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1. Introduction

1-1. About the Spatial Reality Display Plugin for Preview(3ds) 1-3. Compatible Spatial Reality Display models

The Spatial Reality Display Plugin for Preview(3ds) is a plugin for

1 The plugin can be used with the following Spatial Reality Display
displaying models created with 3ds Max in the Spatial Reality 1 models.
Display. i . ELE-SR1
The plugin provides a user interface and functions for rendering i . ELE-SR2
images in the Spatial Reality Display.

1-2. Required computer environment 1-4. Compatible 3ds Max versions

Recommended specifications The plugin is compatible with the following versions of 3ds Max.

i5-6 core or faster i + 2024 + 2023
PassMark - G3D Mark score 2022
18,000 or higher
(GeForce RTX2070 SUPER equivalent)
Memory 16GB or larger
Storage SSD

OS Windows10(64bit) / Windows11




2. Setup procedure

2-1. Installation procedure 2-2. 3ds Max settings

Follow the procedure below to load the plugin into 3ds Max.

Start 3ds Max.

In the menu tab, select “Customize” -
“Preferences...” and right-click “srdviewerplugin.dlu”.

Run SRDforPreview3ds-X.X.X.msi in a computer environment with
a compatible version of 3ds Max installed.

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

* Log in with an administrator account to perform installation.
* The Software License Agreement will be displayed during installation.
Make sure to read it. Installation can be performed only if you accept

Select “Selected Plug-in” and click “Load”.
the terms of the agreement.

When the plugin is loaded correctly, the "SR DisplayViewer” is
added to the 3ds Max Utilities list.

- ﬂ Plug-in Manager

Interface. Tag Mame * Description Status Size Full Path
Hotkey Editor srdviewerplugin. diu SR Display Utility (SOMY) h
* steirs.dio Stoir Library (Autodesk) Selected Plug-ins ’
Load Custom UT Scheme... stars. fit . o Clear Selection
Save Custom UI Scheme... stl.dim
storageandfilter.bms ages
stretch.dim Stretch Modifier (Autod Tag Selected
Lock U Layout stroke. diu Gesture Recognition Ut Clear Tags
R subdividemod. dim Subdivide Modifier
= substancedealer.dit Substance Textures Load New Flug-in...
Custom UT and Defaults Switcher... substancemax. dit :
substitutemod. dim
substrar. diu Substitute Manager (Autodesk)

Tagged Plug-ins
Revert to Startup Layout

Refresh View
¥ Configure Project Paths...

2, Configure User and System Paths...

Units Setup...

Description Author Version Location

Plug-in Manager... Standard MAX plug-ins Autodesk c:¥program files¥autodesk¥3ds max 2024¥st
Additional MAX plug-ins c:¥program files¥autodesk¥ 3ds max 2024¥pl

£ Preferences... capholes Autodesk 1.0.0 c:¥program files¥autodesk¥ 3ds max 20249%a[

* If you do not see it in the list, select "Load New Plug-in...” and
select "SRDViewerPlugin.dlu” from the folder where you installed
the plug-in.




3. Basic screen configuration and operations

3-1. Menu

You can select "SR DisplayViewer” in the 3ds Max tab to open the
control panel for operating the plugin is added to the utility.

3-2. Control panel

You can operate the plugin from the control panel.

* SR Display Viewer
Camera
Create

¥ Visible GIZMO

Animation
start
stop
set frame
Sync Settings
¥ Transform

Animation frame

Spadal Clipping

Settings :
@ No Clip
Clip { 100% )
Clip { 150% )
Clip Plane ;
¥ Front

v Top

List of functions on the control panel

Description
Add a camera object to a scene.

Display the guide that indicates the view
area of the Spatial Reality Display.

Viewer Start the viewer and display the current
scene in the Spatial Reality Display.

Exit the viewer.

Start the animation, if animation is set for
the scene being rendered.

Stop the animation that is playing.

set frame Set the current frame of the active 3ds
Max scene as the current frame of the
Spatial Reality Display.

Apply the Transform operations of 3ds Max
to the Spatial Reality Display in real time.

Apply the 3ds Max time slider changes in
frame real time.

Settings Restrict the display of objects outside the
view area of the Spatial Reality Display.

Clip Plane Select whether to restrict the view area at
the front and top surfaces.

Animation | start

Sync
Settings

Spatial
Clipping




4. Details of each function

4-1. Camera 4-2. Viewer

Start and exit the Spatial Reality Display viewer for displaying

Add a camera to determine the display position of the Spatial : _ : _
content in the Spatial Reality Display.

Reality Display.
Click the create button to add a camera to the scene.

How to start

Click the load scene button to start the Spatial Reality Display
viewer and load the 3ds Max scene.

If the Spatial Reality Display viewer is already running, the scene
is loaded again.

When the Visible GIZMO checkbox is selected, the guide that
indicates the view area of the Spatial Reality Display is shown.
When you move the camera, the view area also moves
accordingly. Adjust the view area to suit the objects.

How to exit

Click the shutdown button to exit the Spatial Reality Display
viewer.

Notes

* When started for the first time, the Spatial Reality Display viewer
does not render the image unless the Spatial Reality Display camera
accurately tracks the position of the operator’s eyes. If no image is
rendered, perform a Transform operation in 3ds Max while facing
the Spatial Reality Display.

* The Spatial Reality Display background is a uniform gray color that
spans the entire screen.

* Some data may not be able to correctly reflect scene in 3D display.
* Depending on the data, it may take a certain amount of time to
transfer scenes.

