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DURING THE IMPLEMENTATION OF THE PROJECTIT IS
NECESSARY TO DETERMINE WHICH VERSION OF THE
PROGRAM AND COMPONENTS WE WILL USE.

IT MAY BE THERE IF THE FILES
WERE SAVEDIN ONE VERSION OF
THE PROGRAMDO NOT OPEN
IN ANOTHER VERSION.

IN THIS TRAINING, | WILL EXPLAIN,
AMONG OTHER THINGS,
HOW TO DEAL IN SUCH SITUATIONS.

PREPARATION TO WORK
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FROM THIS PAGE YOU CAN DOWNLOAD
DIFFERENT VERSIONS

OF THE PROGRAM

https://download.blender.org/release

Index of /release/

-
Elenderl

=y 11-Jul-26268 a7:17
BElenderl.&d/ @5-Jul-2828 16:22
Blenderl.73/S 28-Aug-283 11:13
Blenderl.8a/ 28-Aug-2883 11:13
Blender2.g4/ 28-Aug-283 11:13
Blender2.26/ 28-Aug-2883 11:13
Blender2.27/ 28-Aug-2883 11:13
Blender3.5/ 25-Apr-2823 11:41
Blender3.&6/ 15-0ct-2824 08:13
Blenderd4.a/ @5-Dec-2823 14:19
Blender4.1/ 16-Apr-2824 a8:42
Blenderd4.2/ 15-0ct-2824 @8:16

PREPARATION TO WORK
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IN OUR TRAINING WE WILL USE
BLENDER 3.0

Index of /release/Blender3.0/

lender-3.8.0-1i . X3Z 83-Dec-2821 H 185915252
blender-3.@. o . 83-Dec-2021 : 181284993
blender-3.6.8-ma . 63-Dec-2021 H 217539461
blender-3.8. i .msi 83-Dec-2821 H 212426752

i 83-Dec-2821 H 262139609

83-Dec-2821 H 245811699

B83-Dec-2821 : 384

83-Dec-2021 H 576

26-Jan-2@22 = 186027384

1. 26-Jan-2022 : 181335677

blender-3.8.1 . 26-Jan-2822 H 217543925
blender-3.@ ind 26-Jan-2822 : 2125455386
blender-3.6. i 26-Jan-2822 H 262431823
b .8. indow .Zi 26-Jan-2@22 H 245580280
26-Jan-2822 : 384

576

PREPARATION TO WORK
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TO CREATE INTERACTIONSIN
3D GLASSES WE WILL USE THE
APPROPRIATE ADD-ON FOR THIS
VERSION OF BLENDER

Hubs Blender Addon 1.6.0

P 4

PREPARATION TO WORK
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YOU CAN DOWNLOAD IT FROM THE WEBSITE

https://github.com/Hubs-Foundation/hubs-blender-exporter/releases

1.6.0

What's Changed

o Make avatar to vienport default to false by @keianhzo in #

ene grabbables support by @kelanhzo in =

* Fix things related t ne-grababbles by @Exalmous in =2

« Prevent data corruption during a migration if components are removed. by @Exaimous in #28¢

* Improve debugger texts by @kelanhzo in #2587

Update Readme by @kedanhzo in

solate dependencies from other ad s by @kelanhzo in #

vt for user components directories by Gkeianhzo in #

version to zip output by @kefanhzo in #29

.
.
)
B
- 4
a

by @keianhzo in #

¢ @Spiderguy-F in #

orming oldeér scale audio feedback components. by @Exairmous in #2

or importing reflection probes. by @Exai

d support for importing old Audio Target compon

« Fix the import for the Loop Animation component’s ¢

« Report import errors when calling delayed gathers. by @Exairmous in #

Dont attempt to assign giTF properties to non-existent Blender properties, by @Exaimous in 2

Make Blender 4+ nodes default to moving when added. by @Exakmous in =

%, URLS, imag

Moulla Branding Rer | Remave branding referenc etc. by @Exairnous in #3

Full Changelog

Contributors

PREPARATION TO WORK
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ADDITIONALLY,
WE NEED TO COPY
A PYTHON SCRIPT FILE
INTO THE RIGHT PLACE
AS A REGULAR TEXT FILE

moveable.py

PREPARATION TO WORK



POWER OF AR AND VR X

WINDOWS PATH

C:\Users\...USER...\AppData\Roaming\Blender Foundation\Blender\3.0\scripts\addons\io_hubs_addon\components\definitions\moveable.py

