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» gallery_paintings2.osgb - Inspector (64-bit)
File | Edit View Create : & & @ # %

5 Open... Ctrl+O  Fga
* Add... <:I
. Open Containing Fold F11

>ave Ll

Save As...

Save Screenshot...

Save Cubemap... *

1 gallery_paintings2.osgb




Kitchen.osgb - Inspector (o4-Dit)
ile Edit View Create {8 #® F % X018 : Y018 | Zjois :|@Global-

¥ Scene » b scene.gltf *| 4 RootNode (gltf orientation matrix) *

kcene Graph M Lighting: @i 'Off
ame Poly... Pol... Te|

@ Scene 100 A0,

«d scene.gltf 999,.. 993

- #RootNode (ghf orientation matrix) 999, 993] _

- [empty] 0 0.0 i

-+ & [empty] 0 0.0 |

P 1 0Q

Copy Name
Expand
Collapse
Add

Replace
Insert Below

Insert Above | Group

Save Selected... #  Transform

Cut ¥  Billboard Transform

Copy #  Switch

Paste Instance LOD
Paste Copy

Delete

Detach

Rename



RegionOfInterest.osgb

SIGHTLAB_STARTING_POINT

Resources\scene_objects
Documents\SightLab2\Util_Files\SightLab_Resources



https://help.worldviz.com/sightlab/worldviz-asset-browser

LIt o o e

Ty

le Fdit View Create e O

@ [empty]
@background

oy chair

« RootNode (gltf orientation matrix)

+ i RootNode (model correction m.,
+ & d018a0a443db483209d22dd.
4 @ RootNode
« & OfficeChair_Modern
4 & OfficeChair_ Modern..
4 OfficeChair Mader...
OfficeChair_Mod.
fempty]

4 SIGHTLAB_START_POINT

& SIGHTLAB_START_POINT_TRANSF,
4 avatarStandin

Material #338
I —

nimations (0)

No Animations

= Animations (0)

PR

Yaws | -42.3760f 2

Pitch: 0.0

b Scene » M SIGHTLAB START POINT /43 SIGHTLAR START POINT TRANSFORM ¢

Roll:| 0.0

Properties

~ & Node
Type  osgzMatrixTranstorm

Name SIGHTLAB START_POINT_TRANSFORM
Masks  |All

~ % Material

No material applied




Textures (6)

Name Dimensi... Size (... For... Co... An...

» ®Real_Car_22_Body_normal -
» = Real_Car_22_Body_baseColor -
» @ Real_Car_22 _Body metallicRough... -

» ®Real_Car_22_Body_emissive ---
» =skylit_garage_cube_specular ---

»=skylit_garage_cube_diffuce 3x128 11,024 RG.| | |
Compress * _ Basis Unwersa] (High Quality)

Basis Universal (High Compression)

4@ Object_7 40,769 4.6

-4 Object_7 40,769 4.6
~ :Object.3 40,769 4.6
;Au;sfsketchfab—data;’processing{6?636890d4b74ﬂdacﬁ?... 70,950 8.0
4@ Object_9 70,950 8.0

«@0Object 9
| L =0bject_4
e /sketchfab-data/processing/6
4 @ Object_11

70,950 8.0

636890d4b74f1dac67... 20,352 2.3
20,352 2.3




‘ Modes ‘

Lighting On Off =

Cull Face On Off‘ =
‘ Attributes ‘
~ Effect

Type ‘Metach/Roughness PBR ‘

&l [EH
B | [ZH
(8L 4 10°
B lloa:
Rl&] o]

| 5]

Clear Coat

Sheen

Transmission
Iridescence

Anisotropy

o oo oo o

Specular Override
~ Color 2

Diffuse \ |

Specular | |

Emission [ |

Ambient |

Alpha




Emission

Select Texture . -
Ambient |

/ < T
Real Car_22 Body baseColor Eininess ;0_0

Real_Car_22_Body_emissive

: ~ Textl
Real_Car_22_Body_metallicRoughness extures
Real_Car_22_Body_normal Unit 0 E>
skylit_garage_cube_diffuse
clulit Aaaranes rithe cnacular Unit 1