* The feel of the texture and material may look different on the PC
monitor and Spatial Reality Display.

x If you load more than 1 million polygons of data, the following
warning window appears

El Waming >

GIZMO
(view area)

The mesh is currently too dense and may take a long time to display.




4-3. Animation

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

When you click the start button, the animation start command is
sent to the Spatial Reality Display viewer. The animation starts in
the Spatial Reality Display viewer, and playback is performed
according to the frame rate.

Click the stop button to stop the animation while it is playing.

Click the set frame button to apply the current status (frame
position) of 3ds Max to the Spatial Reality Display.

* I you select the Animation frame checkbox in Sync Settings, the
operation will be the same as performing the set frame operation
whenever the Current frame in 3ds Max changes.

4-4. Sync Settings

These settings are used to synchronize various 3ds Max
operations with the Spatial Reality Display.

When you select the Transform checkbox, the Transform
operations (rotate, scale, and move) performed in 3ds Max are
applied in real time to the Spatial Reality Display.

When you select the Animation frame checkbox, the operation of
the animation slider in 3ds Max is synchronized with the Spatial
Reality Display.

* When the scene is reloaded, the display position in the Spatial
Reality Display may be shifted. However, the scene will be displayed
in the correct position when a camera operation is performed and
the Transform information is applied to the Spatial Reality Display.
This behavior may occur if the Spatial Reality Display tracking is lost
during editing.




5. Explanation of Functions in the Spatial
Reality Display Viewer

4-5. Spatial Clipping 5-1. Basic Operation of 3DCG Display

You can clip 3D objects so that any parts that extend beyond
the front and top surfaces of the view area of the Spatial Reality
Display are not shown.

You can select either No Clip, Clip(100%), or Clip(150%) for the
view area.

You can select the Front and Top checkboxes to enable clipping
at each surface.

You can change the position, angle, etc. of the displayed model
according to the operation guide.

Operation is possible with the keyboard, gamepad, DUALSHOCK®4,
and DualSense™,

The operation guide for the connected device appears at the
bottom of the Spatial Reality Display viewer.

The following is a keyboard operation guide.

TO P MO0 E OB vove D000 0O E rotate 0 0 zoom up/Down [Space JVIGITENEN R

The following is a gamepad operation guide.

@ E Move @ Rotate : Zoom Up/Down

«—— Clip(150%) }
1 The following is a DUALSHOCK®4 and DualSense™ operation guide.

@ GD vove @ GB) Rotate : Zoom Up/Down

The following is a detailed explanation of how to perform
operations on the keyboard.

Front > _ 1
Clip(100%) 1

Action name |Subcategory  |Operation

Move Move to the back or front Press Wor S
Move left or right Press A or D
Press E or Q

Rotate to the Back or Front Press K or I
(X axis rotation)

Y axis rotation
Z axis rotation

:
Make sure to read this information, as it is important for the user’s 1
health.

* When objects are positioned outside the view area of the Spatial

health effects. In general, position the objects so that they do not

Reality Display, the user may experience discomfort or adverse |

extend beyond the view area of the Spatial Reality Display, or use
this function to clip and hide the parts that protrude.

Expand, Shrink Press N or V
Switch between display/hide JHEESRIoEIoE

Reset Move, Rotate, and Zoom JRESHa




The following is how to use the gamepad.

Move to the back or front Press RB or LB

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

Move

Move up or down Push the L-stick up
or down
Rotate to the Back or Front Push the R-stick up

(X axis rotation) or down
(Y axis rotation)
Z axis rotation the left or right
controller up or down
Press START
Press R-stick

Rotate

Action name Operation

The following is how to use DUALSHOCK®4 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
or down

Rotate to the Back or Front Push the right stick
(X axis rotation) up or down

(Y axis rotation)

Rotate Left or Right Push the right stick

7 axis rotation to the left or right
Press the four-way

Rotate

Expand, Shrink
controller up or down

Switch between display/hide S R0ledle]s

A Al Press R3

* Move into the foreground Spatial Reality Display window when using
the keyboard.

* When using the gamepad, DUALSHOCK®4 , or DualSense™, connect the
console to the PC or Spatial Reality Display via wired connection.

* The gamepad supports only the Windows Direct Input standard.
* DUALSHOCK®4 and DualSense™ do not guarantee all operations.



6. Other

6-1. Version information

The plugin version is v1.0.0.

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, 3ds Max 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 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®4 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 } 1-3. Modéles de Spatial Reality Display compatibles
du Spatial Reality Display pour la prévisualisation(3ds)

Le plugin peut étre utilisé avec les modeéeles de Spatial Reality

Le Module d’extension du Spatial Reality Display pour la 1 Display suivants.
prévisualisation(3ds) est un plugin permettant d’ afficher les ‘

modéles créés avec 3ds Max dans le Spatial Reality Display. | + ELF-SR1

Le plugin fournit une interface utilisateur et des fonctions | + ELF-SR2

permettant d’ effectuer le rendu des images dans le Spatial
Reality Display.

1-2. Environnement informatique requis | 1-4. Versions d’ 3ds Max compatibles
e pe , : Le plugin est compatible avec les versions suivantes d’ 3ds Max.
Spécifications recommandées ‘
i5-6 core or faster | 3833 - 2023
PassMark - G3D Mark score ‘

18,000 or higher
(GeForce RTX2070 SUPER equivalent)

Memory 16GB or larger
Storage SSD
OS Windows10(64bit) / Windows11




2. Procédure de configuration

2-1. Procédure d’installation 2-2. Parameétres d’ 3ds Max

Utilisez la procédure suivante pour charger ce plugin dans 3ds
Max.

Démarrez 3ds Max.