APPLE PATH

/Users/...USER.../Library/Application Support/Blender/3.0/scripts/addons/io_hubs_addon/components/definitions/moveable.py

INSTEAD OF
-..USER...
ENTER YOUR
SYSTEM ACCOUNT NAME

PREPARATION TO WORK
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from bpy.props import BoolProperty

from ..hubs_component import HubsComponent

from ..types import NodeType, PanelType, Category
from ..utils import remove_component, add_component

from .networked_transform import NetworkedTransform F I I E

class Moveable(HubsComponent):
_definition = {

e mames Moveabie, moveable.py

‘category" Category.OBJECT,

'node_type': NodeType.NODE,
'‘panel_type'": [PanelType.OBJECT],

'icon”: '"VIEW_PAN’,

‘deps": ['rigidbody’, 'networked-transform’],
'version': (1, 0, 1)

}

cursor: BoolProperty(
name="By Cursor”, description="Can be grabbed by a cursor”, default=True)

hand: BoolProperty(
name="By Hand", description="Can be grabbed by VR hands", default=True)

@classmethod
def init(cls, obj):
obj.hubs_component_list.items.get('rigidbody’).isDependency = True

def migrate(self, migration_type, panel_type, instance_version, host, migration_report, ob=None):
migration_occurred = False
if instance_version <= (1, 0, 0):
migration_occurred = True

# This was a component that has disappeared but it was usually added together with grababble so we try to remove those instances.
if "capturable” in host.hubs_component list.items:
remove_component(host, “capturable™)

if "networked-object-properties” in host.hubs_component_list.items:
remove_component(host, "networked-object-properties™)

add_component(host, NetworkedTransform.get_name())

return migration_occurred

PREPARATION TO WORK
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% Loop Animation
B U scroll

) Audio
= Audio Source
Audio Target
Audio Zone
Irmage
Model
PDF

Video

POWER OF AR AND VR

¢~ Morph Audio Feedback
Q Personal Space nvader

lf 5cale Audio Feedback

.f@' Arnmo Shape (deprecated)
&l EBillboard

Wl Frustum

-.,W‘ Grabbable

\W‘ Mowveable

f@' Physics Shape

(®" RigidBody

C‘ Shadow

@ Visible

g Custom Tags

Link

Media Frame
Particle Emitter
Simple Water
Spawner

Text

Waypoint

Mirror

L Mavigation Mesh

Scene Preview Camera

Skybox

o ‘W Cube
%2y Ambient Light .
2% Directional Light ML~ Cloe
_j Hemisphere Light
(z) Point Light

2] Spot Light

* Transform

» Relations

* Collections
* Instancing

» Motion Paths
> Wisibility

= Hubs

+

‘ehavior Graphs
» Viewport Display
» Line Art

* Customn Properties

PREPARATION TO WORK

Add Cormponent
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WE INSTALL ITAS OTHER
ADD-ONS
IN BLENDER

WE WILL GIVE EXAMPLES
IN THE NEXT EXERCISES

PREPARATION TO WORK
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ADDITIONALLY,
| WILL PRESENT
THE BASICS OF UPBGE

BLENDER WITH
A GAME ENGINE

_‘|7
o

https://upbge.org

PREPARATION TO WORK
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
1

POWER OF AR AND VR
3D VIEW

Blender

13 Global v Rv @ i (s

Mo proi

PREPARATION TO WORK
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
1

POWER OF AR AND VR
MENU

Blender

Global v v B 5w B

Mo proi
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
1

POWER OF AR AND VR
OUTLINER

Blender

13 Global v Rv @ i (s

Mo proi
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
1

POWER OF AR AND VR
PROPERTIES

Blender

13 Global v Rv @ i (s

Mo proi
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
1

POWER OF AR AND VR
TOOLS

Blender

13 Global v Rv @ i (s

Mo proi
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X File Edit Render Window Help Layout
‘W) Object Mode v View Select Add Object
a0

User Perspective
(1) Collection | Cube

@ Playback v Keying v View Marker
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POWER OF AR AND VR
TIMELINE

Blender

13 Global v Rv @ i (s

Mo proi
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AFTER CLICKING WITH
THE LEFT MOUSE BUTTON,
WE SELECT AN OBJECT.

