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Terminology

The following table lists the terms that will be used throughout this guide.

Table 1: Terminology
Term Meaning
Named User License A method of allocating licenses used by a single named

authorized user. The user license may not be shared but a
user who no longer requires any access to Omniverse
Enterprise software as part of their job can re-assign it to
another named user.

Subscription A software license that is active for a fixed period as defined
by the terms of the subscription. An annual subscription
includes SUMS for the duration of the license term.
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About This Guide

NVIDIA Omniverse™ Enterprise is a software platform for connecting 3D pipelines and
developing applications for industrial digitalization.

Based on Universal Scene Description (OpenUSD), Omniverse fundamentally transforms
complex 3D workflows, allowing individuals and teams to connect and customize 3D
pipelines and simulate large-scale, physically accurate virtual worlds for industrial and
scientific use cases.

Enterprises can leverage Omniverse Enterprise to achieve interoperability in 3D production
pipelines, break data siloes, and enable multi-GPU, multi-node scalable virtual world
simulation for applications like digital twins.

The platform is optimized to run on NVIDIA RTX™ professional mobile workstations,
NVIDIA-Certified Workstations and Servers, and NVIDIA OVX™,

NUCLEUS CONNECT KIT SIMULATION RTX RENDERER

This guide covers subscriptions, pricing, and ordering of NVIDIA Omniverse Enterprise. It is
intended to be a quick reference to understand the offering at a high level, with the
corresponding pricing and licensing information.

Additional information is available at the NVIDIA Omniverse Enterprise website at:
https://www.nvidia.com/en-us/omniverse/enterprise/

NVIDIA Omniverse Enterprise Packaging, Pricing, and Licensing Guide | 2



Omniverse Platform Overview

Omniverse Platform Components

Component

Omniverse
Nucleus

Omniverse
Connectors

Omniverse
Kit

Omniverse
RTX
Renderer

Omniverse
Simulation

Omniverse
Launcher

Description

Collaboration engine which enables a variety of Omniverse
Enterprise-enabled client applications (Apps, Connectors,
and others) to share and modify authoritative
representations of virtual worlds in Universal Scene
Description (OpenUSD).

Omniverse Connectors open the portals that allow popular
content creation tools to connect to the Omniverse
platform and save OpenUSD content. With Omniverse
Connectors, users continue to work in their favorite
industry 3D, CAD, and simulation software tools.

Toolkit and SDK for developing OpenUSD-based tools and
applications.

An advanced, multi-GPU scalable, Al-enabled renderer
based on NVIDIA RTX that enables both real-time ray
tracing and referenced path tracing.

Powerful suite of tools and SDKs that simulate a
physically accurate world, including PhysX for rigid and
soft body dynamics, combustible fluid, smoke and fire, and
fracture and destruction.

Easy-to-use client tool to download, install, and update
Omniverse Apps, Extensions and Connectors. Omniverse
Launcher is provided in version for single users
(Omniverse Launcher Workstation) and for IT-managed
environments (Omniverse Enterprise Launcher).
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Component Description

Omnivc:.'rse Building blocks of Omniverse. Extensions are built on

Extensions  ompjverse Kit SDK. Collections of extensions packaged
together form Omniverse applications. Over 300
Omniverse Extensions are offered with complete source
code to help developers easily create, add, and modify the
tools and workflows they need to be productive.

Omniverse Foundation Applications

Omniverse Enterprise is a development platform that comes with fully-customizable and
extensible foundation applications. Foundation applications are best practice
implementations and configurations of Omniverse extensions. They are provided as a
generic template on which customers can customize, extend, and personalize according to
their workflow. Foundation applications can be used out-of-the-box but to maximize the
true value of the Omniverse platform, customization and extension is highly encouraged.