Exécutez SRDforPreview3ds-X.X.X.msi dans un environnement
informatique équipé d’ une version compatible d’ 3ds Max.
(Le « X.X.X. » varie en fonction de la version du plugin a installer.)

Remarques

Dans |’ onglet menu, faites un clic droit sur
« srdviewerplugin.dlu » dans « Personnaliser » =
« Gestionnaire de plugins... »

Cliguez sur « plug-ins sélectionnés » = « Charger ».

* Connectez-vous avec un compte administrateur pour effectuer

I” 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.

Une fois chargé avec succes, le « SR DisplayViewer » est ajouté a la

liste des utilitaires de 3ds Max.

Personnaliser ~ Génération de script  Substance IS NPT RS RS

Personnaliser interface utilisateur... M... Nom* Description Etat Taille Chemin complet

Editeur de raccourcis clavier... srdviewerplugin.diu SR Display Utility (SONY ST —
= o dop‘ . i CAN Plug-ins sélectionnés >

Charger théme U personnalisé... stars.fit tre dimages s (2 Effacer sélection

Enregistrer théme IU personnalisé... stl.dim

storageandfifter.bms Shorrer
stretch.dim lodificateur Etirement (Aut Marqueur sélectionné

Restaurer disposition IU par défaut stroke.dlu litaire reconnz de Effacer marqueurs

Charger

Plug-ins marqués
Changeur de parameétres par défaut personnalisés...

Verrouiler disposition IU Charger le nouveau plug-in...

Afficher TU Actualiser la vue

Afficher les éditeurs

Afficher les explorateurs

¥ Configurer les emplacements Utilisateur et systéme...

Description Emplacement

2 Configurer les chemins utilisateur et systéme... [ Norme MAX plug-ins Autodesk c:¥program files¥autodesk¥3ds max 2024¥stdplugs¥
Supplémentaires MAX plug-ins c:¥program files¥autodesk¥3ds max 2024¥plugins¥
[ capholes Autodesk 1.0.0 c:¥program files¥autodesk¥3ds max 2024¥application
Gestionnaire de plug-ins... [] advanced Modeling Tools for 3ds ... Autodesk 1.2.0.1 c:¥programdata¥autodesk¥applicationplugins¥advanc
Substance in 3ds Max Adobe 2.4.10 c:¥programdata¥autodesk¥applicationplugins¥substal
[/ RanleanOhiect Autndesk 1.0.0 c:¥nroaram file<¥antndesk¥3ds mayx 2N24¥annlication

Définir unités...

£} Préférences...

Remarques

* Lor* Si vous ne le voyez pas dans la liste, sélectionnez « Charger un
nouveau plugin... » et sélectionnez « SRDViewerPlugin.dlu » dans le
dossier ou vous avez installé le plugin.sque la scéne est rechargée,
la position de | affichage peut pendant |’ édition.




3. Configuration et fonctionnement de base de |’ écran

3-1. Menu

Vous pouvez sélectionner a la liste des utilitaires
« SR DisplayViewer » dans Un onglet 3ds Max pour ouvrir le
panneau de commande permettant d’ utiliser le plugin.

* Utilitaires S QST

SR DisplayViewer

3-2. Panneau de commande

Vous pouvez utiliser le plugin a partir du panneau de commande.

* SR Display Viewer
Camera
Create
¥ Visible GIZMO
Viewer
load scene
shutdown
Animation
start
stop
set frame
Sync Settings
¥ Transform

Animation frame

Spadal Clipping

Settings :
@ No Clip
Clip { 100% )
Clip { 150% )
Clip Plane ;
¥ Front

v Top

Liste des fonctions du panneau de commande

Identification | Fonction  |Description

Camera Ajouter un objet caméra a une scéne.
Afficher le guide indiquant la zone de
GIZMO visualisation du Spatial Reality Display.

Viewer el Blel-1al-M Démarrer la visionneuse et afficher la scéne
actuelle dans le Spatial Reality Display.
Quitter la visionneuse.

Animation start Démarrer |’ animation, si I’ animation est
définie pour la scéne en cours de rendu.
stop Arréter |’ animation en cours de lecture.

=Rl Définir I image actuelle de la scéne 3ds Max

active comme image actuelle du Spatial

Reality Display.

Sync Setting Appliquer les opérations Transform d’ 3ds Max
au Spatial Reality Display en temps réel.

Appliquer les modifications du curseur
frame temporel d’ 3ds Max en temps réel.

el s Recharger automatiquement la scéne lorsque
la topologie de maillage est modifiée dans
3ds Max.

Spatial Setting Limiter |’ affichage des objets a |’ extérieur de
Clipping la zone de visualisation du Spatial Reality
Display.

ST NET-M Indiquer si vous souhaitez limiter la zone de
visualisation aux surfaces avant et supérieure.




4. Détails de chaque fonction

4-1. Camera

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

Cliquez sur le bouton create pour ajouter une caméra a la scene.

Lorsque la case Visible GIZMO est cochée, le guide indiquant la
zone de visualisation du Spatial Reality Display s’ affiche.
Lorsque vous déplacez la caméra, la zone de visualisation se
déplace également en conséguence. Ajustez la zone de
visualisation en fonction des objets.

Camera

GIZMO
(Zone
d’ affichage)

4-2. Viewer

Démarrez et quittez la visionneuse Spatial Reality Display pour
afficher le contenu dans le Spatial Reality Display.

Comment commencer

Cliquez sur le bouton load scene pour démarrer la visionneuse
Spatial Reality Display et charger la scéne 3ds Max.