PREPARATION TO WORK
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LIGHT
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3D OBJECT - CUBE

PREPARATION TO WORK
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X KEY - DELETE OBJECTS

PREPARATION TO WORK
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3D CURSOR

DEFINES WHERE
THE NEW OBJECT
WILL BE INSERT

NOWIT IS IN
THE CENTEROF
THE COORDINATE
SYSTEM

PREPARATION TO WORK
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PAY ATTENTION TO
THE WINDOW THAT YOUR MOUSE CURSOR IS OVER.
IT DEPENDS ON
WHICH KEYBOARD SHORTCUTS WORK.

A Blender
Help Layout I I I I I 5~ Scene

L_, Global v~ ¢ B ¥ Options v

Add Object GIS

Ut respeLLve
(1) Collection | Cube =
Cube

? Light

£
4
<

€ Material

3]

) v Material

Preview

burface

| Use Nodes

Surface Principled BSDF

GGX

Christensen-Burle;

@~ Playback v Keying v View Marker MHeded P ro - Base Color _
Subsurface

Subsurface Radius

ClRer irtara - nlnr

PREPARATION TO WORK
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MOVE YOUR MOUSE
OVER THE 3D VIEW WINDOW
AND PRESS SHIFT+A (ADD)
AND SELECT A MESH/MONEY

PREPARATION TO WORK
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YOU WILL SEE A NEW
3D OBJECT

PREPARATION TO WORK
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WITH GIZMO YOU CAN
CHANGE THE VIEW

PREPARATION TO WORK
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IN THE BLENDER PROGRAM
THE SAME OPERATION CAN BE
PERFORMED IN MANY WAYS
EVERYONE CAN CHOOSE THE ONE
THAT SUITS THEM BEST.

@ File Edit Render Window Help Layout
W, Object Mode ~ | Wiew | Select Add Object

Toolbar

Sidebar
User Perspective

2 Tool Settings
(1) Collection | Suz

Adjust Last Operation

Frame Selected
Frame All
Perspective/Orthographic

Local View
Cameras ert > Right

Wiewpoint Camera
Mavigation
aige! Top
Align View = =
Bottom -t; View Camera f® View Selected

View Regions

iy J Front

Play Animation Back

¥ Bottom

E;.‘-‘ Viewport Render Image Right

& Wiewport Render Animation Left

& Viewport Render Keyframes

Area

PREPARATION TO WORK
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USING KEYBOARD SHORTCUTS
WILL MUCH SPEED UP
YOUR WORK

CRTL+ALT+Q

PREPARATION TO WORK
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METHODS OF DISPLAYING OBJECTS

WIREFRAME

)O\, (\"-., @\, E'lj @\ ey

PREPARATION TO WORK
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METHODS OF DISPLAYING OBJECTS

PREPARATION TO WORK
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METHODS OF DISPLAYING OBJECTS
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METHODS OF DISPLAYING OBJECTS

-
e

N
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Z KEY
GIVES THE SAME POSSIBILITIES

PREPARATION TO WORK
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ON A PC COMPUTER, PRESS SHIFT
AND MOVE THE MOUSE WHEEL
THEN MOVE THE MOUSE.

ON AN APPLE COMPUTER, PRESS SHIFT AND
MOVE YOUR FINGER OVER THE MOUSE.

PREPARATION TO WORK
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DO THE SAMEWITH
CTRL ON PC
AND WITH CMD ON APPLE

PREPARATION TO WORK
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THE G (GRAB) KEY AND
ONLY MOVE YOUR MOUSE.

YOU CAN CHANGE THE
POSITION OF AN OBJECT

A MOUSE CLICK CONFIRMS THE POSITIONAND
THE ESC KEY CANCELS

PREPARATION TO WORK



PRESS AND RELEASE
THE R (ROTATE) KEY AND
ONLY MOVE YOUR MOUSE.

YOU CAN CHANGE THE
ROTATION OF AN OBJECT

A MOUSE CLICK CONFIRMS THE POSITIONAND
THE ESC KEY CANCELS

PREPARATION TO WORK
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THE S (SCALE) KEY AND
ONLY MOVE YOUR MOUSE.

YOU CAN CHANGE THE
SCALE OF AN OBJECT

A MOUSE CLICK CONFIRMS THE POSITIONAND
THE ESC KEY CANCELS

PREPARATION TO WORK
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IF YOU PRESS
X, Y, OR Z AGAIN,
YOU WILL CHANGE
THE VALUES
ON THE GIVEN AXES.

