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Install Unity Hub and Unity 2019.2.4f1

1.1- Go to https://unity3d.com/get-unity/download and press “Download Unity Hub”. Install it as you would with any software.

It will come in useful if Somnium Space updates to a newer version of the Unity Editor in the future.

Download Unity

Welcomel! You're here bec ou want to ¢ ad Unity, the world’s most popular development platform for creating 2D

and 3D multiplatfo

Before you download choose the version of Unity that's right for you

A«

Learn more about the new Unity Hub here.

1.2- After installing Unity Hub, go to https://unity3d.com/get-unity/download/archive and press the “Unity 2019.x” tab.
1.3- Scroll down to Unity 2019.2.4 and press the “Unity Hub” download button.

Downloads (Win) Downloads (Mac) w Release notes

11 Sep, 2019

Unity 2017.x Unity 5.x Unity 4.x Unity 3

Unity 201924 # Downloads (Win) Downloads (Mac) w
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Tutorial

1.4 - Unity Hub will automatically open with an install window. You can uncheck most modules if you aren’t using this Unity version
for anything other than Avatars (keep at least the Android Build Support checked for potential Quest Avatar exporting in the
future.) Then, press “Install”.

Add Unity Version X
Platf
> - Android Build Support 497.7 MB 2.0GB
[] ios Build support 887.7 MB 3.6GB
tvOS Build Support 326.5 MB 1.4GB
Linux Build Support 90.6 MB 468.8 MB

Mac Build Support (Mono) 82.6 MB 462.8 MB

WebGL Build Support 236.8 MB 892.9 MB

D Universal Windows Platform Build Support 269.5 MB 2.0GB

Windows Build Support (IL2CPP) 60.3 MB 345.8 MB
D Facebook Gameroom Build Support 106.9 MB 344.2 MB

[] Lumin 08 (Magic Leap) Build Support 143.9 MB 805.9 MB

CANCEL # INSTALL

Download and setup the Somnium Space SDK

2.1 - Download the Somnium Space Unity package by clicking this link here.
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https://somniumspace.com/files/SomniumSpaceSDK.unitypackage
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2.2 - Open Unity Hub, press the small arrow next to the “NEW?” (1) button and select 2019.2.4f1. (2)
2.3 - Select the 3D template (1), fill in a name for your project (2) and select the location on your system where
the project will be created (3). Then, press “Create”. (4)

@ Unity Hub 23.0

Q unity a 6 < Create a new project with Unity 2019.24f1

1

ADD
_
2019.2.111
101 01

Projects

Z
You have no project here.

't to add one 4

if you done to
you prefer a tutorial to get
—

2.4 - Once the project is opened and booted up, open up the Windows Explorer, go to the location where you downloaded the
SDK package (usually in the Downloads folder) and double click it.

& —- v P & > ThisPC > Downloads

Name Date
# Quick access

SRR

B Desktop
Voo < SomniumSpaceSDK v.0.9.1a.unitypackage 2020

% Documents
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You can also go from within Unity into the menu “Assets > Import Package > Custom Package...” to select the package from there.

2.5 -In Unity, an Import window should have opened. To be sure everything will be imported, press “All” (1) and then “Import” (2)

File Edit Assets GameObject Component Somnium SDK Window

Create
Import Unity Package

o

Show in Explorer
SomniumSpace_AvatarSDK_1.0.0

v ¥ W 3rd-Party
Alt+Ctrl+C v BFW]SimpleDynamicClouds
Example
» @Ol.unity
Import New Asset... v i @l Models
Import Package Custom Package... o [ ball.FBX
v v W Materials
¥ (J HighCloud.mat
¥ () LowCloud .mat
! (JNo Name.mat

refab
Ctrl+R

Reimport All

Extract From Prefab

f s DensityMapO.jpg
¥ i DensityMap1.jpg
vid Wi ScatterMap

Open Ci# Project z_d_— ScatterMapO0.jpg

Update UlElements Schema
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2.6 - Once the package is imported, the Somnium Space Login Window will appear. Enter your Somnium Space account login
information in the appropriate boxes (1) and then press “Login” (2)