Si la visionneuse Spatial Reality Display est déja en cours

d’ exécution, la scéne est chargée a nouveau.

Comment quitter

Cliquez sur le bouton shutdown pour quitter la visionneuse
Spatial Reality Display.

Remarques

* Lorsau’ elle est démarrée pour la premiére fois, la visionneuse
Spatial Reality Display n’ effectue pas le rendu de |'image a moins
qgue la caméra Spatial Reality Display ne suive avec précision la
position des yeux de |’ opérateur. Si aucune image n’ est rendue,
effectuez une opération Transform dans 3ds Max en faisant face au
Spatial Reality Display.

* L’ arriere-plan de Spatial Reality Display est une couleur grise
uniforme qui couvre tout |’ écran.

* Certaines données peuvent ne pas étre en mesure de rendre
correctement les scénes dans ' affichage 3D.

* Selon les données, le transfert des scénes pourrait prendre un
certain temps.

* La texture et le matériau peuvent sembler différents sur 'écran du
PC et sur 'écran de réalité spatiale.

* Il n’ est pas recommandé de charger des modéles comportant plus
de 1 millions de polygones. L’ avertissement suivant apparait lors du
chargement.

El Waming x

The mesh is currently too dense and may take a long time to display.




4-3. Animation

L’ animation définie pour une scene peut étre affichée dans le
Spatial Reality Display.

Lorsque vous cliquez sur le bouton start, la commande de
démarrage de ' animation est envoyée a la visionneuse Spatial
Reality Display. L’ animation démarre dans la visionneuse Spatial
Reality Display et la lecture est effectuée en fonction de la
cadence d’ images.

Cliquez sur le bouton stop pour arréter |’ animation en cours de
lecture.

Cliguez sur le bouton set frame pour appliquer |’ état actuel
(position du cadre) d’ 3ds Max au Spatial Reality Display.

Remarques

* Si vous cochez la case Animation frame dans Sync Settings,

|’ opération donnera le méme résultat que ' opération set frame
chaque fois que le parametre Current frame est modifié dans 3ds
Max.

4-4. Sync Settings

Ces parameéetres sont utilisés pour synchroniser diverses
opérations d’ 3ds Max avec le Spatial Reality Display.

Lorsque vous cochez la case Transform, les opérations Transform
(rotation, mise a |’ échelle et déplacement) effectuées dans 3ds
Max sont appliquées en temps réel au Spatial Reality Display.

Lorsque vous cochez la case Animation frame, le fonctionnement
du curseur d’ animation dans 3ds Max est synchronisé avec le
Spatial Reality Display.

Remarques

* Lorsque la scéne est rechargée, la position de |’ affichage peut
étre décalée dans le Spatial Reality Display. Cependant, la scéne est
affichée dans la position adéquate lorsqu’ une opération de caméra
est effectuée et que les informations Transform sont appliquées au
Spatial Reality Display. Ce comportement peut se produire si le suivi
de Spatial Reality Display est perdu pendant |’ édition.




4-5. Spatial Clipping

Vous pouvez découper des objets 3D de facon a ce que les
parties qui dépassent au-dela des surfaces avant et supérieure
de la zone de visualisation du Spatial Reality Display ne soient
pas affichées.

Vous pouvez sélectionner No Clip, Clip(100%) ou Clip(150%)
pour la zone de visualisation.

Vous pouvez cocher les cases Front et Top pour activer le
découpage sur chaque surface.

Top

— Clip(150%)

Front
Clip(100%)

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. Explication des fonctions du visionneur Spatial
Reality Display

5-1. Fonctionnement de base de |’ affichage 3DCG

Vous pouvez modifier la position, |’ angle, etc. du modeéle affiché
conformément au guide d’ utilisation.

Il est possible d’ utiliser le clavier, la manette de jeu, DUALSHOCK
®4 et DualSense™.

Le guide d’ utilisation de |’ appareil connecté s’ affiche bas du
visionneur Spatial Reality Display.Voici un guide d’ utilisation du
clavier.

m a B @ G Move o n B B m a Rotate m m Zoom Up/Down m Menu B Reset

Voici un guide d’ utilisation de la manette de jeu.

@ m Move @ Rotate : Zoom Up/Down

Voici un guide d’ utilisation de DUALSHOCK®4 et de DualSense™.
@ G vove @ GB Rotate : Zoom Up/Down




Voici une explication détaillée de |’ utilisation du clavier.

Voici les instructions d’ utilisation de la manette de jeu

Nom de Sous-catégorie Utilisation Nom de ' action |Sous-catégorie Utilisation
|” action correspondante correspondante

Déplacer vers |’ arriére ou |’ avant

W ou sur S
A ou sur D
E ou sur Q

Rotate Rotation vers ' arriere ou |’ avant Appuyez sur
(rotation sur |’ axe X) K ou sur I
Rotation vers la gauche ou la droite FAeJelsN/=r410[G
(rotation sur |’ axe Y) JousurlL
Rotation vers la gauche ou la droite FAeJeIsN/=Y4X0[g
(rotation sur |’ axe Z) U ou sur O

Zoom Agrandir, réduire Appuyez sur
N ou sur V
Menu Passer de afficher a masquer Appuyez sur la
barre
d’ espacement

Reset Réinitialiser Déplacer, Rotation et Appuyez sur R
Z00m

Remarques

* La fonction passer de la taille originale a |’ affichage normal n’ est
disponible que lorsque |’ option charger RealScale est sélectionnée.

