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

16.0

What'’s Changed

Makie aslar 1o viewpart delaull to false by @keianhze in #

= Scene grabbables suppont

@kelanhzo in =

things related to scene-grababbdes by @EXalmous in 285

 rémoved. b

b data corruption during a migration if compones

SEAImOuS in ¥

= Improve

debugger texts by @kelanhzo in =287

= Update Readme by @keianhzo ir

er add-ans by @keianhzo in =

= isalate dependencies from

rt far user companents directori @keianhao in =

« b

end version to zip oulput by @kelanhzo in

« Rustare quary docs by @keianhzo in #

= Port to blenders Merged with blenderd-mage-expert by @Spiderguy-F in #29¢

by @Exaimous in 238

= SUppoft amporing older scale audio feedback compon

= Add support lor imporbng rellection probes. by @Exairnous in #8235

« idd support far importing old Audio Target components, by @Exalmos in 2301

Fix the impart for the Loop Anmation components stanoise

Report impart errars when calling delayed gathers. by @Exaimous in £303

Dort attempt to assign gite properties to non-existent Elender properties, by @Exalmous in 2304

Make Blender 4+

nades default to moving when added. by @Exalimous in 2306

[{Mezilla Branding Removal] Remave branding references, URLS, images, etc. by @Exaimous in 8305

Full Changedog

Contributors.
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SCIEZKA W SYSTEMIE WINDOWS

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

fSCIEZKA W SYSTEMIE APPLE

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

f ZAMIAST ...USER...
WPISZ NAZWE SWOJEGO
KONTA SYSTEMOWEGO
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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 P I I K

class Moveable(HubsComponent):
_definition = {

T 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
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