A MOUSE CLICK CONFIRMS THE POSITIONAND
THE ESC KEY CANCELS

PREPARATION TO WORK
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THE SAME TRANSFORMATIONS CAN
BE CHANGED IN THE TOOLBAR.

X File Edit Render Window Help Layout I
:_?.v m Object Mode v View Select Add Object
Orientation - Default v Drag: Select Box v

User Perspective
(1) Collection | Suzanne

PREPARATION TO WORK
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THE SAME TRANSFORMATIONS CAN
BE CHANGED IN THE TOOLBAR.

X File Edit Render Window Help Layout I

:_?.v m Object Mode v View Select Add Object

Orientation - Default v Drag: Select Box v

User Perspective
(1) Collection | Suzanne

ROTATION

PREPARATION TO WORK
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THE SAME TRANSFORMATIONS CAN
BE CHANGED IN THE TOOLBAR.

X File Edit Render Window Help Layout I
:_?.v m Object Mode v View Select Add Object
Orientation - Default v Drag: Select Box v

User Perspective
(1) Collection | Suzanne

PREPARATION TO WORK
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THE SAME TRANSFORMATIONS CAN
BE CHANGED IN THE TOOLBAR.

X File Edit Render Window Help Layout I
:_?.v m Object Mode v View Select Add Object
Orientation - Default v Drag: Select Box v

User Perspective
(1) Collection | Suzanne

ALL

PREPARATION TO WORK
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" IF WE WANT TO ADD COLOR,
CLICK ON THE MATERIAL AND THEN
ON THE NEW ONE.

Blender
2 File Edit Render Window Help Layout &5~ scene
v H-@- T 090 -

Options v

12+ W ObjectMode v View Select Add Object 12, Global

User Perspective (Local)
(1) Collection | Suzanne

> O Light

> W) suwzanne

)

T

,.
L

<
h

o,
=

iy suzame

@~ Playback v Keying v View Marker Mo d Pro @ stat 1 End 250
1 )

PREPARATION TO WORK
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BY DEFINITION WE WILL SEE THE MATERIA
SURFACE SETTINGS BOX (PRINCIPLED BSDF

Blender
2 File Edit Render Window Help Layout R &3~ Scene
+2v W ObjectMode v View Select Add Object 13 Global v v 9 09D -
|mag Options v
User Perspective (Local)

(1) Collection | Suzanne
Light

> (W) suzamne

0

B ViewLayer

W, Suwzanne > & Material.001

Material.001

@)~ Material.001
> Preview

Surface
=

Surface

Base Color
Subsurface

Subsurface Radius

Subsurface Color

Subsurface IOR
Subsurface Anisotr.

Metallic

Specular

Specular Tint

Roughness
@~ Playback v Keying v View Marker I« oc 4 P ro i
1

Anisotropic
Anisotropic Rotation

Sheen

Use Nodes.
® Principled BSDF
GGX. v

Random Walk v

PREPARATION TO WORK
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" CLICK THE Z KEY AND SELECT
MATERIAL PREVIEW.

Blender
R File Edit Render Window Help Layout : Scene
#%v W ObjectMode v View Select Add Object 17, Global

30

User Perspective (Local)
(1) Collection | Suzanne

llection
Camera
Light

ne

) Rendered

Wireframe

& Material Preview

@+ Playback v Keying v View Marker Mo dq prol
1

PREPARATION TO WORK
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BASE COLOR.

Blender

R File Edit Render Window Help Layout F rir 1 r ! inting + 83 Scene (1] & ViewLayer
49, 'W ObjectMode v View Select Add Object 1, Global 7 080D -

mag Options v

User Perspective (Local)
(1) Collection | Suzanne

Camera
Light

Suzanne

= Pl

W Suzanne > & Material.001

@ Material.0/

& Material
> Preview

v Surface

=

Base Color
Subsurface

Subsurfa

Tint

ghness

@+ Playback v Keying v View Marker Moid pro 4 isotropic
1 ( 20 ) 7 1 2 1 Jpic Rotation

Sheen

PREPARATION TO WORK
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File Edit Render Windo
W) Object Mode v View
#a0

User Perspective (Local)
(1) Collection | Suzanne

POWER OF AR AND VR

CHANGE MODEL COLOR

Help

@+ Playback v Keying v View Marker

1

Select Add

Layout

Object

12 Global v

Hes 4 Ppro

Blender

PREPARATION TO WORK

83~ Scene I} &y viewLayer

5080 - ¢ v o)

