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1. Introduction

1-1. About the Spatial Reality Display Plugin for Preview

The Spatial Reality Display Plugin for Preview is a plugin for
displaying Autodesk Maya content in real time on the Spatial
Reality Display (referred to as "SR Display” below).

The plugin provides a user interface and functions that allow
creators to work on Maya projects in live 3D stereoscopy.

1-2. Required computer environment

Recommended specifications

CPU i5-6 core or faster

PassMark - G3D Mark score
GPU 18,000 or higher
(GeForce RTX2070 SUPER equivalent)
Memory 16GB or larger
Storage SSD

0S Windows10(64bit) / Windows11

1-3. Compatible Spatial Reality Display models

The plugin can be used with the following SR Display models.

- ELF-SRT1
- ELF-SR2

1-4. The plugin can be used with these Maya versions

The plugin is compatible with the following versions of Autodesk
Maya.

- Maya 2020 - Maya 2022 - Maya 2025
- Maya 2023 -+ Maya 2024




2. Setup procedure

2-1. Installation procedure

Run SRDforPreviewMaya-x.x.X.Xxxxx.msi in a computer

environment with a compatible version of Autodesk Maya installed.

(The "x.x.x.xxxxx” varies depending on the version of the plugin to
be installed.)

Please accept the terms of agreement to install.

* Log in with an administrator account to perform installation.
* The Software License Agreement will be displayed during
installation. Make sure to read it and accept the terms of the
agreement.

2-2. Autodesk Maya settings

Follow the procedure below to load the plugin into Autodesk Maya.

Start Autodesk Maya.

In the menu tab, select "Windows” —
"Settings/Preferences” = "Plug-in Manager” to start
Plug-in Manager.

In Plug-in Manager, select the "Loaded” checkbox
for “SRDViewerPluginMaya.mll”.

I Plug-in Manager — O X

‘Autodesk/ApplicationPlugins/SRDMayaPlugin/Contents)

ed v Autoloac

Make sure you have 4 viewports open in the Maya editor. You
should now see a “SR Display Plugin” in the top menu bar.




3. Basic screen configuration and operations

3-1. Menu

You can select "SR Display Plugin” in the Maya menu tab to open
the drop down for plugin-specific actions.

Help

3-2. Menu Drop-Down Contents

From the drop down you can see the following actions.

SR Display Plugin  Help

Create Gizmo

Delete Gizmo

Spatial Clipping

Reset to Actual Size

List of functions on the SR Display menu

Create Adds a camera to the viewport and outliner
Gizmo with an attached display guide “Gizmo box”
that indicates the view area of the SR Display.

BEISYNEIP4le] Deletes the Gizmo.
Restricts the display of objects outside the
Clipping view area of the SR Display.

Reset to Reset the gizmo size so that its size in maya
NI F4-Bll Units is the same as the SR Display’ s real-life
dimensions on.




4. Details of each function

4-1. Gizmo Camera

Add a camera to determine the display position of the SR Display.
Click “Create Gizmo” to add a gizmo box and associated camera
to the viewport. These determine the position and perspective of
maya that you see on the SR Display. It is necessary to have one
created to see your models on the SR Display.

You should now see a “gizmoCameral group” object in the Maya
outliner and a rectangular box and camera in the Maya viewport.
When you move the camera, the view area also moves
accordingly. Moving the camera away from its gizmo box will
scale the box up and moving it to the side will rotate it.

4-2. Viewing on SR Display with Render Override

Change any viewport panel’ s renderer to Sony SR Display to
start displaying content on the SR Display.

How to start

In one of the four viewports, go to the viewport’s menu bar and
select “Renderer” -> “Sony SR Display”. That viewport will now
render to the SR Display.

You can only turn on the SR Display renderer for one viewport
panel at a time.

A Gizmo is needed to render on the SR Display. If a Gizmo has
not been created already, one will be created automatically. If
the gizmo is deleted, rendering will automatically turn off.

Gizmo

Either turn the renderer back to any other renderer or delete the
Camera

gizmo.

Gizmo Box
(View area)

* Please select “SR Display Plugin” -> “Delete Gizmo” to delete it before
unloading the plugin.




4-3. Reset to Actual Size

Display the model at actual size in SR Display.
Gizmo will be created in the size of the working unit you are in:
(in meters your gizmo will be very large)

B Preferences - [u] X

You can reset the gizmo back to its actual dimensions from any
unit:

The Gizmo size and your SR Display view before resetting to
actual size

*On ELF-SR2 in cm

Gizmo size and your SR Display view after reset to actual size is
pressed, now a 10 cm cube will appear exactly 10 x 10 x 10 cm on
your SR2 display

4-4. Spatial Clipping

From here you can clip 3D objects so that any parts that extend
beyond a certain amount in front of the view area of the SR
Display are not shown.

To activate Spatial Clipping please choose the item from the
menu drop-down. This tear off menu will then appear.

l H spatial Clipping - (m] X

¥ Spatial Clipping (Front Clip Plane)

Clipping at 100% will clip exactly at the front edge of the SR
Display Gizmo view space, clipping at 150% will allow the objects
to pop out slightly beyond that.