Move

Rotate

Zoom

Menu

Reset

Appuyez sur RB
ou sur LB

Déplacer vers la gauche ou la droite ReIIIS=yA BNl
vers la gauche
ou la droite

Déplacer vers le haut ou le bas Poussez L-stick
vers le haut ou
le bas

Rotation vers |’ arriere ou |’ avant Poussez R-stick

(rotation sur |’ axe X) vers le haut ou
le bas

rotation sur |’axe Y ou sur LT
Rotation vers la gauche ou la droite eIV ISy SIS alel%
vers la gauche
ou la droite
Appuyez sur le
bouton de
navigation vers

le haut ou le
bas

Passer de afficher a masquer Appuyez sur
START

Réinitialiser Déplacer, Rotation et Appuyez sur R3
Z00om

(rotation sur |’ axe Z)

Agrandir, réduire



Voici un guide d’ utilisation de DUALSHOCK®4 et DualSense™

Nom de |’ action Sous-catégorie Utilisation
correspondante

Remarques

* Lorsque vous utilisez le clavier, assurez-vous que la fenétre Spatial
Reality Display est active.

* Lorsque vous utilisez la manette de jeu, DUALSHOCK®4, ou DualSense™,
connectez la console au PC ou a Spatial Reality Display via une
connexion filaire.

* La manette de jeu ne prend en charge que la norme Windows Direct

Input.
* DUALSHOCK®4 et DualSense™ ne garantissent pas toutes les fonctions.

Déplacer vers |’ arriére ou Appuyez sur

I"avant R1 ou sur L1
Déplacer vers la gauche ou la Poussez le stick
droite gauche vers la
gauche ou la
droite

BT EIIA SIS CHaE VIl VRSN -1 Poussez le stick
gauche vers le
haut ou le bas

Rotate Rotation vers |’ arriere ou |’ avant JelISYYA R el

(rotation sur |’ axe X) droit vers le

haut ou le bas

Rotation vers la gauche ou la sur R2 ou sur L2
droite (rotation sur l’axe Y)

Rotation vers la gauche ou la Poussez le stick
droite (rotation sur |’axe Z) droit vers la
gauche ou la
droiteAppuyez
Agrandir, réduire Appuyez sur le
bouton de
navigation vers
le haut ou le
bas

START
et Zoom




6. Autres

6-1. Informations de version

La version du plugin est v1.0.0.

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 |’ application

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

6-3. Marques de commerce

* Autodesk, le logo Autodesk, 3ds Max sont des marques
déposées ou des marqgues 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 sont des marques 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 Décembre 2023 (version manuelle 1.0)




SONY

/.

ZS| BN B e i (3ds)

version 1.0.0

EikEREAE
Operating Instructions EN

Mode d’ emploi R

EJZEIEER I CS

20235F12H %% (FA11.05R)



1
1
1
1

2. IRELE

2-1. RELE
2-2. 3ds Maxfiigs

3. BEAREEMIpATERE

3-1. 3
3-2. FE=HIETR

4. FIREFREA

4-1. Camera

4-2. Viewer

4-3. Animation

4-4. Sync Settings
4-5. Spatial Clipping

-1 AR AL BRI

-2. fTEPCEE

-3. ] FYSpatial Reality Display
-4. o] FARY3ds Max

(4 (3ds)

5. Spatial Reality DisplayZ&&28ThAEAR
5-1. 3SDCGERHIEAIRE

6. Efit
6-1. ISR
6-2. NEHFHEFHER
6-3. Bt




i}

1. By

1-1. tARF M EE =R GG (3ds) 1-3. "] FRYSpatial Reality Display
B B R E S (3ds) B F7ESpatial Reality Display E&7xi&Ei¥3ds Max AR EBLA T Spatial Reality Displayi#{T&7x.
HIVERIFREEY, :
AIE(HHAES patial Reality Display_E#HT425IB0FEF B ORIINAL. | - ELESRY
1-2. FFEPCEE  1-4. WFARY3ds Max
HEFEATIAR AIEEFZ3FLA T 3ds Max,
i5- 1 - 2024 - 2023
i5-6 core or faster oo

PassMark - G3D Mark score
18,000 or higher
(GeForce RTX2070 SUPER equivalent)

Memory 16GB or larger
Storage SSD
OS Windows10(64bit) / Windows11

| CPU
GPU

| Memory |

| Storage

_____0S




BEFRLEE T aTERY3ds MaxfPCIAE TH14T7SRDforPreview3ds-X.X.X.msi,
(XX XEBoBURTFLEEAUEFIRA, )

ISEAEERIKPERITRE
L\bﬁ-zf-%lz HREFSER "REHERTFIMY | BSYRE. REEEEMYRTIER FF

2-2. 3ds Maxfhg &

ISR P RS A G IIEEI3ds Max

e 1 [B573ds Max,

MBI~ , ARBE "BEX’ — "HHEE

£ 2
£%... — "srdviewerplugin.diu” ,
BE YCEHOELE — "I

QD%IE%EJZ)\ "SR DisplayViewer” 1&i7102I3ds MaxsLFfERRSIZRA.
= E stance WS REHiEES

s F FREE
) : : 0 4 HEREMF > il
FEAE... 2o . Task] T -

FEAE. ..
E T BE e
B .. ot . coded) e
#Bzh UI TR (R ; : SR £z

Ul #WE K Pl g
BIFETE

_.t:l riewerplugzin. dlu

it fud
T MA bR Autodesl o program fileshautodesk\3ds max 2024%stdpl
EERE . L EHih may G e hprogram fileshautodeski3ds max 2024%plug
- capholes putodeslk 1.0.0 o program fileshautodesk'3ds max 2024%appli
GRS . fdvanced Modeling Tools fo... Autodesk 1.2.0.1 o \programdataautodesk’applicationpluginst:
o Substance in 3ds Max Adobe Z.4.10 o hprogramdatatantodesklapplicati onplugins’:
£ Hikln (B)... BooleanObject Autodeslk 1.0.0 cihprogram fileshautodeski3ds max 2024%appls

