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Description 

The course will take designers through the process of importing many forms of 3D data (IGEs, 
STEP, scan data, CATIA). Then we'll look in depth at optimizing large 3D models to enable 
efficient virtual reality (VR) experiences. First we'll explore VRED functionality for both file 
optimization and VR execution. Next, we'll take that same data into Maya software and prepare 
it for use in the Stingray gaming engine. That preparation will include using Mudbox software to 
create textures. Finally, we'll show the Stingray workflows to create a VR experience. 
 

Speaker(s) 

HelloéIôm Barry Kimballé 
 
 

 

 
 

Learning Objectives 

¶ Data Optimization using VRED 

¶ Data Simplification 

¶ UV Mapping 

¶ Texture painting 

¶ Stingray VR 

¶ VRED VR 
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Data Optimization  
 

Understanding how a scenes complexity can affect the performance in VR. We will use VREDôs 
optimization tools to simplify a scene tree and combine geometry.   
 

Explore the scene tree 
 
 Use the scene tree to explore the file contents. Get familiar with the scene and understand its 
contents. Look for transformations, subfolders, and similar geometry. Then make a plan to 
simplify the geometry based on materials and similarity. 
 

 
Data Imported into VRED 

 
Use the unshare nodes function to convert cloned geometry to actual geometry. This allows the 
elimination of transformations on objects in the scene and improves performance. 
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Use the Scene -> optimization tool to eliminate transformations in the scenegraph. 
 

 
 

Use the Optimize module to cleanup group nodes that result in long and complex scenegraphs. 
 
 

 
 
 
 



 
 

 

Page 4 

Now letôs combine similar geometry and reduce the total node count. this can be done using the 
search tool and grouping. 
 

 
 
Once selected, use the group tool to assign the selected objects to 1 group, ready to be 
combined to 1 object. 

 

 

Now use the optimize module to combine the individual components into 1 component 
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Data Simplification  
 

Once the data structure is simplified it is time to eliminate non-visible information. This can be 
done very quickly and efficiently using MAYA->Creative Bridge  
 

 
 
Select the data and export to Maya via fbx format 
 



 
 

 

Page 6 

 Use the Creative Bridge tangent select Tool to assist in removing the non-visible data. This 
step can dramatically improve VR performance without rebuilding the original content. 
 
 

 
Tangent select 

 
Use the Creative Bridge backside removal tool to eliminate non visible geometry when the 
component is a closed volume with many internal pieces. 
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During the process of data translation, backside removal and simply saving, can cause issues 
with the vertex normal in the polygonal model. Repair the normal using the following tools. 
 

 
 

Use the mesh->display->set to face tool to unify the normal, then soften edge to smooth the 
display. 
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UV Mapping 
 
 UV mapping is a technique that flattens individual pieces of a 3D part. The UV maps can then 
be used in visualization tools to efficiently show decals, materials and calculate shadows. 

 

 
 
 Maya offers some quick simple tools to create UVôs on data for use in VRED and Stingray. 
 

 