Front —————

Clipping at 100%
Clipping at 150%

Visual Discomfort Notice:

Make sure to read this information, as it is important for the user’s health.
* When objects are positioned outside the view area of the SR Display, the
user may experience discomfort or adverse health effects. In general,
position the objects so that they do not extend beyond the view area of
the SR Display, or use this function to clip and hide the parts that
protrude.




5. Gamepad controller and Keyboard On-Display Controls

4-5, UI/Animation Settings 5-1. Basic Controls to move models on the SR Display
Joints, Locators, Manipulators, Grid, Pivots and Cameras will not You can change_ the_position, angle, etc. of the displayed model
be visible in the SR Display by default. To turn on joints and according to thls guide.
locators, please go to the overridden viewport and select “Show” - Supported peripherals are keyboard, gamepad, Xbox controller,

The operation guide for the connected device appears at the
bottom of the SR Display viewer.
Dimensions o | bartielE RRIEnEER Keyboard controls are as follows:

Curves & Surfaces

> “Viewport” -> “Rigging & Animation”. 1 DUALSHOCK4, and DualSense.

Construction Planes
Isolate Select
NURBS Curves Rigging & Animation
NURBS CVs Clip Ghaosts

Playblast Display

(wlalsIofo]: EER D000 0OE rotate 0 € zoom up/Down

v

v

v

v

v

v NURBS Surfaces Controllers
v NURBS Hulls Deformers
v

v

v

v

v

v

Viewport

All
Polygons Handles

Subdivison Surfaces IK Handles

None

@ M vo ) GLD Rotate

FX Joints

Dynamics Locators
Save Current Selection... 7 R
Dynamic Constraints otion Irails

Fluids Pivots

e The following is a detailed explanation of how to perform of the
keyboard controls:

Move Move to the back or front Press Wor S

Move left or right Press A or D
Press Eor Q

Rotate Rotate to the Back or Front Press KorI

X axis rotation
Rotate Left or Right Press U or O

(Y axis rotation)

Z axis rotation
Press N or V
Press space

Reset Move, Rotate, and Zoom [N

The animation set for a scene can be displayed in the SR
Display.

In order to see animation on the SR Display, please make sure to
change your time slider settings to update view on all viewports.

4 »

Playback

4 |4 4 4 P Pl Pl »

© | O D %

Time Slider prefe

Time slider icon on bottom right of maya Set Time Slider -> Playback ->
editor Update view to all




The following details how to use gamepad and Xbox controller.

Move

Move to the back or front Press RB or LB

Move left or right Push the L-stick to
the left or right

Move up or down Push the L-stick up
or down

Push the R-stick up
or down

Push the R-stick to
the left or right

Press LT or RT

Rotate Rotate to the Back or Front

(X axis rotation)
Rotate Left or nght

Y axis rotation
Rotate Left or nght

Z axis rotation
Expand Shrink Press the four-way
controller up or down

SW|tch TN EYUA Il Press Menu(START)
Reset Move, Rotate, and Zoom JHESSNIEISHTel

Zoom

|

The following details how to use DUALSHOCK4 and DualSense.

Move Move to the back or front Press R1 or L1

Move left or right Push the left stick to
the left or right

Move up or down Push the left stick up
or down

X axis rotation up or down
Rotate Left or Right Push the R-stick to
e Tt or
(Z axis rotation)
Expand Shrink Press the four-way

controller up or down

Switch between display/hide  RHESSR0OleYile]y

Reset Move, Rotate, and Zoom JEEHAE;

* Move into the foreground SR Display window when using the keyboard.
* When using the Xbox controller, DUALSHOCK4, or DualSense, connect
the console to the PC or SR Display via wired connection.

* Xbox controller, DUALSHOCK4 and DualSense do not guarantee all
operations.

* The gamepad supports only the Windows Direct Input standard.

Rotate



6. Other

6-1. Version information

The plugin version is v2.1.0.

6-2. Plugin update information

You can check the update information for the plugin at the
websites below.

App Select

https://www.sony.net/app-srd

6-3. Trademarks

* Autodesk, the Autodesk logo, Maya are registered trademarks or
trademarks of Autodesk, Inc., and/or its subsidiaries and/or
affiliates in the USA and/or other countries.

* Microsoft, Microsoft Windows, Microsoft Windows10, Microsoft
Windows11, Microsoft DirectX, Xbox are either registered
trademarks or trademarks of Microsoft Corporation in the United
States and/or other countries.

* GeForce RTX is a trademark and/or a registered trademark of
NVIDIA Corporation in the U.S. and/or other countries.

* DUALSHOCK and DualSense are trademarks or registered
trademarks of Sony Interactive Entertainment Inc.

SONY
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1. Introduction

1-1. A propos du module d’ extension
du Spatial Reality Display pour la prévisualisation

Le module d’ extension Spatial Reality Display pour la
prévisualisation est un module d’ extension pour afficher le
Contenu Autodesk Maya en temps réel sur le Spatial Reality
Display (appelé « SR Display » ci-dessous).