Somnium Space SDK

If it doesn’t open automatically or you want to go back to it, you can

SDK Documents Somnium Website Help Examples always access it from the menu item “Somnium SDK > Login”.
|

Welcome! File Edit Assets GameObject Component Somnium SDK Window Help

Sign in or create a New Account
Login

Mickvelloo. ]
Mickyelloow lerarchy Build & Upload
r 3 Create ~ Manage Uploaded Content

» &) SampleScene

About SDK
W remember Me

Check Update

Login Help

Patch Notes

@ show at StartUp Current version: 0.1.3
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2.7 - After logging in, you can navigate to the Scenes folder inside the Project tab (1) and open up the UploadScene scene
by double clicking it. (2) You should now be ready to import your avatar!

Tip - You can move inside the Scene view by holding down right click. When you hold right click, move your mouse to rotate
the view and use WASD to move around the scene. Q and E let you move up and down as well.

[ Console

rites Assets » Scenes
All Materials
All Models
All Prefabs

e

’éi'.:’ SOVMIUN

v (@ Assets
» 4 3rd-Party
» il Editor
» [ Editor Default Resources
» | Environment
& Models
» &l Plugins
il Prefabs

GOt

& Sprites

SPACE

{4 Textures
» il Packages

(The first thing you see when opening up the UploadScene for the first time)

)
(X)

0

()
Y

0
&

¢



(An avatar ready for import

into the project that will be
used as an example avatar

for this tutorial)
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3.1-In Unity, from the Project tab, go to the Models folder (1) and create a new folder by right clicking. (2)
This will contain all of your avatar’s assets

Show in Explorer

Open Shader

Delete Testing
Rename Playables
Alt+Ctrl+C Assembly Definition

ly Definition Reference

> Scene

Audio Mixer

Select Dependencies

[ Console Material

Refresh Ctl+R Lens Flare
Favorites Assets > Models

All Materials

All Models Lightmap Parameters
Al Prefabs g o - ab Custom Render Texture
i Assets R Sprite Atlas

» i 3rd-Party BodyBuilder Sprites
ts Schema

Render Texture

» [l Editor

» il Editor Default Resources Open C# Project Animator Controller

Animation
Animator Override Controller

o Avatar Mask
il Prefabs 0
{4l Resources Timeline
& Scenes
» |l Scripts
& Sprites Physic Material

Signal

il Textures Physics Material 2D
(i Packages
GUI Skin

Custom Font

3.2 - Enter this new folder by double clicking it. If you feel the need to (because you have lots of textures and / or lots of materials,)
you can create 2 other folders inside it for Materials and Textures.

B3 Project Console
Create =
v Favorites Assets » Models » GrimReaper
T LA ISE S adhil LR B SR HE
All Models
All Prefabs

V il Assets
» [ 3rd-Party
» | Editor
» i Editor Default Resources
» [l Environment
v [l Model

» [ Plugins
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3.3 - Find your model file inside the Windows Explorer and drag & drop your model inside your newly created avatar’s folder.

Assets » Models » GrimReaper | Name

. Textures

3.4 - Repeat this step for the textures by entering your Textures folder in both the Unity project and the Window Explorer and then
drag & dropping them into your project.

» Models > GrimReaper > Textures

Setting up the humanoid rig

Now that your files are imported, the most important step for your avatar is to set up it’s humanoid rig. All avatars in Somnium Space
use it at the moment, so it is quite mandatory to take the time to do it correctly. Some of it should be done automatically, but you
never know if some things might need tweaking.
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4.1 - Select your avatar in the Project tab by clicking it once and go to the Inspector
tab (it should be on the right of the Unity window in the Default layout.)
Go inside the Rig section and select the Humanoid Animation Type from
the dropdown (if it isn’t applied automatically.) (1) Then, press “Apply” (2)
and click “Configure”. (3)

@ Inspector

. SS_GrimReaper Import Settings

T

ion | Materials
Animation Type Cumarcis__

Avatar Definition Create From This Model

Skin Weights
Optimize Game Objects

ndard (4 Bones)

.

