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1. Check-in / Check-out
Workflow
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“I want LODO only”
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“I want all material”
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“I want rock material only”
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2. (Hypothetical) artist
workflow



‘| am a geometry artist”



1. 1 go in and model my geometry

EXPLORER

v OPEN EDITORS

X geometry LODO.usda...

v ASSETS
v campfire
v contrib
> .thumbs
v geometry
> bbox
v LODO
geometry_LODO.usda
> lod1
> lod2
geometry.usda
> materia
> tag
¥ ._readme.md
campfire.usda

> yugiohClockArc
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at /{ASSET_NAME}/contrib/geometry/{VARIANT}/geometry {VARIANT}.usda

geometry_LODO.usda

defaultPrim = "/campfire/Geometry"

def "campfire"

{

def "Geometry"

{

)
{

kind = "component"

<- | have a “path-friendly” hierarchy within the layer (allows for

<- | set my default prim to the prim that

contains what we want to be referenced in

correct path resolution when everything is flattened)
def Xform "campfire_LOD@" (

def Mesh "rocks" (

inherits = </campfire/Materials/MaterialClasses/class_Rocks>

uniform bool doubleSided = 1
float3[] extent = [(-142.30002, -45.553036, -139.19255),

20735)]

int[] faceVertexCounts
4, 4, 4, 4, 4, 4, 4, 4,
4, 4, 4, 4, 4, 4, 4, 4,
4, 4, 4, 4, 4, 4, 4, 4,
4, 4, 4, 4, 4, 4, 4, 4,
4, 4, 4, 4, 4, 4, 4, 4,

T Y N R T Y

S A A DA DDA DD

S R O O I N

= (It iy L E g E s b g E s e g o Pl T 2

S T N N

> B BB DDA DAEDDLHEDS

4,

IS

e R S R A

4,

£

I e T T N N S

4,

S

S T N S

4, 4, 4, 4,

4'

S A A A D DDA

41

S A A DA D DDA

4!

e S N N N N )

4,

H

S A A DS DDDDD

4,

£

SR S S N S N S S

(142.25562, 48.10874, 139.

4,

H

I T T T e e

4, 4, 4, 4, 4,

4,

e S I Y S

4'

S A A B D DDA

4,

> A A DA DDA

4’

S A DA D DDA

4!

> A D DA DDDAPDDPN

4,

H

S A DA DS DD DDD

4, 4, 4,

4,

S S N

4’

R i i



2. | pre-assign parts of my geometry to material categories

EXPLORER geometry.usda X
v OPEN EDITORS campfire > contrib > geometry > geometry.usda
X geometry.usda campf... [ {
v ASSETS ODE L& o {
. 15 variantSet "varset_Geometry" = {
v campfire 36 }
v contrib 37 it
> .thumbs 38
v geometry 39 def "Materials"
40 {
> bbox
41 def "MaterialClasses"
v LODO 42 {
geometry_LODO.usda 43 class "class_Default" (
> LOD1 44 prepend apiSchemas = ["MaterialBindingAPI"]
> LOD2 < )
46 {
geometry.usda 47 }
> material 48 class "class_Rocks" (

> tag 49
¥ ._readme.md
campfire.usda

> yugiohClockArc

prepend apiSchemas = ["MaterialBindingAPI"]

}
class "class_Logs" (

prepend apiSchemas = ["MaterialBindingAPI"]
)

| create a class for each material |

~want within this (pre-made) block.
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SSETS
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> .thumbs
v geometry
> bbox
v LODO
geometry_LODO.usda
> lod1
> lod2
geometry.usda
> material
> tag
} ._readme.md
campfire.usda

yugiohClockArc

Note: This works because it is within the "geometry.usda’ file
BUT within the “Materials” scope

b. | add

geometry LODO.usda X

campfire > contrib > geometry > LODO > geometry_LODO.usda

il kusda 1.0
(

def "campfire"