Le module d’ extension fournit une interface utilisateur et des
fonctions qui permettent aux créateurs de travailler sur des
projets Maya en stéréoscopie 3D en direct.

1-2. Environnement informatique requis

Spécifications recommandées

CPU i5-6 core or faster

PassMark - G3D Mark score
GPU 18,000 or higher
(GeForce RTX2070 SUPER equivalent)
Memory 16GB or larger
Storage SSD

0S Windows10(64bit) / Windows11

1-3. Modeéles Spatial Reality Display compatibles

Le module d’ extension peut étre utilisé avec les modéles Spatial
Reality Display suivants.

- ELF-SRT1
- ELF-SR2

1-4. Versions d’ Autodesk Maya compatibles

Le module d’ extension est compatible avec les versions suivantes
d’ Autodesk Maya.

- Maya 2020 ° Maya 2022 - Maya 2025
- Maya 2023 - Maya 2024




2. Procédure de configuration

2-1. Procédure d’installation

Exécutez SRDforPreview-x.x.x.xxxx.msi dans un environnement

informatique équipé d’ une version compatible d’ Autodesk Maya.

(Le « x.x.x.xxxxx » varie en fonction de la version du plugin a
installer.)

Remarques

* Connectez-vous avec un compte administrateur pour effectuer

' installation.

* Le contrat de licence du logiciel sera affiché lors de ' installation.
Assurez-vous de le lire. L’ installation peut étre effectuée
uniguement si vous acceptez les conditions du contrat.

2-2. Paramétres Autodesk Maya

Suivez la procédure ci-dessous pour charger le module
d’ extension dans Autodesk Mavya.

Démarrez Autodesk Maya.

Dans I’ onglet de menu, sélectionnez « Windows » =
« Settings/Preferences » - « Plug-in Manager » pour
démarrer Plug-in Manager.

In Plug-in Manager, select the "Loaded” checkbox
for "SRDViewerPluginMaya.mll”.

I Plug-in Manager — O X

o~

ntents/2024/

Assurez-vous d’ avoir 4 fenétres d’ affichage ouvertes dans
I’ éditeur Maya. Vous devriez maintenant voir un « SR Display
Plugin » dans la barre de menu supérieure.




3. Configuration et opérations de base de |’ écran

3-1. Menu Liste des fonctions du menu SR Display

Vous pouvez sélectionner « SR Display Plugin » dans |’ onglet du Etiquette
menu Maya pour ouvrir le menu déroulant concernant les actions Create Ajoute une caméra a la fenétre d’ affichage et

spécifiques du module d’ extension . Gizmo au plan avec un guide d’ affichage « Gizmo
= box » joint qui indique la zone de visualisation

S /Plugin  Help de SR Display.
@K I Supprime le Gizmo
Restreint ' affichage des objets en dehors de
Clipping la zone de visualisation de SR Display.
Réinitialise la taille du Gizmo pour afficher le
3-2. Contenu du menu déroulant X (VE 1BV Ml modéle en taille réelle dans SR Display.

Dans le menu déroulant, vous pouvez voir les actions suivantes.

SR Display Plugin  Help

Create Gizmo

Delete Gizmo

Spatial Clipping

Reset to Actual Size




4., Détails de chaque fonction

4-1. Caméra Gizmo

Ajoutez une caméra pour déterminer la position d’ affichage du
SR Display.

Cliquez sur « Create Gizmo » pour ajouter une boite gizmo et la
caméra associée a la fenétre d’ affichage. Ils déterminent la
position et la perspective de maya que vous voyez sur le SR
Display. Il est nécessaire d’ en créer un pour voir vos modeles
sur le SR Display.

Vous devriez maintenant voir un objet « gizmoCameral _group »
dans le plan Maya ainsi qu’ une boite rectangulaire et une
caméra dans la fenétre d’ affichage Maya.

Lorsaue vous déplacez la caméra, la zone de visualisation se
déplace également en conséquence. Eloigner la caméra de sa
boite gizmo fera augmenter la taille de la boite et la déplacer sur
le coté la fera pivoter.

Caméra
Gizmo

Remarques

Veuillez sélectionner « SR Display Plugin » -> « Delete Gizmo »
pour le supprimer avant d’ enlever le module d’ extension.

d’ affichage)

4-2. Affichage sur SR Display avec Render Override

Changez n’ importe auel rendu du panneau de la fenétre
d’ affichage sur Sony SR Display pour débuter |’ affichage du
contenu sur le SR Display.

Comment déb uter

Dans I’ une des quatre fenétres d’ affichage, accédez a la barre
de menus de la fenétre d’ affichage et sélectionnez « Renderer »
-> « Sony SR Display ». Cette fenétre d’ affichage sera désormais
affichée sur le SR Display.

Vous ne pouvez activer le rendu SR Display que pour une fenétre
d’ affichage a la fois.