4.2 - In all four sections of the Mapping window (Body, Head, Left Hand and Right
Hand) (1) verify that everything that has a full circle is mapped and green (if it
is a dashed circle, it isn’t mandatory for the avatar to work.) If you are more
advanced, you can tweak the mappings for your needs. For now, check if
everything is green and then press “Apply”, then “Done”. (2)

W SS_GrimReaperAvatar

Muscles & Settings

Body
© Optional Bone
¥ Body

(®) Hips

@) Spine

i Chest

__:Upper Chest
¥ Left Arm

:#: Shoulder

(&) Upper Arm

[E) Lower Arm

®) Hand
ght Arm
#: Shoulder
() Upper Arm
(®) Lower Arm
(®) Hand
¥ Left Leg
(®) Upper Leg
@) Lower Leg
(E) Foot
Toes
¥ Right Leg
(8) Upper Leg
(®) Lower Leg
(E) Foot

i Toes

i Mapping ~ | Pose ~

A Hips (Transform)

ASpine (Transform)
A None (Transform)
A None (Transform)

A Left shoulder (Transform)
A Left arm (Transform)

A Left elbow (Transform)

A Left wrist (Transform)

A Right shoulder (Transform)
~Right arm (Transform)

A Right elbow (Transform)

A Right wrist (Transform)

A Left leg (Transform)
A Left knee (Transform)
A Left ankle (Transform)
A None (Transform)

ARight leg (Transform)
A Right knee (Transform)
A Right ankle (Transform)
A None (Transform)
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Setting up the materials

Some avatars may have textures and materials. They may need to be set up manually to be displayed on your model.

5.1 - Select your avatar in the Project tab by clicking it once and go to the Inspector tab. Go to the Materials section and click
“Extract Materials” Extract them to your Materials folder you created earlier.

@ Inspector
. SS_GrimReaper Import Settings

Model | Rig | Animation
| R

Name Date modified Type Si
Import Materials o/ B Materials 2020-05-05 5:43 AM File folder
SRGB Albedo Colors v B Textures 2020-05-05 5:10 AM File folder
Location se ater| i

Textures

Materials

"R

Materials
)} Materials are embedded inside the impor ater r W,

Select Folder | | Cancel |
Remapped Materials

» On Demand Remap

GR_Mat &) None (Material) (o]

Revert || Apply
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@ Inspector

| 3 Texture 2Ds Import Settings

Sprite Mode
Pixels Per Unit
Mesh Type
Extrude Edges
Pivot
Generate Physics Shape

[ sprite Editor |
5.2 - Before going check out your materials, go inside your Textures folder, et .
select all of them in the Project tab and go in the Inspector. Set the Texture Apha Source T
Type to “Sprite (2D and UI)” (1) and press “Apply”. (2) Mmoo

Generate Mip Maps

Wrap Mode
Filter Mode

Aniso Level

Max Size

Resize Algorithm

Format

Compression

Use Crunch Compression

5.3 - You may also have one normal map with your textures (or more.) If so, select it and set its texture type to “Normal map” instead
and go press “Apply” like in the previous step.

Texture Type Normal map
Texture Shape Default

Create from Grayscale v Normal map

Ailvanced Editor GUI and Legacy
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5.4 - You can now go back to your Materials folder you’ve extracted all of your model’s materials in. Select one and go in the Inspector.
The Shader on the drop down at the top should be set to “Standard”. If not, open up the drop down and select the “Standard”
shader. (1) Then, drag & drop at least the color texture into the Albedo slot and set the tint to white (no textures defaults to a
pure white texture.) (2) If it is transparent, set the Rendering mode to “Cutout” (the “Transparent” mode may work, but it may

not produce proper shadows.) (3) If you know what you’re doing, you can also play with the other texture slots and parameters.
Do this for all of your materials.

