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Software requirements

For this tutorial you will need the following software installed:

 Meshroom [Windows / Linux]

 (https://alicevision.org/#meshroom)

e Blender 2.8 or above [Windows / Mac / Linux]
e (https://www.blender.org/download/releases/2-80/)

e Unity Hub [Windows / Mac / Linux]
* (https://unity3d.com/get-unity/download)

e Unity (version 2019.2.12f1) & Unity account [Windows / Mac / Linux]
 (https://unity3d.com/get-unity/download/archive)

 AltspaceVR (via Windows Store or Steam) and an AltspaceVR account
 (https://altvr.com/)



https://alicevision.org/
https://www.blender.org/download/releases/2-80/
https://unity3d.com/get-unity/download
https://unity3d.com/get-unity/download/archive
https://altvr.com/

Download Blender

Fully Featured

Whether you are an animator, modeler, VFX,
game developer, 3D Printing, you name it.
Blender’s got you covered.

Check out the features >

Download Blender 2.83
Windows Installer - 141MB - info

macOS, Linux, and other versions v

Free & Open Source Be Part of It

Free to Use. Free to Share. Free to Change. Blender's main strength is its huge
Free to Sell Your Work. community. Made by hundreds of
Blender is Free Software. contributors from around the world.

Learn more about the license > Get involved >

With over 1250 bugfixes, and further critical fixes due

program, Blender 2.83 LTS provides the performance and
stability needed for major projects. New features include VR
support, OpenVDB import, OptiX viewport denoising and a
powerful new physics-enabled Cloth Brush.

But wait, there's more. Check out what's new in 2.83

See all Blender features >

throughout the next two years as part of the Long Term Support

DownloadBlender: https://www.blender.org/download/


https://www.blender.org/download/

Using Blender— The User Interface
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Using Blender— The basics (set up a blank project)

X File Edit Render Window Help Layout W Edit > : ; : &5 Scene
2B ' BCH 1 Global v Pv @) i . Options v
W Object Mode v View Select Add Object B v O 006 -

User Perspective
(1) Collection | Cube

1. Left click
on the
“Camera”
object to the
select it . “Cube”

and press g BEES l ™ CED object in
your o Ephe =1 S d B the Scene

Location X

“« ” <™z Y A A : § : .
delete Be Tz W . W Collection
key - we —— ‘ o ST and press

) lew Fil z B e
d O n t n eed ® General R New_Tower.blend Mode  XYZ Euler - (Id eI ete" -
® 2D Animation A Man.blend
Scale X 1.000

the camera i B i d - o this is just

(% VFX D J)_Tower.blend z 1.000

fo r t h | S (® Video Editing A PlayCombi.blend . ) a n ot h e r

Delta Transform

2. Right
Click on

RO
B %€

,
A

N

& Open @& Release Notes 2" » Relations

t uto rl a I 9 Recover Last Session Development Fund » Collections Wa y to

» Instancing
» Motion Paths re m Ove a n
> Visibility

» Viewport Display O bj ect
» Custom Properties fro m th e
scene

@+~ Playback v Keying v View Marker Hede dqd P rol 1 @& Start 1 End 250




Using Blender— The basics (import the model)

4 Blender [C:\Users\garet\OneDrive\Desktop\3D Project\Blender\Model.blend]
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Using Blender— The basics (import the model)
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Using Blender— The basics (import the model)

2 File Edit Ren Help Layout
2 ) EEaoE
v View Select Add Object

User Perspective

(1) Collection | texturedMesh

The model will
appearin the
main window

v Playback v Keying View  Marker

13 Global v 9+

o [Hecd P roni

@& Start

1

Options

End 250

- B 0090 -

B B8 €0

=
v

—F I The model will

i l alsobe listedin

e the Scene
Collection as
“texturedMesh”

»
>

W texturedMesh

M v texturedMesh

¥ Transform

Location X
Y
z
Rotation X
i
r4

Mode  XYZ Euler
Scale X 1.000
Y 1.000
z 1.000

» Delta Transform

» Relations

> Collections

* Instancing

» Motion Paths

» Visibility

» Viewport Display

» Custom Properties




Using Blender— The basics (save the project)
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Using Blender— The basics (changing view position)
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Using Blender— The basics (changing model position)
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NOTE: It isimportantthat you rotate your model to change its orientation relative to Blender’s own coordinate system. You want
to align its ground plane to sit on the red and green axes with the blue ‘Z’ axis as the up direction (see the gizmo in the top right).




Using Blender— The basics (model layout)
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Using Blender— Trimming the model down
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Using Blender— Trimming the model down
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Using Blender— Trimming the model down
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Using Blender— Trimming the model down
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Using Blender— Trimming the model down
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Using Blender— Trimming the model down

A5 Blender* [C:\Users\garet\OneDrive\Desktop\3D Project\Blender\Model.blend]
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Using Blender— Trimming the model down
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Using Blender— Extra trimming
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Using Blender— Viewing the trimmed model

1. Change back to
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move your camera
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position
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finished model!
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Using Blender— Decimation

The model may be too highly detailed to use in Social VR. We can reduce the level of detail using a process of decimation
which can reduced the number of triangles or “faces” constituting the model. This reduces file size and makes is easier
for a computer to “render” or display the model.

1. With “Viewport Shading”
set to “Wireframe” mode

2. Select “Modifier

Bl 0 Properties”




Using Blender— Decimation
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Using Blender— Decimation
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Using Blender— Decimation
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Using Blender— Set the model origin
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Using Blender— Exporting the final model

Blender* [ sers\garet\OneDrive\Desktop\3D Project\Blender\Model.blend]
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