Un Gizmo est nécessaire pour effectuer le rendu sur le SR
Display. Si aucun Gizmo n’ a déja été créé, il sera créé
automatiguement. Si le gizmo est supprimé, le rendu s’ arréte
automatiguement.

Comment quitter

Rétablissez le moteur de rendu vers n’ importe quel autre rendu
ou supprimez le gizmo.




4-3. Reset to Actual Size

Affichez le modeéle en taille réelle dans SR Display.
Le Gizmo sera créé a la taille de «Working Units» dans laguelle
vous étes : (en métres, votre gizmo sera trés grand)

Vous pouvez réinitialiser le gizmo a ses dimensions réelles a partir
de n’importe quelle unité :

La taille du Gizmo et votre SR Display avant de réinitialiser a la
taille réelle

*Sur ELF-SR2 en cm

Taille du gizmo et votre SR Display apreés la réinitialisation a la taille
réelle, un cube de 710 cm apparait exactement 70 x 10 x 10 cm sur
votre écran SR2

4-4. Spatial Clipping

A partir de la, vous pouvez découper des objets 3D de sorte que
les parties qui s’ étendent au-dela d’ une certaine quantité
devant la zone de visualisation du SR Display ne soient pas
affichées.

Pour activer le découpage spatial, veuillez choisir I élément a
partir du menu déroulant. Ce menu d’ arrachement apparaitra
alors.

| B spatial Clipping = a X

¥ Spatial Clipping (Front Clip Plane)

Un découpage a 100 % découpera exactement sur le bord avant
de | espace de visualisation SR Display Gizmo, tandis gu’ un
découpage a 150 % permettra aux objets de ressortir
l[égérement au-dela.

Avant ——

Découpage

H — O,
Découpage spatial a 100%

spatial a 150%

Remarques

Assurez-vous de lire ces informations, car elles sont importantes pour la
santé de ' utilisateur.

* Lorsque des objets sont positionnés en dehors de la zone de visualisation du Spatial
Reality Display, |’ utilisateur peut ressentir un inconfort ou des effets néfastes sur la
santé. En général, positionnez les objets de facon a ce qu’ ils ne dépassent pas de la
zone de visualisation du Spatial Reality Display ou utilisez cette fonction pour
découper et masquer les parties qui dépassent.




5. Commandes a |’ écran de la manette et du clavier
5-1. Commandes de base pour déplacer

4-5. Paramétres Ul/animation des modéles sur |’ écran SR Display
Par défaut, Joints, Locators, Manipulators, Grid, Pivots and Vous pouvez modifier la position, I’ angle, etc. du modéele affiché
Cameras ne seront pas visibles sur le SR Display. Pour activer les conformément a ce guide.

Les périphériques pris en charge sont le clavier, manette de jeu,
manette Xbox, DUALSHOCK4, ou DualSense.

Le guide de fonctionnement du périphérique connecté apparait au
bas de la visionneuse SR Display.

joints et les locators, veuillez aller dans Viewport puis
sélectionner « Show » -> « Viewport » -> « Rigging&Animation ».

Dimensions L4 Particle Instancers

Isolate Select

Les commandes du clavier sont les suivantes :

Playblast Display DURB S / Rigging & Animation
- NURBS CVs ’ c T
Viewport RURES S . = O0O000 0O voe DOR0O0OE Rotate 0 ) zoom Up/Down
] NURBS Hulls ; Defosmess
Polygons 7 andles .
- M Les commandes de la manette de jeu et de la manette Xbox sont
Joints les suivantes :
_ _ Dynan / Locators
save Current Selection.. Dynamic Constraints 4 Mation Trails
Fluids 4 Pivots
ML Les commandes des manettes DUALSHOCK4 et DualSense sont les
L’ animation définie pour une scéne peut étre affichée dans le SR suivantes :

Display. 1 @@ GO oo

Pour voir I"animation sur le SR Display, assurez-vous de modifier
les parameétres de votre curseur temporel pour mettre a jour la
vue dans toutes les fenétres d’ affichage.

4 >

Playback

4« |4 |4 4 P Pl Pl 2l

< |k O T %
Icéne du «Time Sliders en bas a droite Définir la «Update view» de la
de I’ éditeur maya «Playback» du «Time Slider» sur « All »

ad| (K1




Voici une explication détaillée de la facon d’ exécuter les
commandes du clavier :

I’ action

Déplacement B o] EleINEINREI AN - Appuyez sur W ou S
ou |”’avant

BT ElE NI S E R lsl Appuyez sur A ou D

ou la droite

BIY o] EIEI NI AYEI SR R SISl Appuyez sur Q ou E
vers le bas

Rotation vers |’ arriere ou
[’ avant

Rotation de |’ axe X
Rotation vers la gauche ou
la droite

Rotation de |’axe Y
Rotation vers la gauche ou
la droite

Rotation de |’ axe Z

Agrandissement, Appuyez sur N ou V
rétrécissement

Menu Basculer entre Appuyez sur espace
afficher/masauer

REIRINEITN @R I EI 1l ™ Appuyez sur R

la rotation et le zoom

Rotation Appuyez sur K ou I

Appuyez sur U ou O

Appuyez sur J ou L

Réinitialisation

Ce qui suit détaille la facon d’ utiliser la manette et la manette
Xbox.