ARG, BEER NEGETEG. | RIS R iR
"SRDViewerPlugin.diu” ,




3. BXEEIRFIHRIE

N ERAE—A

3-1.328
~ , . TERAM  |ThAEg#L |ThAEMeRR
f£3ds MaxpItr&i%s® "SR DisplayViewer” SCFH, BIalTHHREAEHRISEIE Camera J-H‘E?I‘ILSU%NJ“ Tz

V|5|ble eIvd\V[el 5| S ZE~Spatial Reallty Display_ ERERSEE,

‘ EEhEE2S, fESpatial Reality Display_t Z~Xa1
| e

*TEES.
Animation IR FIRIARPIZE T 50E, B REIE

{2 LR A RIZNIERL

. set frame YEI3ds Maxiz=rIYainmngiE AN Spatial
3-2 1=l EtR ‘ _ Reality DisplayHI &g,

M Sync 1%3ds Max®TransformiZ{EsCht REEISpatial
FIEI = b ER R EA SR T Settings Reality Display_L,

* SR Display Viewer

SCAY B 3ds MaxHIRt EE3as e

j frame

M Spatial fR#HIERSpatial Reality Display B EREE
Clipping HIRTR

FEEER AR T EENRIIE,

Sync Settings
¥ Transform

Animation frame

Spadal Clipping

Settings :
@ No Clip
Clip { 100% )
Clip { 150% )
Clip Plane ;

¥ Front




4. FIEEFHIRE

4-1. Camera 4-2. Viewer

A INfaESpatial Reality Display B & HIHEH. [EEE % FIT7ESpatial Reality Display_E Z7~HISpatial Reality DisplayE&EE,
{FFcreatetZtHIEIA = AR INAEL. BE5E

HVisible GIZMORIEEEHIEPHT, 5|15 E~Spatial Reality Display FRIE 7= | {£Mload sceneiziHiExNSpatial Reality DisplayZ&&g8, N&E3ds Maxfiizn=.,

X, ‘ ESpatial Reality DisplayE B EBEBMIVRE T, BERINEZS.
oA BRI tEiE e ), BIRIENSRIEE R, 1
KAAE

LN {#EshutdownifHXFSpatial Reality Display&r&zE,

AREIR

GIIZENLO o * WRI2ENAET, Spatial Reality DisplayE& 28 R 7ESpatial Reality Displayf9fE#H11E
(BX1EL) HEREIR(E A RIRIBAI BN ABSHTAS), MRTEAS), BIEEmSpatial Reality

| DisplayARZS 2E(E3ds MaxAdTransform,

‘ * Spatial Reality DisplayBEINNES S AXBEELREER.
* RN e AE 3D ERFIFfa R IZ S,
* IRIEEURERIARE, EAMEXTeEE—EaIRTiE.
* SO RIEPCR~esf1Spatial Reality Display_EAJaEERFEFIAME.
* NERINFAEIERT 10051021872, BERUTESEO.

El Waming >

The mesh is currently too dense and may take a long time to display.




4-3. Animation

Spatial Reality Displayal AR AE iR ENENHE.

{#FstartigsHESpatial Reality DisplayE &8 KIEFEFIEIES. fESpatial
Reality Display&&=sPHiaaIE, RIBMSRENIE.

BRI IR FstopikHAl{Z L=,

{Efset frameizfHaiE3ds MaxHIZHBPIAS (&) KBREISpatial Reality
Display,

b I=E A0

* Ai%ESync SettingsHfAJAnimation frame £i%iE, 51E3ds MaxF4$t33Current
framefYZX{LBERTH Tset framefiR/EER.

4-4. Sync Settings

{#53ds MaxiU&FifESSpatial Reality DisplayE# iR E.

AR TransformEBEE, 3ds MaxehfiTransformi@{E(hEss, A, TEah)K
SCAY R iZlSpatial Reality DisplayH,

AR AEAnimation frameEi%iE, 3ds Max ERIEIELEHIRIEIREIE SSpatial
Reality DisplayAJiRESRELE.

TSI

* EEE\IZ SRS, Spatial Reality Display FHR R UBITaESmE, BRERTHEN
BEZ S Transform{S B IZlSpatial Reality Displaysh, BIElA#IRIERME, XA]
RERYmiBid e+ Spatial Reality DisplayfUIRER R (REEFF SRS,




4-5. Spatial Clipping
SOtIFASEIESpatial Reality Display B/~X1sAIRITS B LT HEHAY3DRIR.
ERXERTMNoClip/Clip(100%)/Clip(150%) FisE—1~

AliEId aifkFront/Top SIS iESRIERETI@E.

Top

— Clip(150%)

Front

Clip(100%)

THEXFRAPEENEESEIR, 535WFHE.
* INERIGITSRBECEESpatial Reality DisplayfIZB BB 29, mIaeeFERF BEIAETIR

BOERIEARTN, BEAL, BHRRYSAELSpatial Reality DisplayfI 27558
Bl EEERAIIREH TR .