Options v ne Collection
llection
Camera

Light

0

W Suzanne > @ Material. 001

& Material.0/

> Preview

Surf

D

ault Value

Color

A
olor
urface

e Radius

Subsurface Color

Subsurface IOR
Subsurface Anisotr:

Metallic

Specular

Specular Tint

Roughness

Anisotropic

Anisotropic Rotation

Sheen

0.993
0.800
1.000
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IF WE WANT TO CHANGE ELEMENTS
INSIDE THE OBJECT, WE HAVE TO
ENTER EDIT MODE OR PRESS
THE TAB KEY

A File Edit Render Window Help Layout ‘
2+ I% EdtMode ~ ®J(p)m@l view Select Add Mesh Vertex
M, Object Mode

PREPARATION TO WORK
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R File | Edit’ »

e 1 Global v Pv D i

Undo Histo,

Adjust Last Operation.
O Menu Search.

Rename Active Item.

Batch Rename.
Lock O

¥ Preferences..

fit user preferences and system settings Blender Preferences

\d T ~ Keyboard

Themes Emulate Numpad

Viewpart Default to Advanced Numeric Input

Lights ~ Mouse

=i Emulate 3 Button Mouse
Animation

» Continuous Grab
Add-ons

» Release Confirms
Input Double Click Speed
Mavigation Mouse Drag Threshold
Tablet Drag Threshold

Drag Threshold

Keymap

System Maotion Threshold

Save & Load
~ Tablet
File Paths

Max Threshold

Softness

Save Preferences *

PREPARATION TO WORK
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IF WE CHANGE ANYTHING IN THE PROGRAM
SETTINGS, WE CAN ALWAYS
LOAD FACTORY SETTINGS.

Sawe Startup File

Load Factory Settings

PREPARATION TO WORK
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IF YOU WANT OTHERS TO KNOW
WHICH KEYS YOU ARE PRESSING,
YOU CAN INSTALL A COMPONENT

THAT WILL DISPLAY THEM.

Shift + A
1 Shift + Command|

!
\ J

V e
_) Cur
& sur
&€ ve
d Te
N Vol
7S o
'X Al
J= Em
E M
@ Lg
’,//', Lig

PREPARATION TO WORK
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ENTER THE WEBSITE
https://github.com/nutti/Screencast-Keys/releases

AND DOWNLOAD screencast_keys.zip

Version 4.1.0 (===

Change from v4.0.0
Supported Blender Version

Notice

We found a way to coexist with the old Blender specific code.
From this version, this add-on supports Blender 2.8 to 4.1 again which drops at Version 4.0.

Other Updates

* Fix bugs
Contributors

« @Andrej730

v Assets 3

@screencast_keps Zip 709 KB Qct s
E‘]Source code (zip) Qct s
E‘]Source code (tar.gz) Qct s

PREPARATION TO WORK




POWER OF AR AND VR

GO TO PREFERENCES
AND ADD-ONS TAB

Blender Preferences
Interface Official Community
Themes Enabled Add-ons Only All
Viewport
Lights
Editing

Animation
Add-ons

Input
Mawvigation

Keymap

Systermn
Save & Load

File Path
- = Add Curve: Extra Objects

PREPARATION TO WORK
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CLICK ON INSTALL

Blender Preferences
Interface Official Commmunity
Themes Enabled Add-ons Only All
Viewport
Lights
Editing

Animation
Add-ons

Input
Mavigation

Keymap

System
Save & Load

File Path
L - Add Curve: Extra Objects

PREPARATION TO WORK
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SELECT AND INSTALL
screencast_keys.zip

Blender File View

w X =
ekl — —= T & ¥ jUsersimac/Downloads/ R

BLENDER - I
& " Name ¥  Date Modified Bl verwrite
ma OLD Today 13:49

“ Systern B! screencast keys.zip Today 13:40

Target Path  Default

Applications
Documents
Drownloads
Movies
Music
Pictures
Desktop

imac

[
C )
oy
i
iy
N
f

~ Bookmarks

+ Add Bookrmark

screencast_keys.zip Cancel Install Add-on

PREPARATION TO WORK
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MARK INSTALLED COMPONENT

[ ] ] Blender Preferences

Interface Cfficial Community Testing oJe Install... g Refresh

Thermes Enabled Add-ons Only All v JD Screencast Keys x
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