Nom de " action

Déplacement B Bl N IR AN e 1= Appuyez sur RB ou LB
ou |’ avant

BIYo] EI=I NI RIS R Uelg <8 Poussez le joystick
ou la droite gauche vers la
gauche ou la droite

Déplacement vers le haut Poussez le joystick
ou vers le bas gauche vers le haut
ou vers le bas
Poussez le joystick
droit vers le haut ou
vers le bas

Poussez le joystick
droit vers la gauche
ou la droite

Rotation vers |’ arriére ou
| avant

Rotation de |’ axe X
Rotation vers la gauche ou
la droite

(Rotation de ’axe Y)

Rotation

Rotation vers la gauche ou
la droite

Appuyez sur LT ou RT

Rotation de |’axe Z
Agrandissement,
rétrécissement

afficher/masquer

Réinitialisation |Réinitialiser le
déplacement, la rotation et
le zoom

Appuyez sur les
touches
directionnelles vers le
haut ou vers le bas
Appuyez sur Menu
(START)

Appuyez sur joystick
droit



Ce qui suit détaille la facon d’ utiliser les manettes
DUALSHOCK4 et DualSense.

Nom de
|’ action

Déplacement Déplacement vers Appuyez sur R1 ou L1
' arriere ou I’ avant

Déplacement vers la Poussez le joystick
gauche ou la droite gauche vers la gauche
ou la droite

BIYe|ElEINEINAE ISR Rl Poussez le joystick
ou vers le bas gauche vers le haut ou
vers le bas

Rotation vers I’ arriere ou Il YA BN A 1lel¢
droit vers le haut ou
vers le bas

Poussez le joystick
droit vers la gauche ou
la droite

Appuyez sur L2 ou R2

Rotation

Appuyez sur les
touches
directionnelles vers le
haut ou vers le bas

afficher/masquer

Réinitialisation |Réinitialiser le Appuyez sur R3
déplacement, la rotation
et le zoom

Agrandissement,
rétrécissement

Menu

Sous-catégorie Fonctionnement

* Déplacement dans le premier plan de la fenétre d’ affichage du SR
Display lorsque vous utilisez le clavier.

* Lorsque vous utilisez la manette Xbox, DUALSHOCK4 ou DualSense,
connectez la console au PC ou au SR Display via une connexion filaire.
* Les manettes Xbox, DUALSHOCK4 et DualSense ne garantissent pas
toutes les opérations.

* La manette prend uniquement en charge la norme Windows Direct
Input.



6. Autres

6-1. Informations de version

La version du plugin est v2.1.0.

6-2. Informations de mise a jour du plugin

Vous pouvez vérifier les informations de mise a jour pour
le plugin sur les sites Web ci-dessous.

Sélection de I’ application

https://www.sony.net/app-srd

6-3. Marques de commerce

* Autodesk, le logo Autodesk, Maya sont des marques déposées
ou des marques commerciales d’Autodesk, Inc., et/ou de ses
filiales et/ou de ses sociétés affiliées, aux Etats-Unis et/ou dans
d’autres pays.

* Microsoft, Microsoft Windows, Microsoft Windows 10, Microsoft
Windows11, Microsoft DirectX, Xbox sont des maraues déposées
ou des marques commerciales de Microsoft Corporation aux
Etats-Unis et/ou dans d’autres pays.

* GeForce RTX est une marque commerciale et/ou une marque
déposée de NVIDIA Corporation aux Etats-Unis et/ou dans

d’ autres pays.

* DualSense et DUALSHOCK sont des marques de commerce ou
des marques déposées de Sony Interactive Entertainment Inc.

SONY

Publié en Juillet 2024 (version du manuel 2.1)
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1. &

1-1. XFMET RN R R RIGE

FhbsZSaINSE B iEEE7ESpatial Reality Display (LATE#R “SR Display” )
FSERTRIR Autodesk Maya RIS,

ICHEHR AR R P REAITIRERT LI FE TESERT 3D SZIAER T4 Maya TnH.

1-2. iR PCEE

HEFAUS

CPU i5-6 core or faster

PassMark - G3D Mark score
GPU 18,000 or higher
(GeForce RTX2070 SUPER equivalent)
Memory 16GB or larger
Storage SSD

oS Windows10(6 4 bit) / Windows11

1-3. RENZAMLETFES

EHI S TSR FESESER.

ELF-SR1
ELF-SR2

1-4. fEHAISLAT Maya KRR (&R

TR ALAThRANRY Autodesk Maya,

Maya 2020 - Maya 2022 - Maya 2025
Maya 2023 - Maya 2024




2. 8BTR

2-1. T 2-2. Autodesk Maya &8

BERIAT SRS INEE] Autodesk Maya H,
IB1EC 2 Autodesk Maya SESRAHITH EHIFRIARIE(T SRDforPreviewMaya- " S * y

EBDBURT L BERITEIHhR A =
B, AT SRR ) 5 Autodesk May.