{
def "Geometry"
{
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‘inherits” based on what material I:
want to be applied to this geometry.i =«

defaultPrim = "/campfire/Geometry"

def Xform "campfire_LODO" (
kind = "component"

def Mesh "rocks" (
inherits = </campfire/Materials/MaterialClasses/class_Rocks>

uniform bool doubleSided =
float3[] extent = [(-142.30002, -45.553036, -139.19255), (142.255
20735)1

faceVertexCounts = [4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4, 4

’
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3. | add my new geometry variant to the variant set

at /{ASSET_NAME}/contrib/geometry/geometry.usda

EXPLORER geometry.usda X
v OPEN EDITORS campfire > contrib > geometry > geometry.usda
X — geometry.usda campf... 7 A
15 )
v ASSETS 14 {
v campfire 15 variantSet "varset_Geometry" = {
v contrib 16 "bbox" (
S G 17 prepend payload = @./bbox/geometry_bbox.usda@
; 18 ) {
v
geometry 19
> bbox 20 }
v LODO 21 "lod@" (
geometry_LODO.usda 22 prepend payload = @./lod@/geometry_lod@.usda@
> LOD1 2 )1
24
> LOD2 25 }
geometry.usda 26 "lod1" (
> material 27 prepend payload = @./lod1l/geometry_lodl.usda@
> tag 28 ) A
29
¥ ._readme.md 30 }
campfire.usda 31 "lod2" (
> yugiohClockArc 32 prepend payload = @./lod2/geometry_lod2.usda@
33 )
34
35 I
;6 | ' (INSERT NEW VARIANT HERE)
i
> OUTLINE 38
39 def "Materials"
> TIMELINE

40 {




“ am a material artist”



1. | go and see what materials this geometry needs

at /{ASSET_NAME}/contrib/geometry/{VARIANT}/geometry {VARIANT}.usda

VvV UFEN EUIIUKD campiire /2 Conuip 2 geomeiwy /2 geometuy.usaa
X — geometry.usda campf... 7
v ASSETS 38
v campfire 39 def "Materials"
v contrib 40 { ]
S thumbs 41 def "MaterialClasses
42 {
v geometry 43 class "class_Default" (
> bbox 44 prepend apiSchemas = ["MaterialBindingAPI"]
v LODO 45 )
geometry_LODO.usda Z? i
> LOD1 48 class "class_Rocks" (
> LOD2 49 prepend apiSchemas = ["MaterialBindingAPI"] 1. Rocks
geometry.usda 50 )
> material 51 {
> ta o2 }
s 53 class "class_Logs" ( 2 L
¥ ._readme.md 54 prepend apiSchemas = ["MaterialBindingAPI"] - LOgS
campfire.usda 55 )
> yugiohClockArc 56 dl
57 }
58 I
59 }
60 }
61
62

> OUTLINE



2. | create my material

at /{ASSET_NAME}/contrib/materia{VARIANT}/material_{VARIANT}.usda

varset_Default variant

Each material
has variants

mat_Rocks Material
DIFFUSE variant matnet NodeGraph
Each variant is a usdPreviewSurface Shader
"Material® prim ;
with an
underlying
NodeGraph mat_Rocks Material

matnet NodeGraph
PBR variant usdPreviewSurface Shader
stReader Shader

diffuseTexture Shader




3. | bind my material to the previously created class

at /{ASSET_NAME}/contrib/material/material.usda

def Scope "MaterialClasses"

{

over "class_Rocks"

{

prepend rel material:binding = </campfire/Materials/mat_Rocks>



3. Additional Resources



Structure Walkthrough Video in USD View



http://www.youtube.com/watch?v=hNuHniOKjt4

Very flattened overview of structure - PDF Link

#usda 1.0

def Xform "campfire"

{

def Scope "Geometry" ( prepend variantSets =

{

def Xform "campfire_LOD@" ( apiSchemas = ["MaterialBindingAPI"] ) {
rel material:binding = </campfire/Materials/mat_Rocks>

def Scope "Materials" ( prepend variantSets =
{

def Material "mat_Rocks" {}

def Material "mat_Logs" {}

def Scope "MaterialClasses"”
{
class "class_Rocks" ( apiSchemas = ["MaterialBindingAPI"] ) {
rel material:binding = </campfire/Materials/mat_Rocks>
}
class "class_Logs" ( apiSchemas = ["MaterialBindingAPI"] ) {
rel material:binding = </campfire/Materials/mat_Logs>



https://drive.google.com/file/d/10R5WwHna6dnYTA5lkGhs8sdpYFhGWIoR/view?usp=sharing

