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ABOUT MODELS FOR VREVAL

About

The VREVAL application works with a
Unity Framework.

That means, Unity has to be
installed. Through Unity, the models
will get prepared for the VREVAL
application.

So called Assets will be uploaded to a
desired Project at VREVAL Website.

To collect one or more models, an
Asset Bundle will be created.

To create Asset Bundles in Unity the
package AssetBundles-Browser from
git must be installed.

Install

The two following softwares have to get
installed, before starting importing models
to Unity and creating Asset Bundles:

1. Unity 2020.1.13
(https://unity3d.com/get-
unity/download/archive)

2. git
(https://git-scm.com/downloads)



https://unity3d.com/get-unity/download/archive
https://git-scm.com/downloads

1. INSTALLATION OF UNITY AND GIT

Step 1 Step 2 Step 3
Get Unity 2020.1.13. Install the recommended Download and Install git.
Unity Version.
https://unity3d.com/get-unity/download/archive https://git-scm.com/downloads

Additional modules are not required. .
@ git

Search entire site...

Finally, start the Unity Hub. it
Documentation DOWDloadS
M M 2 Downloads 1
Start creating with Unity S
Logos ‘ mac0S l... ‘Windows
(2021-06-06)
Lommnity { Linux/Unix Download 2.32.0 for Windows
First-time users Returning users Older releases are available and the Git source

repository is on GitHub.

Download Unity with this fun, Already have experience creating The entire Pro Git book
guided learning path to create with Unity and want to download
your first game todayl the standard Unity installer

instead?

sarthors [otes | During the installation process, the
default settings can be used.

Unity Personal is free of charge.

https://store.unity.com/products/unity-personal

Eligibility: Unity Personal is for individuals, hobbyists, and
small organizations with less than $100K of revenue or funds
raised in the last 12 months.


https://unity3d.com/get-unity/download/archive
https://store.unity.com/products/unity-personal
https://git-scm.com/downloads

2. UNITY - ADD ASSET BUNDLE BROWSER

Step 1
Create a new Project.
Select the “3D" template.

3 " Projects

Step 2
Open the Package Manager in the
Unity Project.

ﬂ New Unity Project (1) - SampleScene - PC, Mac & Linux Standalone - Unity 2020.1.13f1 Personal <DX11>
File Edit Assets GameObject Component Window Help

Wl O E o8 %6 Panels
2 i Next Window Ctrl+Tab
Previous Window Ctrl+ Shift+ Tab

Layouts
Collaborate

Asset Store
Package Manager

Asset Management
TextMeshPro

General
Rendering
Animation
Audio
Sequencing
Analysis

20

Al

xR

Ul Toolkit

Step 3
Add package from git URL:

https://github.com/Unity-
Technologies/AssetBundles-Browser.git

Add package from disk...
Add package from tarball...
Add package from git URL...

Registry Unity

Other

set Bundle

Step 4

Open the Window

AssetBundle Browser.

undles

Configure

5 here or right
bundles.

File Edit Assets GameObject Component  Window  Help

Panels

Next Window

Previous Window
Layouts
Collaborate

Asset Store
Package Manager

Asset Management
TextMeshPro
AssetBundle Browser

General
Rendering

Animation

Build

>

Ctrl+Tab
Ctrl+Shift+Tab

>

eqin creating




2. UNITY - IMPORT AUDIO

Step 1 Step 2
Download, Cut, Edit and Generate Create a new folder in the Asset
Audio Files. folder.

Recommended export file format is
OGG or MP3 for VREVAL APP
Windows.

Right click in Asset canvas.

