| (AL  [GUESTO1 [ Static ¥ =
Search Tag | Untagged +] Layer | Default s
s ollid Prefab | Select | Revert [ Apply |
VaMExporter . Mesh Filter ¥ .~ Transform @ =
SourceFolder (C| | Mash Renderer Position X 0.707 Y 1.634 Z0
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E_Skmned HEEERREared Material None (Physic Material) (o}
A Text Mesh Mesh [iMDL_OBJ_material0000 ] o

4

New script

VaMExporter l

SourceFolder

'C:/uni*, projects/VaMAssetExport/Assets/

=
| Browse |

(S |

3. The duplicate collision mesh will
be shown in green here

2. Choose the same mesh as
under the asset here

;| Browse |

idles

—d

fl Disable || Delete |

| Disable || Delete |
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Standard, will receive shadows

© Inspector

Guest bedroom-poly-materiald000
Shader | Standard

Rendering Mo
Main Maps
B o abedo
@ Metallic

Smoothr

Sourc

@ Mormal |

@ Height M
@ Occlusio
@ Detail M,

VaMExporter

SourceFolder

TargetFolder [

H

[0] |GUESTR
[1]

Legacy / self illum / diffuse.

in VaM (Recommended)

At this point you can choose to only use
the baked lighting in the 3D scan textures.
This is the correct option if you have good
textures but a noisy model.

Does not receive shadows

~  Standard
Standard (Roughness setup)
Standard (Specular setup)
FX
GLTF
GUl
Mobile
Mature
Particles
ProBuilder
Skybox
Sprites
Ul
Unlit
VR

Legacy Shaders
Mot supported

Failed to compile

R

e Il malata | &

Browse

Browse

Bumped Diffuse

Bumped Specular

Decal

Diffuse

Diffuse Detail
Diffuse Fast
Lightmapped
Parallax Diffuse
Parallax Specular
Reflective
Self-Mlumin
Specular
Transparent

VertexLit

Burmped Diffuse

Bumped Specular
Diffuse

Parallax Diffuse
Parallax Specular
Specular

VertexLit




Noisy photogrammetry model from
Sketchfab as example. The «melted» look
comes from received shadows in VaM on

noisy polygons.




Same noisy Sketchfab model with
shadows removed. Looks better in VaM
even though the bodies do not cast
shadows

Legacy Shaders
Mot supported

Failed to compile

Bumped Diffuse
Bumped Specular
Decal

Diffuse

Diffuse Detail
Diffuse Fast
Lightrnapped
Parallax Diffuse
Parallax Specular
Reflective
Self-llumin
Specular

Transparent

¥

Burnped Diffuse
Bumped Specular
Diffuse




= Hierarchy | & .= | #Scene | € Game £ Asset Store
Create = (orall Shaded 2D || @ [<) | 7|

| Gizmos ~ | (arAll

f@»(:}l:lé?TOZ* -=
» GUESTO1
Now that the model is adjusted in space
and has collision mesh, drag it down again
to create a Prefab, or «snapshot» that can
be exported
1 Project | Econsole | | AssetBundles |
Create * Q eI IE i i [ nspe
¥ | Favorites | Asse -+ GUESTROOM - ’ - lgl R S
(O All Materials 55 aterials
(CLAll Models # & est bedroom-poly
LAl Prefabs ¥ Glesm1 i
» il Assets

Drag assets here or right-click to begin creating bundles.




{3 Project [ Console

# -= | AssetBundles | =
Lcreate | IEIE Build T—
¥ i Favorites ihAs_s_ets » GUESTROOM » | = g
(| All Materials &&l Materials Then drag the prefab to the guestol [(Q
(zj‘l_A" Models (S o R Pt P . i : |
) All Prefabs «AssetBundles» window here pn (Asset Bundle | Size |! |
};f GUESTO1 guest0; 4.5k A}
» 53 Assets = textured_material00( auto 1.00 [l
W Guest bedroom-poly auto 1.6 N
o -=  AssetBundles =
L] oo nspece ]
Hold On
T Example build setup
[—— |
- Build Target [ Standalone Windows #] Calculating asset hashes...
Output Path Assets
Browse H Reset ]

[ |Clear Folders
[ |Copy to StreamingAssets

¥ Advanced Settings
Compression

[ Mo Compression

[ | Exclude Type Informatian
[] Force Rebuild

[ ] Ignore Type Tree Changes
[ | Append Hash

L T R

Hit «build»

As long as you’re not sharing
your 3D scans, | would
recommend keeping it on
«no compression» to reduce
loading times in VaM

Build

— 1

Rename to the prefab name here
vamexporter [0 in order for the copying to work -=

SourceFolder Ci/Unity Projece va o esiinpe: o messes wee e

| DIunSE
TargetFolder |C:/vaM/Cust mn/Assets/ |

P

Browse
[ A

0] [GUESTROOM_01 assetbundle |[ Disable |[ Delete | +

Copy Build AssetBundles

[1] | Disable || Delete |

W GUESTROOM 01.prefab
Custom,/Assets/GUESTROOM_01.assetbundle

Check this message in the corner for confirmation
that the AssetBundle has been copied



Add Atom

Category Atom

Misc None

Animation ClothGrahSphere

Environments

—_

FloorsAndW*

ene Force |n VaM, add a CustomUnityAsset

sSC

S Fumnits. - Atom to your scene
imation Light _

d Atom ‘ Misc l ImagePanelTransparenlEmissive
ene People PlayerNavigationPanel
ghting
ane Props SimpleSign

gins Reflective SubScene
ene Plugin : :
osets Shapes UlText
ssion Sound VaMLogo

gins
ssion Plugin Toys VaMSign
asets Iniggers WebBrowser
lect WebPanel

vigation WebPanelEmissive

er

Select Atom On Add
eferences

Focus Atom On Add

e Add Atom

pen/Save)

Isolate Edit This Atom

I Select File..