Foundation Applications include:

Foundation App Description
usD App for accelerated, advanced scene composition, world
Composer building, simulation, and rendering.
(formerly
Create)
uUsD Simple app designed to visualize projects in stunning,

Presenter Physically-accurate photorealism and enable minor editing

(formerly and comment permissions.
View)
Code Serves as the Integrated Development Environment (IDE)

for easily developing extensions, apps, and microservices
on Omniverse Kit. Code is often used alongside a visual
editor.

Omniverse Versions for On-prem
Deployment

Omniverse is available to users and organizations for on-prem deployment and
consumption in two versions:
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e NVIDIA Omniverse for Individuals - Free version of Omniverse for developers and
enthusiasts to develop Omniverse applications and USD content.. Licensed for a
single user to collaborate with one other user on the same content. Does not
include NVIDIA Enterprise Support.

e NVIDIA Omniverse Enterprise - Commercial offering for teams and organizations
developing custom 3D pipelines and applications. Includes Omniverse software for
both clients/workstations, collaboration and simulation via Nucleus, and rendering.
Also includes updates and NVIDIA Enterprise Support.

Table 2: Comparison of NVIDIA Omniverse for Individuals and NVIDIA
Omniverse Enterprise
NVIDIA Omniverse for NVIDIA Omniverse
Individuals Enterprise
COLLABORATION Between multiple apps FT’,etween multiple apps and
and one other user licensed Creators
LICENSING Free for individuals SUbSC”pFlon Licenses; Annual
and Multi-Year
SUPPORT Public Forums, Training | \v/ 1A Enterprise Support
Videos
NUCLEUS Nucleus Workstation Enterprise Nucleu.s Server
only Nucleus Workstation
CONNECTORS pse of all Connectors, Use of all production
including beta Connectors
ENTERPRISE SUPPORTED USD Composer
FOUNDATION None USD Presenter
APPLICATIONS Code
On up to 8 GPUs per
BATCH RENDERING On up to 2 GPUs subscription
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Omniverse Enterprise Subscription

NVIDIA Omniverse Enterprise has one subscription which provides access to and use of
the full Omniverse Enterprise platform components and technologies.

Table 3: NVIDIA Omniverse Enterprise Subscriptions

Subscription

Omniverse Enterprise
Subscription

$ 5,000 / Named User / Year

Description

Includes:

Omniverse platform components: Kit, Connect,
Nucleus, Simulation, RTX Renderer

Foundation apps: USD Composer, USD Presenter
Omniverse extensions and Connect Sample & SDK
Integrated Development Environment (IDE): Code
Nucleus: Workstation, Enterprise Nucleus Server, Self-
Service Public Cloud Hosting using Containers
Omniverse Farm

Enterprise services: Authentication (SSO/SSL),
Navigator Microservice, Large File Transfer, User
Accounts SAML/Account Directory

NVIDIA Enterprise Support
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Licensing & Pricing

NVIDIA Omniverse Enterprise Subscriptions are priced on a per named user basis.

NVIDIA Omniverse Enterprise subscriptions can be purchased as either single or a multi-
year subscription through NVIDIA Partner Network (NPN) channel and distribution
partners, and select systems manufacturers. Pricing is suggested pricing only. Contact
your authorized NVIDIA partner for final pricing.

Table 5: Omniverse Enterprise Subscription Pricing
Term
Subscription 1 Year 3 Years
Omniverse Enterprise Subscription per
Named User $5,000 $15,000

An Omniverse Enterprise subscription is active for a fixed period as defined by the terms
of the subscription license.

To be kept active, the license will need to be renewed at the end of the subscription period.
The subscription license includes the software license and enterprise technical support for
the duration of the subscription term.
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Educational & Inception Programs
Pricing

The NVIDIA Education Pricing Program supports the use of NVIDIA Omniverse Enterprise
in teaching and research institutions by providing subscriptions at a discounted price.
Subscriptions purchased under this program are intended for research and education use

only.

Table 10: Omniverse Enterprise Subscription - Educational Program
Term
Subscription 1 Year 3 Years
Omniverse Enterprise Subscription per
Named User, EDU $1,250 3050

Members of the NVIDIA Inception program are eligible to purchase NVIDIA Omniverse
Enterprise subscriptions at a discounted price within each 12-month period.