Ry TEREIEINEChER “Windows” —  “Settings/Preferences” —

eI “Plug-in Manager” , S&Plug-in Manager,

P EREERKPERITRES, e

#éﬂ*quJﬂmmEA{#ﬂ:ﬂT’b‘lxo 15%%\@@#%213}1}{2—&)\, 5@3 ?:E PIUg'in"MapagerEF', "SRDVieWGrPIUginMaya.m”" &E
Loaded” Si%iHE.

WIME Maya fRi8eshfIF T 4 M. EBERINIZA LAEIRERS R hEE|
“SR Display Plugin” ,




3. BEXRRmETIRE

3-1.58

RAEILATE Maya SEEIEIR-Rhi%R "SR Display Plugin” , {ERSH T FFHEHIASERIE
B THIZEE,

3-2. FHIRBEAE
M RIERERRRT AR RILIT R,

SR Display Plugin  Help

Create Gizmo

Delete Gizmo

Spatial Clipping

Reset to Actual Size

SR DisplayZEEThgE5ilak

FEROFIAPNAEFRINREN, HEIN—ErES S
“Gizmo box” , FBF#87 SR DisplayRiiEIX i,

i Gizmo

PR#IER SR DisplayflEIXHIAIMIRIE.

Clipping

BEE GizmoR~, 7E SR Display FLASCFRR < B/EE,
Size




4. SIYIRERNFEAER

4-1. Gizmo 1BIEN

AINFEESR Display B BRIHEN.

B “Create Gizmo” , EMOFEI Gizmo FAMMERIIEXEGH. XLT=E
RIET7E SR Display EEZIAY Maya BIEFIMA. BEE SR Display EER&
AUREY, NAREIEE—MER,

MIESERIZA LATE Maya OutlinerdrEZ—4 “gizmoCameral_group” %35,
FE Maya fiOHER—MERABIMERHREG.

BRI, MEXEESENZ. SREUNE Gizmo FIAE LT,
Gizmo FEMERSIA, THISEBZE—M, Gizmo FHIMMEHRSIED].

Gizmo

BE

GizmoFgiNiE
(RE X 1)

~EDERIEERT, ISR "SR Display Plugin” -> “Delete Gizmo" EDETHIBE,

4-2. (ERIEESTE SR Display L &H

1%1%@?%DEWE§?E?§%§EE&% Sony SR Display, BIRJFHAE=EMELERFE L
ETrRE.

MINMROFAHE—ROFNZ M OFEFE, #EFE "Renderer” -> “Sony SR
Display” . BME, ZMOEERZE SR Display L.
—IRRBAFTH— MO EIRAY SR DisplayiSgees.

£ SR Display_ EH#HTEREE— Gizmo, WNEREFKEIE Gizmo, RFEBESH
Bz, WM Gizmo, EIEEENET.

ASEREREE SRR, BAILMIER Gizmo,




4-3. Reset to Actual Size

£ SR Display UASTPRR T B7Ese,
BIRIRIEATEWorking UnitsBIR/NEIEE Gizmo:  (LLKAE(, Gizmo BIFEX)

X

- o

references

BRI LAEHTIRE LS Gizmo EERSLIRR T :

“Reset to Actual Size” ZFjHY Gizmo /R #] SR Displa yf'ﬂ@

*4E ELF-SR2 |, BN

/& "Reset to Actual Size"j5Gizmo A9/ T SR DisplayfIiiE, 55i—1" 10 [EK
BIZ A 7E SR2 Display 52777 10 x 10 x 10 [EK,

4-4. Spatial Clipping

FEULRTLASEE] 3D Y35, #Bi SR DisplayflEX i —ECERNHTH L EARETR.
EEAETAETIINE, BN TAEERPIRENE. ARsHAsER

B spatial Clipping

¥ Spatial Clipping (Front Clip Plane)

LA 100% RIELAIBIEIRY, SIESFBIYIZ] SRD Gizmo #EIZSERIIEEIALZ:, kL
150% RUELBIBEHIRS, NI EERISRERAEH IEEA%.

1EHE
ZSEIEDL]] 150%

ESEIETL]] 100%

THRXFRARERNEESIR, S50 REE.

