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e Modo 12 Series - Mission

We will create workflows that further enable artist to create at the speed of thought within context of the final
output. Modo will be synonymous with innovative modeling workflows that are faster than any competitor.

Market demand's have increased the volume requirements to the point where 80% is often good enough, and
it’s now more important how quick you can get to 80% with maximum outout. This has pushed kit bashing
worktlows back into the forefront of modeling workflows. Artists like Tor Fric are famous for this style of
modeling and William Vaugh’'s MOP Booleans centers around this task. Modo must become the best tool for
mesh paint and kit bashing modeling.

When moving quickly there is little room for error when it comes to scale, proportion, and overall visual
context. Therefore in a snap or click of the mouse artists must be able to experience the model in VR, in
engine, or rendered photorealistic.

Finally, Learning Modo can’t be an investment of months of blindly navigating where to get the trial, install/
license, where to start learning, and where to apply Modo to be the most effective in the project. Our end to
end customer experience needs to continue to radically change to be more self service and self guided.



Modo 12 Series
Continuous value across multiple releases and early access

* Model-bashing - assembly-based 3D construction with mesh presets that can be seamlessly
added to the creative process making ideation incredibly fast and easy.

* Immersive experience - changing the way artists create and consume visual experiences.
* Iterative design — a procedural form finding process
» Connected interoperability — push, pull or simply move your Modo data to more applications

* Approachable animation - easily build, repurpose, combine, and adjust animation moves



@ Modo 12 series key features

Feature

Benefit

Procedural modeling and Mesh Paint

Parametric design fosters more happy accidents, leading to more innovative
design creation output.

Modo VR review and layout

Innovative content creation workflows, providing an unmatched perspective
and sense of scale while creating

MeshFusion Surface Strips and Stitching

Real/accurate modeling of surface details such as stitches on fabric and
upholstery.

AMD Radeon Pro Render

Fast, accurate, and easy to use rendering. Nearly linear scalability with
additional GPU hardware.

glTF 2.0 Export to Facebook

Developed in conjunction with Facebook's new ‘3D Posts’ functionality. The
technology enables a unique opportunity for advertisers to use 3d objects
and interactive experiences on the Facebook timeline.

Modo Bridge to Unreal & Unity

Bi-directional connection to Unreal Engine 4 or Unity via a client-server
bridge. Allows entire scenes, or selected elements of a scene, to be pushed
in either direction and updated. The connection can be remote, on the
same machine, or across multiple machines on a network.

Animation Improvements

The ability to re-time and rig Actions by treating all key frames within an
Action as a single animation channel. Enables easily to build, reusue,
combination of rigged animation.
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Modo 12.0 key features
« glITF 2.0 Export to Facebook

* Mesh Paint Refinements

« MeshFusion Surface Strips

« Direct Modeling and Design Creation Enhancements
* New Procedural Mesh Operations

» Cloud Assets and Foundry Share Site

* UV Tool Improvements

« The Hatchet Collection

« Workflow Refinements

» Advanced Viewport GPU Acceleration

* Rendering and Shading Improvements
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" Developed in conjunction with Facebook's new ‘3D Posts’ functionality, artists

" can now create 3D objects in Modo and then share them on the Facebook News
Feed. Facebook users can then grab, spin and interact with the objects to look
at them from all angles. The technology presents artists with a unique
opportunity to create more engaging and compelling content, whilst offering
users the opportunity to enjoy interactive 3D experiences on Facebook.
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MODO e MeshFusion Surface Strip Modeling ® Setup
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with ProceduréWahons or direct modeling of the FusB‘rTOutput sh. The most
obvious examples are channels and ridges along arbitrary paths — but the range of
design creation options is much much wider, allowing artists to explore iterations

more creatively than ever before.

You should be familiar with Modo Procedural Modeling and basic MeshFusion Modeling before viewing this video.
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collection
HatchetCollection /»‘

Modo 12.0 comes with a selection of python scripts from the popular
Hatchet Collection, enhancing core functionality in Modo and making
asset creation even more efficient. There's a wide variety of tools to
convert curve types, offset curves, select random, and much more.
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Strictly Confidential

New perpetual
license, includes
1yr maintenance

UsD

GPB

EUR

$1,799

£1,499

€1,619

Attach Modo
maintenance to
existing perpetual
license

$399

£339

€359

Modo maintenance
renewal, existing
contracts

$399

£339

€359

Renewing an
expired maintenance
contract

$599

£499

€539

Subscription
yearly payments

$599

£499

€539

Subscription
monthly payments
with annual
commitment

.

$59/month

£49/month

€54/month

Please note that your pricing currency will be based upon location.

All prices are shown excluding any applicable taxes. Future pricing is subject to change.