Table 11: Omniverse Enterprise Subscription - Inception Program
Term
Subscription 1 Year

Omniverse Enterprise
$1,250

Subscription per Named User, INC
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FAQs

Question

When will NVIDIA Omniverse
Enterprise subscriptions be
made available for ordering?

How do | order NVIDIA
Omniverse Enterprise
subscriptions?

Can Omniverse Enterprise be
installed in a public cloud, e.g.
on AWS or GCP virtual machine
instances?

Can | host Omniverse
Enterprise and deliver a service
to third parties?

Can Omniverse Foundation
Apps and custom-developed
Kit-based apps be virtualized?

If | develop my own application
on Kit, does the user of the
custom app need an Omniverse
Enterprise subscription?

How do | transition from
Omniverse for Individuals to
Omniverse Enterprise? Do |
need to reinstall my software?

Does NVIDIA offer a free
evaluation of Omniverse
Enterprise?

Answer

NVIDIA Omniverse Enterprise subscriptions are currently
available for ordering.

NVIDIA Omniverse Enterprise subscriptions can be ordered
from NVIDIA solution and OEM partners. To find a partner,

see https://www.nvidia.com/en-us/omniverse/enterprise/

Yes, Omniverse Enterprises can be installed on public cloud
instances for use by your organization.

No, this is not allowed under the Omniverse license. Please
contact your NVIDIA representative with any additional

questions.

Yes, client software provided in the Omniverse Enterprise
Subscription can be virtualized, using VDI solutions. This will
also require a license to NVIDIA vGPU software, which can be

purchased separately.

Yes.

Since the underlying software components are the same, to
transition from Omniverse for Individuals to Omniverse
Enterprise, you only have to purchase an Omniverse
Enterprise subscription to enable those capabilities. A re-
install is not required.

Yes, a free 30-day trial is available at
https://www.nvidia.com/en-us/omniverse/enterprise/free-
trial/ or with NVIDIA LaunchPad at
https://www.nvidia.com/en-us/launchpad/3d-
design/omniverse-enterprise/
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Notice

This document is provided for information purposes only and shall not be regarded as a warranty of a certain functionality, condition, or guality of a
product. NVIDIA Corporation ("NVIDIA") makes no representations or warranties, expressed or implied, as to the accuracy or completeness of the
information contained in this document and assumes no responsibility for any errors contained herein. NVIDIA shall have no liability for the
consequences or use of such information or for any infringement of patents or other rights of third parties that may result from its use. This document
is not a commitment to develop, release, or deliver any Material (defined below), code, or functionality.

NVIDIA reserves the right to make corrections, modifications, enhancements, improvements, and any other changes to this document, at any time
without notice.

Customer should obtain the latest relevant information before placing orders and should verify that such information is current and complete.

NVIDIA products are sold subject to the NVIDIA standard terms and conditions of sale supplied at the time of order acknowledgement, unless otherwise
agreed in an individual sales agreement signed by authorized representatives of NVIDIA and customer ("Terms of Sale”). NVIDIA hereby expressly objects
to applying any customer general terms and conditions with regards to the purchase of the NVIDIA product referenced in this document. No contractual
obligations are formed either directly or indirectly by this document.

NVIDIA products are not designed, authorized, or warranted to be suitable for use in medical, military, aircraft, space, or life support equipment, nor in
applications where failure or malfunction of the NVIDIA product can reasonably be expected to result in personal injury, death, or property or
environmental damage. NVIDIA accepts no liability for inclusion andfor use of NVIDIA products in such equipment or applications and therefore such
inclusion andfor use is at customer's own risk.