* YNERIGIISRECETESR DisplayRIEEEZI), AIRER R BRI ETIRE RIS
EETE%% HAL, BEHRENSAELSR DisplayfI Rl si& fERAThReHT
_E;;j JJ oM L




4-5. BRRE/DhEiRE

7£ SR Displaysh, Joints, Locators. Manipulators, Grid, PivotsflCamerasgk
I, BEEFTFJointsFlLocators, iBHHNEEViewportHikiE “Show” ->
"Viewport” -> "Rigging & Animation” ,

ighting BShow" Renderer Panels

my

: ’ - . 3
< D] S Particle Instancers
Isolate Select Dlpegzop

NURBS Curves
Playblast Display
NURBS CVs

NURBS Surfaces

Viewport

NURBS Hulls £
All Deformers

Polygons 4 Handles
Subdivison Surfaces K Handles

None

FX 4 Joints
Dynamics Locators
Save Current Selection... ) . T S
Dynamic Constraints Mation Trails

Fluids Pivots

“  Lighting, Shading & Rendering

H24% SR Display ER7ahE, WOMRrfEgRigE, IMEEREMOLLES
%m@

»

4 |4 |4 4 P Pl Pl »

(7, T ) & o_z'

{5}

Maya 4715555 F5BHT Time Slider Efr #£Time Slider -> Playback ->Update view

IREHAIl

5. ik FiRiEHIR T RS
5-1. 7£ SR Display L#SahiEBIg R A4

HLMRIEREIERmE N T B SRS, AES.
CRILAGERSEER. TR, Xbox f=HIgs. DUALSHOCK4, DualSensef2fF.
SR Display&E&3HIERERS BRI AR FiER.

AT 2R RRYRFERE.

0OBBBBE6 V-

D060 0E rotate @ @ zoom Up/Down

AT 2R, Xbox &HIR8ANREER.
RO voe O @@ roee

T EEXNAERRRINFRES.
=S /7]

Move MfE. [AaFEs) W, S

2A,D
EQ
Rotate 2K
U0
M. [Aahe (ZihhEsk) )L
NV
st
2R




AT EiEFM. Xbox &2 aRIES%

=S I V77 )
Move Mja. FRIEE ZRB,LB

M. [EAITRRIL-stick
Ak, ETRRIL-stick
Rotate AL, ETRFR-stick
B, FIGHER (YidhERe) B

M. MAREIR-stick
[ Zoom  |¥K, ) [l A™NRFE
FESTART
feR-stickize

IATEDUALSHOCK4, DualSenseffJi{Esi%

Move L

. A
L. B
Rotate [, mETRRaF
#&R2,12

[, [EaRRET
[ Zoom  |¥K, ) ML, mEFE
s

Rap

EEFEI

* (EFEREEERT, FEEGESpatial Reality Display&O.

* (R FEAR. Xbox 1£HI28. DUALSHOCK4, DualSenseff{ERY, 1BBISLEGERZPCEN
SR Display

* Xbox =428, DUALSHOCK4, DualSense MR EREERREIEFE T,

* R AR SZIFWindows Direct InputiriE,




6. Eifth

6-1. IRBER

KiEIHRIRAv2.1.0,

6-2. MHHATERIEE

NN EHRER BT LA RS,

https://www.sony.net/app-srd

6-3.7 515

* Autodesk, Autodesk#riR. Maya@Autodesk, Inc.F0/siEF/NEF0/aELKEL
el EEER/FHEMERSM XA E AR RE R,

* Microsoft, Microsoft Windows, Microsoft Windows10, Microsoft
Windows11, Microsoft DirectXgMicrosoft CorporationfESEEF1/sEfthEZRAY
EPATARE R,

* GeForce RTXINVIDIA CorporationfEZEEF/ s E B EZRAIER0/ 3 E AR,
* DualSense, DUALSHOCKZZR BB IR RIF N ST AV iRk £ 1R,
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NOTICES AND LICENSES FOR SOFTWARE USED IN THIS PRODUCT

glad
Copyright (c) 2008-2018 The Khronos Group Inc.

Permission is hereby granted, free of charge, to any person obtaining a
copy of this software and/or associated documentation files (the
"Materials"), to deal in the Materials without restriction, including
without limitation the rights to use, copy, modify, merge, publish,
distribute, sublicense, and/or sell copies of the Materials, and to

permit persons to whom the Materials are furnished to do so, subject to
the following conditions:

The above copyright notice and this permission notice shall be included
in all copies or substantial portions of the Materials.

THE MATERIALS ARE PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND,
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT.
IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY
CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF CONTRACT,
TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION WITH THE
MATERIALS OR THE USE OR OTHER DEALINGS IN THE MATERIALS.

Khronos platform-specific types and definitions.

The master copy of khrplatform.h is maintained in the Khronos EGL
Registry repository at https://github.com/KhronosGroup/EGL-Registry
The last semantic modification to khrplatform.h was at commit ID:
67a3e0864c2d75ea5287b9f3d2eb74a745936692

Adopters may modify this file to suit their platform. Adopters are
encouraged to submit platform specific modifications to the Khronos
group so that they can be included in future versions of this file.
Please submit changes by filing pull requests or issues on

the EGL Registry repository linked above.

See the Implementer's Guidelines for information about where this file
should be located on your system and for more details of its use:
http://www.khronos.org/registry/implementers_guide.pdf

This file should be included as
#include <KHR/khrplatform.h>
by Khronos client API header files that use its types and defines.

The types in khrplatform.h should only be used to define API-specific types.