Fokder

oo sorpt

Shader

Teiting

Hiayabies

Asueemicy Defirtion

Trnthirte

Name Typ

Seeme

Autb Mg

/' 198120_potok-potoczny_park OGG Video File (VLC)
/' 352861 louismay1_ambience-o.. OGG Video File (VLC)
W 572816_klankbeeld_park-may-7.. OGG Video File (VLC)

tatenal
Lares Flars

Fersder Teaturr
Lightmap Patarneters
Lighting Setings
Custeom Rancd Textors
Spite At

Spetes

Animater Contreler

Ao Pt £ ns

New folder ...

s Project B cons
+~
# Favorites
All Materials
Models

O, All Prefabs

== Assets
g Audio
Im Scenes

Aty Defirstion Rel4rence

Step 3
Import Audio Files via Drag&Drop.

v = | 0GG Wiedergeben
Start Freigeben Ansicht Musikiools
.“ § s groe Symbole B Grobe Symbole

=5 Minelgrofie Symbale EY Kleine Symbole
Navigationsbereich g ’ Detad
z Liste etails

I | ¢ ¢ Audio.. > OGG v O

Audiof198120__potok-potoczny__park.ogg
Audio Name Titel..  Tite

N 198120_potok-potocz...
W/ 352861 _louismay1_a..
W' 572816_klankbeeld_p...

¥ <

3 Elemente 3 Elemente ausgewdihit (20,4 MB)



2. UNITY - AUDIO SETTING

Step 4

There are two major types of audio.
First, there are voices. Voices are
played back as 2D stereo sounds.

Second, there are ambient sound.
Ambient sound is played back as 3D
sound and can be handled as mono
audio files.

Step 5.1 Voices

Recommended Audio Settings
for Voices.

&

Streaming
Vorbis

Preserve Sample Rate

n multiple platforms.

Revert Apply

Step 5.2 Ambient Sound

Recommended Audio Setting
for Ambient

Default

Load Type Streaming
ion Format Vorbis

g Preserve Sample Rate

multiple platforms.

Unity Documentation
https://docs.unity3d.com/2021.2/Doc
umentation/Manual/class-
AudioClip.html



https://docs.unity3d.com/2021.2/Documentation/Manual/class-AudioClip.html

2. UNITY - AUDIO LOCATION FROM VREVAL WEBSITE

Step 6

The location of the Audio has to be
defined in Unity.

An Audio Source must be created.

First, create an empty object.
Rename the Object

File Edit Assets GameObject Component Window Help
Vi O 1 & ¥ [Slcenter
= Hierarchy E e o Game = Packa
4+~ o v 2D ®*
€« SampleScene* i

nal Light

Cut

Copy
Paste

Paste As Child

Rename
Duplicate
Delete

Select Children

Create Empty

2D Object
Effects
Light
Audio
Video

ul

Camera
= Assets
Im Audio
Im Scenes

Mm Packages

Step 7
Reset position of object.

Transform

or

Street Opposite Site
Untagged

Transform

Add Component

Copy Component

e

Find References In Scene

Step 8.1
Set position of object (Unity Coordinate System)

Copy Coordinates Sound Marker from VREVAL Website.

MARKER Mase

Street Opposite MLH

MARKER DESCAIPTION TVFE

Street Opposite Site MLH Sound

Location. which acts as a playback source of an environmental audio file.

MARKER MEIGHT ABOVE GAOUNG fmeters] HSILITY RANGE PERSIETER [meters] FLACEMENT DISTANCE T MARKER [maters]
12 3 15
SRV POMT
cano x v F
4521835 "] 0 ] 0 ] 0
MARKIR BOSTION A HOTATION
x v H * "
-155811815 W 16237368 ] 12.9984851 ] 0 ] 0 ] o

O Indhector
@ v Street Opposite Site
=

T Untagged

Transform

il

Add Component




2. UNITY - AUDIO LOCATION FROM REVIT

Step 8.2

Set position of object in
Unity Coordinate System

The position can be extracted
directly from Revit with a Dynano
Player Script.

The Revit Coordinates get
transformed to the Unity Coordinate
System.

1. Selet the Marker.

2. Change Audible Source Height
from Host Level to Speaker Level.

3. Copy the calculated coordinates
and paste it into the Unity object

postion fields.