Fo

Videos and release notes

e Feature Videos

e Release notes




FOUNDRY

Key Messaging



Blended Requirements

The Modo business is industry diverse, but requirements often overlap

Teleision Shortform i 1
Hobbyist / Enthusiast e " Entertainment Design

6%

Schematic

Rendering PLM Integratio

Retopology
3D Painting
Baking UV Editing Sculpting
OpenColorlO

Architecture
B3%

Referencing

Colorway Export

Python iSEie S Network Rendering

BRDF/Material

Instance Replicators
P Libraries

Nodal Shading Preview Render

Procedural Modelin

Product & Industrial

design Character animatid Animation (Rigging) Smart Stitching
9% - — I/O Bridge
Other design &
visualization
12%
N Games ¥ Education H Filrn “ Other design & visualization
BProduct & Industrial design B Marketing & Advertising @ Architecture ® Other Feature requirements are largely the same

HHobbyist / Enthusiast B Television B Shortform Wlth a feW out//ers



Real-time content: games, virtual reality/augmented reality

The industry’s best
modeling toolset

Modo offers a unique
combination of best-in-class
direct modeling tools
working hand-in-hand with
both a highly robust and
flexible procedural modeling
system, and the award-
winning MeshFusion
Boolean toolset. And that’s
not to mention the powerful
integrated sculpting
workflows, precision
snapping and automatic
retopology tools. When
every vertex counts, Modo
gives you everything you
need to create clean,
optimized meshes in

less time.

FOUNDRY.

Perfect UVs
without the pain

Modo takes the drudgery
out of tedious UV creation
tasks, with a highly efficient
built-in toolset that offers
many automated options,
supports UDIM workflows,
and—unlike some other 3D
content creation tools—
integrates fully with
modeling and selection
workflows. You can even use
falloffs and sculpting tools to
deform, smudge and
smooth your UVs—
something even specialized
standalone toolsets can’t
touch.

Baking that's as
easy as piel

With Modo texture baking
tools, you can review your
textures as you bake, and
watch them refine
progressively; tweak settings
and make surface changes
without waiting for a final
render; and store bake-
related parameters for reuse
with different assets. There’s
even a Bake Wizard to
streamline the setup. And
Modo accurately bakes to
Unity or Unreal standards,
with no extra tools required.

Integrated
workflows from

concept to engine

With in-viewport support for
Unity and Unreal-compatible
PBR materials, the ability to
work directly with their base
shaders, and built-in export
tools, Modo lets you
develop the look you want
with the confidence it will
hold up in the real-time
engine. Plus, support

for a wide range industry-
standard file formats,
together with Python and
macro

scripting, means it's easy

to make Modo work in

your pipeline.



Product design: apparel, automotive, general

Creative
exploration
without constraints

With a unique combination
of both direct and
procedural modeling
systems; the award-winning
MeshFusion Boolean
toolset; and integrated
sculpting—all working
together—Modo lets you
focus on creation, not
construction. Whether
you're roughing out volumes
or refining highly detailed
forms, the artist-friendly
tools and intuitive workflows
give you the freedom to fully
explore your creative
options without the
constraints inherent in

CAD systems.

FOUNDRY.

Import and iterate

Do you find yourself
constantly reinventing the
wheel? There's no sense
starting from scratch when
data already exists in digital
form. With Modo’s support
for an extensive range of file
formats, you can import, fix
and combine data from
many CAD and 3D
applications. Then, use
Modo’s intuitive modeling
and sculpting tools to make
the design your own; iterate
quickly to explore every
creative avenue and refine
your design to its

ultimate potential.

A custom fit for
your workflow

Build your own kit of
specialized tools that match
your exact needs by
combining different
operations, with Modo’s
flexible tool assembly
system. You can even
collapse assemblies down so
that they become first-class
modeling operations, and
share them with your team,
or keep them all to yourself
to reuse on repetitive tasks.
With Modo, every job you
do becomes easier, as you
develop efficiencies that
make you more productive.

Communicate your
design intent

Conveying the subtleties of
your design is key to
communicating your intent.
With Modos advanced
texturing tools, physically-
based materials and easy-to-
use decal placement, you
can quickly iterate on looks
and preview them right in
the interactive viewport—so
you can make faster design
decisions. Then, use Modo’s
high-performance
photorealistic renderer to
create breathtaking
photorealistic images that
show off your design to its
best advantage.



Creative media: marketing & advertising, design visualization

Creative asset
creation

Focus on your art and let
Modo worry about the
technical side, with a best-
in-class asset creation
toolset that'’s fast, intuitive
and extremely powerful.
With direct modeling,
procedural modeling and
MeshFusion Booleans
systems all working together
—alongside Modo's built-in
sculpting and 3D painting
toolset—all you need to
think about is what you want
to create.

The artist-friendly tools

you need to create it are

at your fingertips.

FOUNDRY.

Work smarter,
not harder

Segment your work into
more manageable parts,
avoid repetitive modeling
tasks and create repeatable
looks with saveable,
shareable, reusable
assemblies and presets. You
can even convert a series of
procedural modeling
operations into a new
specialized tool that you can
share with your team, or
keep to yourself to reuse on
repetitive tasks. With Modo,
every job you do becomes
easier, as you develop
efficiencies that make you
more productive.

Fast, flexible look
development

Exploit the power of Modo's
fast and flexible layer-based
and nodal shading systems
to easily build sophisticated,
convincing materials. Create,
modify or reuse presets with
intuitive drag-and-drop
workflows to quickly
develop the look you want,
or simply select from a huge
library of highly realistic
physically based materials
that mirror their real-world
equivalents with astonishing
accuracy—making

synthetic photography
workflows easy.

High-performance
photorealistic
rendering

When it comes to creating
the final still or animation
that will communicate,
visualize or sell your idea,
Modo has you covered.
Photorealistic rendering at
amazing speeds and
limitless resolutions comes
right in the Modo box—
even network rendering is
free. From the powerful
preview renderer that
updates as you fine-tune
your scene, to your final
pixel-perfect frame, Modo’s
production-proven renderer
helps you stay on deadline
and on budget.