Types defined in khrplatform.h:
khronos_int8_t signed 8 bit
khronos_uint8_t unsigned 8 bit

khronos_int16_t signed 16 bit
khronos_uint16_t unsigned 16 bit
khronos_int32_t signed 32 bit
khronos_uint32_t unsigned 32 bit
khronos_int64_t signed 64 bit

khronos_uint64_t
khronos_intptr_t signed same number of bits as a pointer
khronos_uintptr_t unsigned same number of bits as a pointer
khronos_ssize_t signed size

khronos_usize_t unsigned size

khronos_float_t signed 32 bit floating point

khronos_time_ns_t unsigned 64 bit time in nanoseconds
khronos_utime_nanoseconds_t unsigned time interval or absolute time in
nanoseconds

khronos_stime_nanoseconds_t signed time interval in nanoseconds
khronos_boolean_enum_t  enumerated boolean type. This should
only be used as a base type when a client API's boolean type is

an enum. Client APIs which use an integer or other type for

booleans cannot use this as the base type for their boolean.

unsigned 64 bit

Tokens defined in khrplatform.h:

KHRONOS_FALSE, KHRONOS_TRUE Enumerated boolean false/true values.

KHRONOS_SUPPORT_INT64 is 1 if 64 bit integers are supported; otherwise 0.

KHRONOS_SUPPORT_FLOAT is 1 if floats are supported; otherwise 0.

Calling convention macros defined in this file:
KHRONOS_APICALL
KHRONOS_APIENTRY
KHRONOS_APIATTRIBUTES

These may be used in function prototypes as:
KHRONOS_APICALL void KHRONOS_APIENTRY funcname(

int arg1,
int arg2) KHRONOS_APIATTRIBUTES;



glew

The OpenGL Extension Wrangler Library

Copyright (C) 2002-2007, Milan lkits <milan ikits[lieee org>

Copyright (C) 2002-2007, Marcelo E. Magallon <mmagallo[]debian org>
Copyright (C) 2002, Lev Povalahev

All rights reserved.

Redistribution and use in source and binary forms, with or without
modification, are permitted provided that the following conditions are met:

* Redistributions of source code must retain the above copyright notice,
this list of conditions and the following disclaimer.

* Redistributions in binary form must reproduce the above copyright notice,
this list of conditions and the following disclaimer in the documentation
and/or other materials provided with the distribution.

* The name of the author may be used to endorse or promote products
derived from this software without specific prior written permission.

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS "AS IS"
AND ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE
ARE DISCLAIMED. IN NO EVENT SHALL THE COPYRIGHT OWNER OR CONTRIBUTORS BE
LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR
CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED TO, PROCUREMENT OF
SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS
INTERRUPTION) HOWEVER CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN
CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING NEGLIGENCE OR OTHERWISE)
ARISING IN ANY WAY OUT OF THE USE OF THIS SOFTWARE, EVEN IF ADVISED OF

THE POSSIBILITY OF SUCH DAMAGE.

Mesa 3-D graphics library
Version: 7.0

Copyright (C) 1999-2007 Brian Paul All Rights Reserved.

Permission is hereby granted, free of charge, to any person obtaining a
copy of this software and associated documentation files (the "Software"),
to deal in the Software without restriction, including without limitation

the rights to use, copy, modify, merge, publish, distribute, sublicense,
and/or sell copies of the Software, and to permit persons to whom the
Software is furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included
in all copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS

OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL
BRIAN PAUL BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN

AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN
CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE.

Copyright (c) 2007 The Khronos Group Inc.

Permission is hereby granted, free of charge, to any person obtaining a
copy of this software and/or associated documentation files (the
"Materials"), to deal in the Materials without restriction, including
without limitation the rights to use, copy, modify, merge, publish,
distribute, sublicense, and/or sell copies of the Materials, and to

permit persons to whom the Materials are furnished to do so, subject to
the following conditions:

The above copyright notice and this permission notice shall be included
in all copies or substantial portions of the Materials.

THE MATERIALS ARE PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND,
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT.
IN NO EVENT SHALL THE AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY
CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF CONTRACT,
TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION WITH THE
MATERIALS OR THE USE OR OTHER DEALINGS IN THE MATERIALS.

glm

OpenGL Mathematics (GLM)

GLM is licensed under The Happy Bunny License or MIT License

The Happy Bunny License (Modified MIT License)

Copyright (c) 2005 - G-Truc Creation

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights

to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:



The above copyright notice and this permission notice shall be included in
all copies or substantial portions of the Software.

Restrictions:
By making use of the Software for military purposes, you choose to make a
Bunny unhappy.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN
THE SOFTWARE.

The MIT License

Copyright (c) 2005 - G-Truc Creation

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights

to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in
all copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN
THE SOFTWARE.

stb

MIT License

Copyright (c) 2017 Sean Barrett

Permission is hereby granted, free of charge, to any person obtaining a copy of

this software and associated documentation files (the "Software"), to deal in

the Software without restriction, including without limitation the rights to

use, copy, modify, merge, publish, distribute, sublicense, and/or sell copies

of the Software, and to permit persons to whom the Software is furnished to do

so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all

copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.