Dynamo Player

<{C

2/ VREVAL Marker-Unity Loc
B ~ Ef‘:'E-.T.BI'IEE?E-.‘l

(N Select Marker Instance -

Nothing selected.

|"_.4

‘\/ SpeakerLevelDffsetFromMarkerPosition -

v Enable GetSurveyPoint = frue :

B

True

v Enable GetProjectRotation = true :

B

True

Unity.x
L Unity¥

? Unity.Z :

<

Tag Untagged

Transform

Position

-

)

Speaker Level

A

Offset

Host Level /
Marker Position

Layer Default

Speaker Level will not be consider,
if positions are copied from
VREVAL Website



2. UNITY - AUDIO LOCATION FROM REVIT

Step 8.2

Dynamo Script

Select Marker Instance (2

Change
Elemeant - 4403070

Element

Coordinates.SurveyPoint

Paint
At

Element.GetLocation

element > Geometry

Code Block

SurveyPt

Coordinates.ProjectRotation

MarkerLocation
PraojectRotationDeg
LevelSoundOffset

1/SP = surveyPt;

2 CP = MarkerLocation;

3 degree = ProjectRotaticnDeg;
4 offset = Levelsoundoffset;

c

&/ /survey Point

75X = SP.X;

8SY = SP.Y;

357 = 5P.I;

1@

11/ Internal origin Point {for Project Rotaticn)
12 internaloriginPt = Gecmetry.Point.ByCoordinates(};
13}

14! f fcheckpoint

15/CX = CP.X5

16/CY = CP.Y;

17.CZ = CP.Z+offset;

18

19!/ /calculation

20AX = 58X - CX;

21AZ = 8Z - CZ;

22AY = 5Y - C¥Y;

23

24 /fCreate And Rotate Unity Coordimation (Gaming Engine Coordination)
25/UP = Geometry.Point.ByCoordinates(AX,-AZ,AY);

26/UR = autodesk.Geometry.Rotate{ur, internaloriginPt, vector.vaxis(), degree);

LAY

W

SP = SurveyPt;

CP = MarkerLocation;

degree = ProjectRotationDeg;
offset = LevelSoundOffset;

//Survey Point
SX =SP.X;
SY =SP.Y;
SZ =SP.Z;

// Internal Origin Point (for Project Rotation)
internalOriginPt = Geometry.Point.ByCoordinates();

//Checkpoint
CX=CP.X;

CY =CP.Y;

CZ = CP.Z+offset;

//Calculation
AX =SX-CX;
AZ=SZ-CZ;
AY =SY - CY;

//Create And Rotate Unity Coordination (Gaming Engine Coordination)
UP = Geometry.Point.ByCoordinates(AX,-AZ,AY);
UR = Autodesk.Geometry.Rotate(UP, internalOriginPt, Vector.YAxis(), degree);

unity | 1unity.X; >
2lunity.y; =

Zunity.zZ; >




2. UNITY - AUDIO FILE

Step 9 Step 10 Step 11
Add a new component to the object. Drag Audio file to AudioClip. Setup Audio Source

il v Audio Source

o Unity Documentation
7 18Fligel o https://docs.unity3d.com/2021.2/Do
None (Audio Mixer Group ° cumentation/Manual/class-
AudioSource.html

o

O Inspector

@ v Street Opposite Site Static v

-

Tag Untagged ¥ Layer Default v

- Transform

¥l -15.58115 Bl -1.623 73 BZ
Play On Awake: Play the sound when
screen loads.

Loop: Set the source to loop.

Add Component

Search

Spatial Blend:

» 2D - Sound Source at participant
avatar. No 3D sound affect.

» 3D - Sound Sources are affected
by spatial position and spread.

1{ Audio Source

NeW sCrpt

'l v Audio Source
AudioClip None (Audio Clip)

Qutput None (Audio Mixer Group)

- 3D Sound Settings

: * If logarithmic rolloff used and
sound should not be audible
extend of max distance, last part
of rolloff curve must go to 0.
(orange curve)

il v Audio Source o

AudioClip 51 352861__louismez ®

3D Sound Settings

Spatial
Blend

Volume Spread

Add Component



https://docs.unity3d.com/2021.2/Documentation/Manual/class-AudioSource.html

2. UNITY - AUDIO FILE

Step 12 Step n

Drag the object from the Hierachy Repeat the previous steps to add more audio/sound to
into the Project folder. the environment.