5. Spatial Reality Display&&23IhatisibA
LU @i ReiR(E A E

5-1. 3SDCGETHEREIE BEREL | FER [ XONAERE
| | D D . n _\_Il_ 9_ e
- 3 Move IR, [FIRIES ) H2RB,LB

[A7. RAHE) A7, EARFL-stick

e UMER%EEE . % FER. DUALSHOCK®4. DualSense™i2{E,

Spatial Reality DisplayE&=shI/KEMNG B EERIRBHIR(FIER. % % AL, B ™MEERtL-stick
LI 2 REERR(FERE. ; Rotate e, FRIhedE (Xihes) [A_E. B MEFR-stick

A%, MahesE (Yiahest) ZRT,LT

mﬂamaﬂ Move nonmm Rotate m Zoom Up/Down

[, [Aahes (Zihess) A7, EAHFR-stick
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DM@y QEB@rowe i YR/ PR ¥START
L K EDUALSHOCK®4. DualSense™AiE S, ; HR-stickizi
LA TEDUALSHOCK®4, DualSense™gUig{ES %
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Move BIENEEE S 7W, S
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% . T% %E,Q AE BBk - -
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Ei Egﬂ? EYEE’EE%; %U,0 | K, 781N AL, BT
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NOTICES AND LICENSES FOR SOFTWARE USED IN THIS PRODUCT

google/flatbuffers

Apache License
Version 2.0, January 2004
http://www.apache.org/licenses/

TERMS AND CONDITIONS FOR USE, REPRODUCTION, AND DISTRIBUTION

1. Definitions.

"License” shall mean the terms and conditions for use, reproduction,
and distribution as defined by Sections 1 through 9 of this document.

"Licensor"” shall mean the copyright owner or entity authorized by
the copyright owner that is granting the License.

"Legal Entity" shall mean the union of the acting entity and all
other entities that control, are controlled by, or are under common
control with that entity. For the purposes of this definition,
“control" means (i) the power, direct or indirect, to cause the
direction or management of such entity, whether by contract or
otherwise, or (ii) ownership of fifty percent (50%) or more of the
outstanding shares, or (iii) beneficial ownership of such entity.

"You" (or "Your") shall mean an individual or Legal Entity
exercising permissions granted by this License.

"Source” form shall mean the preferred form for making modifications,
including but not limited to software source code, documentation
source, and configuration files.

"Object” form shall mean any form resulting from mechanical
transformation or translation of a Source form, including but
not limited to compiled object code, generated documentation,
and conversions to other media types.

"Work" shall mean the work of authorship, whether in Source or
Object form, made available under the License, as indicated by a
copyright notice that is included in or attached to the work

(an example is provided in the Appendix below).

"Derivative Works" shall mean any work, whether in Source or Object
form, that is based on (or derived from) the Work and for which the
editorial revisions, annotations, elaborations, or other modifications

represent, as a whole, an original work of authorship. For the purposes

of this License, Derivative Works shall not include works that remain
separable from, or merely link (or bind by name) to the interfaces of,
the Work and Derivative Works thereof.

"Contribution" shall mean any work of authorship, including

the original version of the Work and any modifications or additions

to that Work or Derivative Works thereof, that is intentionally
submitted to Licensor for inclusion in the Work by the copyright owner
or by an individual or Legal Entity authorized to submit on behalf of
the copyright owner. For the purposes of this definition, "submitted"
means any form of electronic, verbal, or written communication sent
to the Licensor or its representatives, including but not limited to
communication on electronic mailing lists, source code control systems,
and issue tracking systems that are managed by, or on behalf of, the
Licensor for the purpose of discussing and improving the Work, but
excluding communication that is conspicuously marked or otherwise
designated in writing by the copyright owner as "Not a Contribution."”

"Contributor" shall mean Licensor and any individual or Legal Entity
on behalf of whom a Contribution has been received by Licensor and
subsequently incorporated within the Work.

2. Grant of Copyright License. Subject to the terms and conditions of
this License, each Contributor hereby grants to You a perpetual,
worldwide, non-exclusive, no-charge, royalty-free, irrevocable
copyright license to reproduce, prepare Derivative Works of,
publicly display, publicly perform, sublicense, and distribute the
Work and such Derivative Works in Source or Object form.

3. Grant of Patent License. Subject to the terms and conditions of
this License, each Contributor hereby grants to You a perpetual,
worldwide, non-exclusive, no-charge, royalty-free, irrevocable
(except as stated in this section) patent license to make, have made,
use, offer to sell, sell, import, and otherwise transfer the Work,
where such license applies only to those patent claims licensable
by such Contributor that are necessarily infringed by their
Contribution(s) alone or by combination of their Contribution(s)
with the Work to which such Contribution(s) was submitted. If You
institute patent litigation against any entity (including a
cross-claim or counterclaim in a lawsuit) alleging that the Work
or a Contribution incorporated within the Work constitutes direct
or contributory patent infringement, then any patent licenses
granted to You under this License for that Work shall terminate
as of the date such litigation is filed.

4. Redistribution. You may reproduce and distribute copies of the
Work or Derivative Works thereof in any medium, with or without
modifications, and in Source or Object form, provided that You



meet the following conditions: except as required for reasonable and customary use in describing the
origin of the Work and reproducing the content of the NOTICE file.
(a) You must give any other recipients of the Work or
Derivative Works a copy of this License; and 7. Disclaimer of Warranty. Unless required by applicable law or
agreed to in writing, Licensor provides the Work (and each
Contributor provides its Contributions) on an "AS IS" BASIS,
WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or
implied, including, without limitation, any warranties or conditions
of TITLE, NON-INFRINGEMENT, MERCHANTABILITY, or FITNESS FOR A
PARTICULAR PURPOSE. You are solely responsible for determining the
appropriateness of using or redistributing the Work and assume any

risks associated with Your exercise of permissions under this License.