NVIDIA makes no representation or warranty that products based on this document will be suitable for any specified use. Testing of all parameters of
each product is not necessarily performed by NVIDIA. It is customer’s sole responsibility to evaluate and determine the applicability of any information
contained in this document, ensure the product is suitable and fit for the application planned by customer, and perform the necessary testing for the
application in order to avoid a default of the application or the product. Weaknesses in customer's product designs may affect the quality and reliability
of the NVIDIA product and may result in additional or different conditions andfor requirements beyond those contained in this document. NVIDIA
accepts no liability related to any default, damage, costs, or problem which may be based on or attributable to: (i) the use of the NVIDIA product in any
manner that is contrary to this document or (i) customer product designs.

Mo license, either expressed or implied, is granted under any NVIDIA patent right, copyright, or other NVIDIA intellectual property right under this
document. Information published by NVIDIA regarding third-party products or services does not constitute a license from NVIDIA to use such products
or services or a warranty or endorsement thereof. Use of such information may require a license from a third party under the patents or other intellectual
property rights of the third party, or a license from NVIDIA under the patents or other intellectual property rights of NVIDIA.

Reproduction of information in this document is permissible only if approved in advance by NVIDIA in writing, reproduced without alteration and in full
compliance with all applicable export laws and regulations, and accompanied by all associated conditions, limitations, and notices.

THIS DOCUMENT AND ALL NVIDIA DESIGN SPECIFICATIONS, REFERENCE BOARDS, FILES, DRAWINGS, DIAGNOSTICS, LISTS, AND OTHER DOCUMENTS
(TOGETHER AND SEPARATELY, “MATERIALS") ARE BEING PROVIDED "AS IS." NVIDIA MAKES NO WARRANTIES, EXPRESSED, IMPLIED, STATUTORY, OR
OTHERWISE WITH RESPECT TO THE MATERIALS, AND EXPRESSLY DISCLAIMS ALL IMPLIED WARRANTIES OF NONINFRINGEMENT, MERCHANTABILITY,
AND FITNESS FOR A PARTICULAR PURPOSE. TO THE EXTENT NOT PROHIBITED BY LAW, IN NO EVENT WILL NVIDIA BE LIABLE FOR ANY DAMAGES,
INCLUDING WITHOUT LIMITATION ANY DIRECT, INDIRECT, SPECIAL, INCIDENTAL, PUNITIVE, OR CONSEQUENTIAL DAMAGES, HOWEVER CAUSED AND
REGARDLESS OF THE THEORY OF LIABILITY, ARISING OUT OF ANY USE OF THIS DOCUMENT, EVEN IF NVIDIA HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. Notwithstanding any damages that customer might incur for any reason whatsoever, NVIDIA's aggregate and cumulative liability
towards customer for the products described herein shall be limited in accordance with the Terms of Sale for the product.

Trademarks

NVIDIA and the NVIDIA logo are trademarks and/or registered trademarks of NVIDIA Corporation in the U.S. and other countries. Other company and
product names may be trademarks of the respective companies with which they are associated.

VESA DisplayPort

DisplayPort and DisplayPort Compliance Logo, DisplayPort Compliance Logo for Dual-mode Sources, and DisplayPort Compliance Logo for Active Cables
are trademarks owned by the Video Electronics Standards Association in the United States and other countries.

HDMI

HDMI, the HDMI logo, and High-Definition Multimedia Interface are trademarks or registered trademarks of HDMI Licensing LLC.

Arm

Arm, AMBA, and Arm Powered are registered trademarks of Arm Limited. Cortex, MPCore, and Mali are trademarks of Arm Limited. All other brands or
product names are the property of their respective holders. "Arm" is used to represent Arm Holdings plc; its operating company Arm Limited; and the
regional subsidiaries Arm Inc.; Arm KK; Arm Korea Limited.; Arm Taiwan Limited; Arm France SAS; Arm Consulting (Shanghai) Co. Ltd.; Arm Germany
GmbH; Arm Embedded Technologies Pvt. Ltd.; Arm Norway, AS, and Arm Sweden AB.

OpenCL

OpenCL is a trademark of Apple Inc. used under license to the Khronos Group Inc.

Copyright

© 2023 NVIDIA Corporation. All rights reserved.
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