Select the CustomUnityAsset
Atom and select the AssetBundle

I
Impert LightProbes

v Register Ul Canvases

v ELUOU e () SAIDLD GO ST A

v Show Ul Canvases

GUESTROOM

Rename the atom maybe

v/ Import LightProbes

v/ Register Ul Canvases

Import Lightmaps

Load DLL (if exists as <file=_dll)

+/ Show Ul Canvases

None

' Choose the prefab
from this list

assets/guest01/guesto1prefab




Put point lights next to light
sources in 3D scan

The scene will be dark until
you add a light. Do it now

Light InvisibleLight

Animation AptLamp

Environments AptOutdoorLight

Scene
Audio FloorsAndWalls

CyberpunkLight

Scene Force

This room has 4 spot lights,
Misc . .
Scans Furniture CyberpunkWallLight02 S(? we create 4 pOInt I|ght5
Animation | slightly below

Scene
Add Atom Misc

Scene People
Lighting

CyberpunkWallLightO1

MedernRoomLargeLamp

Technolight

Props TechnolLightBar+Light

Scene
Plugins

Scene Plugin 2
Presets Shapes

Session Sound
Plugins

Session Plugin Toys
Presets

Reflective TechnoNeonCircle+Light

TechnoNeonHeart+Light

REQIRCICIUEINN | (GHTROOF2

TechnoNeonTriangle+Light ‘
TechnoRingLight+Light SRS ) Render Mode
Select Torch — ‘ Shadow

Navigation

TechnoNeonSquare+Light

Tnggers

Spot Angle ¢ Point Bias

User Select Atom On Add

preferences IR

File Focus Atom On Add
{Open/Save)

v/ Light On



Asset

Plugins

Collision
Trigger

Physics
Object

Physics
Control

Animation
" Move
Preset

. Control

)

GUESTROOM When adding bodies to the scene,
- the shadows will not look realistic.
. : | We need NoStage3’s excellent
plugin#o UnityAssetVamifier to soften the
shadows

- / 7
NoStage3.UnityAsse Vamifier.20:/Custom/Scripts/NoStage3/UnityAssel) _'//

Current Directory ' : Show First
e [ 450 | (SRR By

\
AddonPackages

NoStaged. UnilyAssetVam
ifier.20.var:\

Scripts!

NoStage3\

UnityAssetVamifiercs ¢

Version: 1.20.77.8 Freeze Motion/Sound Click for more options



Isolate Edit This Atom

GUESTROOM

Specularintensity Colorize

_ — i
sowt Set Specularintensity to O

uasset t0 remove the sheen
by NoStagt

Asset

Plugins GlossOffsel

qullslon : -
THign " Looks like IBL filter to

Physics IBLFilter

RDIsO: (:ﬂ max makes the
Physics
bisesumpress 1ol shadows a bit darker

Control

Animation

Move

Preset

Control

Version: 1.20.77.8 ok tor move options y 3




Light

Plugins

Collision
Trigger

Physics
Object

Physics
Control

Animation

Preset

Control

Isolate Edit This Atom

v/ Interactable In Play Possessable Il Remc

‘ (= (————————— —_—
Load Preset... H[ Save Preset... H Reset Look

.

LIGHTROOH

s
!

Load Look... \ﬂ' Save Look... \] Load Pose... | Save Pose...

Select Parent
Atom From
Scene

Select
Link To
From
Scene

Position

Rotation

Comply Position
Threshold

GUESTROOM

Comply Rotation
Thrs_g YC)

E s/0].
o1 1 (51 07 E3 1 [E] P RV X0 3 (e 9 P B

Version: 1.20.77.8

Freeze Motion{Sound Click for more options

Finally, to make the
scene ready for
merging with other
scenes with
animations, the lights
should be linked to the
UnityAsset so you can
move the room freely
to fit other animations

I\ Play Mode (P) v Edit Mode (E)

v Use Gravity When Position Off cale

Isolate Edit This Atom

/

| prefer removing collision
so | can position the room
without disturbing poses,
and then turn it on later

Vv Max Velocity Engee

Max Velocity

*EIIEEIBEND@IEX

Version: 1.20.77.8

Play Mode (P) | v Edit Mode (E)

Freeze Motlion/Sound Click for more options
T




File
Have the 3D scan as the
[ NewEmptyScene | starting file and merge load
Open Package Manager the scene with the
animations / poses.
Remove room atoms and
lights from merged file

New Empty Scene

|
feew

(A

LAY

Load

ae s

Load Scene in Edit Mode

Online Browser
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