(b) You must cause any modified files to carry prominent notices
stating that You changed the files; and

(c) You must retain, in the Source form of any Derivative Works
that You distribute, all copyright, patent, trademark, and
attribution notices from the Source form of the Work,
excluding those notices that do not pertain to any part of

the Derivative Works; and

(d) If the Work includes a "NOTICE" text file as part of its
distribution, then any Derivative Works that You distribute must
include a readable copy of the attribution notices contained
within such NOTICE file, excluding those notices that do not
pertain to any part of the Derivative Works, in at least one
of the following places: within a NOTICE text file distributed
as part of the Derivative Works; within the Source form or
documentation, if provided along with the Derivative Works; or,
within a display generated by the Derivative Works, if and
wherever such third-party notices normally appear. The contents
of the NOTICE file are for informational purposes only and
do not modify the License. You may add Your own attribution
notices within Derivative Works that You distribute, alongside
or as an addendum to the NOTICE text from the Work, provided
that such additional attribution notices cannot be construed
as modifying the License.

You may add Your own copyright statement to Your modifications and
may provide additional or different license terms and conditions

for use, reproduction, or distribution of Your modifications, or

for any such Derivative Works as a whole, provided Your use,
reproduction, and distribution of the Work otherwise complies with
the conditions stated in this License.

5. Submission of Contributions. Unless You explicitly state otherwise,
any Contribution intentionally submitted for inclusion in the Work

by You to the Licensor shall be under the terms and conditions of
this License, without any additional terms or conditions.
Notwithstanding the above, nothing herein shall supersede or modify
the terms of any separate license agreement you may have executed
with Licensor regarding such Contributions.

6. Trademarks. This License does not grant permission to use the trade
names, trademarks, service marks, or product names of the Licensor,

8. Limitation of Liability. In no event and under no legal theory,
whether in tort (including negligence), contract, or otherwise,
unless required by applicable law (such as deliberate and grossly
negligent acts) or agreed to in writing, shall any Contributor be
liable to You for damages, including any direct, indirect, special,
incidental, or consequential damages of any character arising as a
result of this License or out of the use or inability to use the
Work (including but not limited to damages for loss of goodwill,
work stoppage, computer failure or malfunction, or any and all
other commercial damages or losses), even if such Contributor
has been advised of the possibility of such damages.

9. Accepting Warranty or Additional Liability. While redistributing
the Work or Derivative Works thereof, You may choose to offer,
and charge a fee for, acceptance of support, warranty, indemnity,
or other liability obligations and/or rights consistent with this
License. However, in accepting such obligations, You may act only
on Your own behalf and on Your sole responsibility, not on behalf
of any other Contributor, and only if You agree to indemnify,
defend, and hold each Contributor harmless for any liability
incurred by, or claims asserted against, such Contributor by reason
of your accepting any such warranty or additional liability.

END OF TERMS AND CONDITIONS
APPENDIX: How to apply the Apache License to your work.

To apply the Apache License to your work, attach the following
boilerplate notice, with the fields enclosed by brackets "[]"
replaced with your own identifying information. (Don't include
the brackets!) The text should be enclosed in the appropriate
comment syntax for the file format. We also recommend that a
file or class name and description of purpose be included on the
same "printed page" as the copyright notice for easier
identification within third-party archives.



Copyright [yyyy] [name of copyright owner]

Licensed under the Apache License, Version 2.0 (the "License");
you may not use this file except in compliance with the License.
You may obtain a copy of the License at

http://www.apache.org/licenses/LICENSE-2.0

Unless required by applicable law or agreed to in writing, software

distributed under the License is distributed on an "AS I1S" BASIS,

WITHOUT WARRANTIES OR CONDITIONS OF ANY KIND, either express or implied.
See the License for the specific language governing permissions and

limitations under the License.

g-truc/glm

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.

googletest

Copyright 2008, Google Inc.
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.

* Neither the name of Google Inc. nor the names of its
contributors 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.



ocornut/imgui
The MIT License (MIT)
Copyright (c) 2014-2021 Omar Cornut

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.

CedricGuillemet/imGuizmo
The MIT License (MIT)
Copyright (c) 2016 Cedric Guillemet

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.

nlohmann/json
MIT License
Copyright (c) 2013-2021 Niels Lohmann

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.

nanomsg/nng
The MIT License

Copyright 2021 Staysail Systems, Inc. <info@staysail.tech>
Copyright 2018 Capitar IT Group BV <info@capitar.com>

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.

gabime/spdlog
The MIT License (MIT)
Copyright (c) 2016 Gabi Melman.

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.

-- NOTE: Third party dependency used by this software --
This software depends on the fmt lib (MIT License),
and users must comply to its license: https://github.com/fmtlib/fmt/blob/master/LICENSE.rst

nothings/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
S0, 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.

tinyobjloader
The MIT License (MIT)
Copyright (c) 2012-2016 Syoyo Fujita and many contributors.

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.



FBX SDK

This software contains Autodesk® FBX® code developed by Autodesk, Inc. Copyright 2019 Autodesk, Inc. All
rights, reserved. Such code is provided “as is” and Autodesk, Inc. disclaims any and all warranties, whether
express or implied, including without limitation the implied warranties of merchantability, fithess for a particular
purpose or non-infringement of third party rights. In no event shall Autodesk, Inc. 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
such code.

signalll/hidapi

Copyright (c) 2010, Alan Ott, Signal 11 Software
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.

* Neither the name of Signal 11 Software nor the names of its
contributors 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 HOLDER 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.

cwzx/nngpp
The MIT License
Copyright 2018 Chris Welshman

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.
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