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IN THIS TRAINING | WILL SHOW YOU HOW TO
REDUCE THE SIZE OF A SCANNED 3D MODEL
WITHOUT LOSING THE QUALITY

OF THE VISUALIZATION.

WE WILL PREPARE THE FILE SO THAT AS IT
GETS DISTANT, IT WILL BE LIGHTER
FOR THE PROCESSOR.

| WILL SHOW THIS WITH AN EXAMPLE
OF EXPORTING FROM BLENDER TO UNITY.
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FOR EDUCATIONAL PURPOSES WE CAN DOWNLOAD THE
FILEFROM THE INTERNET OR MAKE OUR OWN 3D SCAN
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STL FILE IS INTENDED FOR 3D PRINTING SO
WE NEED TO REDUCE IT SO THAT IT CAN BE
USED FOR PRESENTATION IN 3D GLASSES
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PRESS CTRL+A AND SELECT
ALL TRANSFORMATION
TO RESTART ALL TRANSFORMATIONS

R @ 300
¥ Transform

Location:

Rotation:
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SCALE WILL BE SET TO 1
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BLENDER AND UNITY PROGRAMS
HAVE THE Y AND Z AXES SET
DIFFERENTLY, SO WE NEED TO DO
A CERTAIN PROCEDURE SO THAT
THE MODEL IS CORRECTLY
INTERPRETED WHEN IMPORTING

TO UNITY.
BLENDER UNITY

3D SCAN - FROM BLENDER TO UNITY




POWER OF AR AND VR

ENTER EDIT MODE WITH
THE TAB KEY

H-@® @

ransform

Weight
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ROTATE AROUND THE X AXIS
BY 90 DEGREES

Global

Weight 0.00

Weight

3D SCAN - FROM BLENDER TO UNITY




POWER OF AR AND VR

the European Union

[z Global v v @) ] Options
v @ @ 2090

¥ Transform

Item

Location
X
Y
7

Tool

View

Rotation.
X
Y
Z

Grease Pencil

XYZ Euler
Scale:
X

z

Dimensions:

3D SCAN - FROM BLENDER TO UNITY




POWER OF AR AND VR

the European Union

¥ Transform

Location
X
f
Z

Rotation:
X
Y
Z

XYZ Euler

Dimensions

3D SCAN - FROM BLENDER TO UNITY




e
L el
B F OWER OF AR AND VR e VRS
o = 5
Co-funded by i R, - -
the European Union T &

IN EDIT MODE PLACE ORIGIN
AT THE BOTTOM OF THE SCAN
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CHECK ORIGIN
IN OTHER AXES
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AFTER IMPORTING TO UNITY
THE MODEL IS CORRECTLY SET

£l Asset Store

= Hierarchy | W=l # Scene |[IEIGEE
Create -| (G-AT | Shaded - [20 || % (<) | & |-
< pleScene* =
~ | Main Camera

%5 SKAN_3

| Directional Light

| Plane

B Project | []Console
greafer‘
L Assets > LOD

SKAN_2 SKAN_3
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» [V skan 1.001
Lt » ¥V skan 1.002
X
Y
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¥ Transform
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Rotation:
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* Delta Transform
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ENABLE AND SELECT
SECOND MODEL VISIBILITY

XYZ Euler

1.000
1.000
1.000

R
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SEE HOW MANY WALLS THE MODEL HAS
FACES: 382776

THIS MODEL
IS NOT SUITABLE
FOR THE GAME

N_1

¥ Transform

XYZ Euler

@ start 1
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ADD DECIMATE MODIFIER

v | Collection

» |V skan 1.002

0
W, SKAN 1.002

Add Modifier

forT Ph
Data Transfer Array AS Armature T_’f Cloth

Mesh Cache Bevel 5 DEJ Collision

Mesh Sequence Cache Boolean Curve 6) Dynamic Paint

Normal Edit Build Z Displace o0 Explode

Weighted Normal Decimate Hook & Fluid

UV Project Edge Sp'* ek s e

UV Warp Mask ¢ n/effect to the active object

“"' Vertex Weight Edit Mirror R

'.T' Vertex Weight Mix Multiresolutic Q Soft Body
=} Vertex Weight Proximity Remesh

Screw

Skin

Solidify

Subdivision Surface [ s

Triangulate ~7 Warp

DEHO0ULUNESeONRED 2

Volume to Mesh : Wave

Weld

@

Wireframe
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SET RATIO TO 0.5

- =
W Scene Collection
—
v

B Collection

» (¥ skaN _1.002

(@)
/_}

W, SKAN_1.002
Add Modifier

v /] Decimate
Collapse Un-Subdivide Planar
Ratio 0:5000
Symmetry
Triangulate

Vertex Group &2

Face Count: 191388
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SEE HOW MANY WALLS THE MODEL HAS NOW
FACES: 191388