" o Help:

File Edit Assets GameOhject Component Window Help

Lo
o
o
s
[
o

Audio

Name Type CAD ID Updated at Created at Actions
Street Opposite MLH Sound 4521835 2 houfs aga Jun 24, 2021 11:18 .4 w
Office Room Sound 4522108 3 hours ago lun 24,2021 11:18 r.g (]
Dinner Room Sound 4522214 3 houts ago lun 24, 2021 11:18 r ]
Street RedTrae Checkpoint 4403581 3 hours ago Jun 24,2021 11:18 . W
MLH Entrance Street Checkpoint 4403985 3 hours ago Jun 24, 2021 11:18 # ]
MLH Backyard Sound 4571658 3 hours ago lun 24, 2021 11:18 ri |
Street Roundabout Sound 4521898 3 hours ago Jun 24,2021 11:18

Floor 01 BalconyStreet Checkpont 4402857 3 howrs ago Jun 24. 2021 11:18 A W
Streat 01 Checkpoint 4403070 3 hours ago Jun 24,2021 11:18 7 W

CREATE NEW MARKER

. Unity and VREVAL Website




2. UNITY - EXPORT ASSET BUNDLE

Step 13 Step 14 (optional)
Add audio objects to an Asset Add additional audio to an existing Asset Bundle.
Bundle.

Select audio objects.
Select the AssetBundle name. Audio object(s) will be
added.

Do not use Period “.” (dot) in
Asset Bundle Name!

If used, VREVAL project gets
corrupted after Bundle
upload.



2. UNITY - EXPORT BUNDLES

Step 15 Step 16 Step 17

Open the AssetBundles Browser. Open the tab Build. Zip the new created files (defined
AssetBundle name in Unity) for

Refresh the tab Configure. Select the upload to the VREVAL Website.

name of the AssetBundle to export.

The following files get zipped.
(AssetBundle Name + ~.manifest

pasaiByndles

> Configure Inspect Build Inspect

Example build setup

W audio

Build Targe 5 findow " g
: = Name Typ GraBe

Cutput Pat neWindows S =T nE -
20 R _ audio Datai 25232 Kib

audio

audio.manifest MAMNIFEST-Datel

Export AssetBoundle at
1 Zipped and renamed file

Build

~ audio Datei 25.232 KB
el R T E——— -
. | audio ZIP-komprimierter Or... 25.233 KB
1. Browse and select the save (build) , :

location.
Exclude the files
2. If previous builds should be Export_AssetBoundle and
deleted, enable Clear Folders. Export_AssetBoundle.manifest
in the zipped file.
3. Select Build to start the
AssetBundle builder. Include asset named files.
In this case,

audio and audio.manifest get
zipped.




2. UPLOAD THE ASSET BUNDLE TO VREVAL WEBSITE

Step 1

Open the VREVAL Website.

Navigate to the project and
the section Environment Bundles.

Create new Environment Bundle.

Environment Bu
Name

Total file size: 0 B

Change the Name of the Environment Bundle.

Drag & Drop the file or Browse the location.
The zipped file will be uploaded automatically.

uuuuuuuuuuuuuuuuuu

ndles

Updated at

Created at

Diraq & Drop your files or Browse

Step 2

Save the uploaded Environment Bundle.

< Upload Environment Bundle

uuuuuuuuuuuuuuu ME

MLH Audio

Wait with Save, until Upload is completed.

Only one click for Save.
If not, projects gets corrupted.

Tag your environments (filter).

File Size: 28,99 MB

[.cio ] [ <cone Lo}
Street Dpposite Site Tags Street RadTres Tags
[Lurban ] D

K SAVE

Step 3

Test the models and audio with
the VREVAL application.

Select models and audio for the
Task Environment.

ENSOHMINT ASSTS INCLLEND B EAL

MLHMLH_E - Urban 01 TepoBuid

MLHMLH_E - Urban 01 Plasting

MLHMLHE - Urban 01 Planting Red
MLH Audin Office

MLH Audio/Strest RedTree
MLH AudioStreet Opposite Site

MLH Audin/Street Aoundabout
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