Real_Car_22_Body_baseColor
2048 x 2048 (5.33 MB) Unit 2
Unit 3
Unit 4 .
® =
v = Geometry

Display List

VBO

Arrays
Vertex 6723
Normal 6723 per vertex-
uvo 6723 per vertex-




File Edit View Create (& % @ f %] x oy z :| @ alobal-
@ scene & [empty]* § CC2.m001_hipoly_A0_v2.cfg * £ :Mesh\CC2_m0O1_hipoly_body.CMF

Camne e e vighiing: (SRR streo: e

Name Poly... Pol.. Te... De. @ Node

“®Scene 6,740 10.
< [empty] 6,740 10.
«#CC2_m001_hipoly_A0_v2.cfg 6,740 10
Mesh\CC2_m001_hipoly_head.CMF 2975 441 1 LB
“Mesh\CC2_m001_hipoly_body.CMF 3765 559 1 Animations
~Skeleton

Morphs

Name

Animations (1)
WOH WM 1497361 448 /1084

Value

»Material
Name

«#CC2_m001_hipoly_A0_v2.cfg
#0 - [none]
#1- Anim\CC2_mHigh_m_idle_neutr.

Name

2 - Anim\CC2_mHigh - Effect
| [} 3- Anim\CC2_mHigh.m Type

i 4 - Anim\CC2_mHigh_m sit table i S s

#5 - Anim\CC2_mHigh_m_walk_neutr

. Diffuse

i 6 - Anim\CC2_mHigh_m_dancing_n.

7 - Anim\CC2_mHigh_m_gestic_talk Specular
Emission
Ambient
Alpha

Shininess

EACRUER] © Animations (1) ~ Textures

Type  osgCal3D:SubMesh
Name | Mesh\CC2_m001_hipoly_body.CMF

1 - Anim\CC2_mHigh_m_idle_neutral 01_A0.CAF

2 - Anim\CC2_mHigh_m_run_neutral 01_inplace_A0.CAF
3 - Anim\CC2_mHigh_m sit_chair_idle_neutral 01_AQ.CAF
4 - Anim\CC2_mHigh_m_sit_table_idle_neutral_01_A0.CAF
5 - Anim\CC2_mHigh_m_walk_neutral _01_inplace_A0.CAF
6 - Anim\CC2_mHigh_m_dancing_neutral A0.CAF

7 - Anim\CC2_mHigh_m_gestic_talk_neutral 01_A0.CAF

Clear All
0 - Mesh\CC2_m001_hipoly_head_Angry.CMF

0.00
'Materia\CC2_m001_hipoly 1.CRF
Modes

Attributes

None

1.0




Name \Real_Car_22_Body

| Modes
Lighting On Off | =

Cull Face On Off‘ 4

‘ Attributes

~ Effect

Type éMetallfc/Roughness PBR

i] Diffuse




fle Edit View Create (& % ©(f | x: v | oz ;| @Global- {£5search Model -

& Scene *

icene Graph -+ Properties
ame Poly... Pol.. Te.. De. ~®Scene

®Scene 884,5... 10. ©ISave scene settings
% [empty] 4553..515 Lighting
% [empty 0 00
[empty] » Ambient Light I
menu_spot_light.osgb 0 00
T eeiR Diffuse Model Lambert v,
& HumanBody2_tag 4189..47.4 Specular Model BlinnPhong ¥/

Environment Map

Scene Default
Diffuse
Specular
Mosaic Tunnel 0ld Apartments 3
Exposure -051 E
Fog off -
\nimations (0) @ Stats

Vertices: 660,382
I Primitives: 884503
Orawables: 57 (10
No Animations @ Nodes: 185 (1o

@ Transtoms: 104 (0
a2 ¢
123258096 bytes (1095

7 Light

Enabled

Type Point v

Color | |

e

Intensity 11.17 .

Falloff ilnverse Squa "i

Shadows

Texture
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FET R
Group

Transform
Billboard Transform
Geode

File

External Reference
Switch

LOD

Occluder

Text

Text 3D

Particle System
Background

Light

=]

=i Sketchfa

»7636890d4

»7636890d4
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