. 096 -

» (W skan 1.002

W, SKAN 1.002

Add Modifier

End 250
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Shade Smooth

Shade Flat

<&t Origin nterpolated Vertex Normals.
Copy Objects

Paste Objects

Duplicate Objects
Duplicate Linked

Renarr ctive Obj

Mirror

Snap

Parent

Move to Collection

Insert

Delete
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THIRD MODEL
FACES: 95694

» (W) skan_1.003

@ start 1 End 250
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FOURTH MODEL
FACES: 38276

> (W) skan 1.004

SKAN_1.004

Add Modifier

@ start 1 End 250
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CHANGE NAMES AS PATTERN

KAN LOD3
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SELECT ALL
AND EXPORT CORRECTLY TO FBX
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Operator Presets » [V skan LOD3
11.4 MiB
11.3 MiB Path Mode  Auto

21.1 MiB Batch Mode  Off
¥ Include
Limitto W Selected Objects
Active Collection

Object Types = Empty
Camera
Lamp
Armature
Mesh
Other

+f M, SKAN_LOD3
Custom Properties LR oy . : N Modifier
¥ Transform
Scale
Apply Scalings FBX All
Forward Z Forward
Up YUp
« Apply Unit

Apply Transform

Export FBX Cancel
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TRANSFER TO UNITY AND
MAKE A PREFAB

¥ € SampleScene* =
_Main Camera
¥ hi SKAN_S

) SKAN_LODO
) SKAN_LOD1
JSKAN_LOD2
JSKAN_LOD3

. Directional Light

. Plane

{ Create Prefab

Would you like to create a new original Prefab or a
variant of this Prefab?

Cancel

@ Project | [l Console
| Create ’

| Assets > LOD

New Materi... SKAN_2 SKAN_3 SKAN_4

v G Assets

Qranac
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DOUBLE CLICKON THE PREFAB
YOU HAVE CREATED

Assets >

‘ Mew Materi... SKAN_2 SKAN_3 SKAN_4 SKAN_S
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YOU WILL SEE
THE GRAPHICS SETTINGS DEPENDING ON
THE DISTANCE FROM THE CAMERA

the European Union

Q Unity 2018.4.14f1 Personal - SampleScene.unity - LOD - PC, Mac & Linux Standalone* <DX11> - [m] X
File Edit Assets GameObject Component Window Help
o (21 (&3 | [earivot [ @Local | [ @collab + | [ & | [Account - | [Layers - | [Layout - |
@-=| #Scene | € Game {3 Asset Store @ Inspector | Services =
|| Shaded -/ |20 <) | .- Gizmos 7| (arAll - i ¥ [SKAN_S [ Static ¥
- i SKAN_S ‘QScenes | %4 SKAN_S Mautosave | Y5 e +| Layer | Default |
v = | ¥ .. Transform @ 3 %
zxz—tgg: Position X[713.4871 | Y -562.6163 Z|353.8005
SKAN_LODZ Rotation X0 Y0 zZo
SKAN_LOD3 Scale X1 Y1 z1
| v # ¥ LOD Group @ = %
Fade Mode | None |
©D2LOD 3 | culled
1
A Active LOD bias is 1,5. Dis re adjusted accordingly.
culate Lightmap Scale
@1 Project | [] Console
Create ~
¥ | [Favorites Assets LOD
All Materials
(All Models = %
\All Prefabs k > &
¥ Gl Assets
= 0D New Materi..  SKAN_2 SKAN_3 SKAN_4 SKAN_S SKAN_S
& Scenes
» & Packages
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WE CAN CHANGE THE DISTANCE

> |1l | M | & collab -~ | @ | Account ~ | |Layers - ||Layout - |
© Inspector | Services =
i y Al - — ¥
| Gizmes ~| farA = =4 ¥ SKAN_S | | Static ¥
M e Tag | Untagged ¢! Layer | Default 4]
¥ .~ Transform @ = %
Position X 713.4871 Y |-562.6163  Z 353.8005
Rotation X0 Y0 Z 0
Scale X1 Y1 Z1
¥ @/ ¥ LOD Group @ = %=
Fade Mode [ None 3]

‘ A Active LOD bias is 1,5, Distances a

Renderers:

| Recalculate Bounds || Recale

[ Add Component
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CULLED WILL COMPLETELY
TURN OFF THE VISIBILITY
OF THE MODEL

scaie RTL L L
v o/ ¥ LOD Group @ = 3
Fade Mode | Mone s |

LOD 1
62%

 §
\ Recalculate Bounds LightMap Scale

l Add Compo
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THANK YOU FOR
YOUR ATTENTION
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