& Inspector

Shader | standard f |

Rendering Mode

Smoothness
Source | Metallic Alpha N
aNormal Map
o Height Map
@ 0cclusion
@ Detail Mask
Emission
Tiling
Offset

Secondary Maps

@ Detail Albedo x2
D @ Normal Map
Tiling
Offset
UV Set

> &
S _3
S . o
.‘0‘.”'
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our avatar

pload your avatar, it is possible to
ire whitelist of
errors

Avatar Quality
Polygons

Bounds Size (m)
Skinned Meshes
Meshes
Material Slots

Dynamic Bone Components

Dynamic Bone Transforms
Dynamic Bone Colliders
Dynamic Bone Collision Check Count
Animators

Bones

Particle Systems

Total Active Particles

Total Active Mesh Particle Polys
Particle Trails Enabled

Particle Collisions Enabled
Trail Renderers

Line Renderers

Cloth

Total Cloth Vertices

Physics Colliders

Physics RigidBodies

AVATAR VALIDATION CHARACTERISTICS

Audio Sources

Fora component to be in the "Excellent" category, it has to be equal or lower than the value showed. Same with all other categories until the
"Hard Limit." A component in ""Poor" will trigger a warning and one in "Hard Limit" will trigger an error. (The components
Remember: You have to be below 4 warnings and have 0 errors to be able to build and upload your avatar. N -
. whitelist and limitations)
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6.1 - In the Hierarchy tab (which should be on the left by default,) find the object named “ModelPivot”. Drag your model from
the Project tab and drop it inside this object.

) uploadScene*
Main Camera
EventSystem
Environment
Mo i YOUR MODEL HERE]

aper
UploadObjects [DON T DELETE]

Tip - If another avatar is inside the ModelPivot,
you can click itin the Hierarchy tab, go to the
Inspector tab and hide it by toggling off the
checkbox next to its name.

© Inspector
E BodyBuilder

Tag [u ntagged
Model

Project [ console
Create *

Favorites Assets » Models > GrimReaper
All Materials

All Models 2
(il Assets
» (@l 3rd-Party Materials Textures

> Editor

16

¢



Tutorial

6.2 - Select your avatar in the Hierarchy tab, go to the Inspector tab, click the small
gear icon inside the Transform component and select “Reset”. This will ensure
that your avatar is perfectly centered and aligned to the ModelPivot and that it

is 1:1 scale.

6.3 - If the avatar is too big or too small, you can always change its imported scale by
clicking his model in the Project tab, going into the Inspector tab, and then in the
Model section change the Scale Factor. Changing its scale from the Transform
component of the avatar you dropped into ModelPivot might give unexpected

results in-game.

6.4 - With your avatar selected in the Hierarchy tab, from
the Inspector tab, press “Add Component”, search
for “Avatar Config” and add it to the avatar.

v .. Transform
Position
Rotation
Scale

v &= ¥ Animator

@ Inspector |

onvert Uni
Import BlendShapes
Import Visibility

v .~ Transform
Position
Rotation
Scale

v 5= ¥ Animator
Controller
Avatar
Apply Root Motion
Update Mode
Culling Mode

“INone (Runtime Animator Controller)

rimReaperAvatar

|l§8avatar config
7

lew script
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6.5 - You have a couple of parameters you can set for your avatar. The most important one is the Camera View Position. (1) Set it to
the eye level of your character for accurate results (but it may vary for some avatars.) A blue frame in the Scene view displaying
the player’s point of view will help you position it. Also, be sure to have the Asset Bundle Type set to AVATAR (2) and the proper
Gender Type (2) so your avatar is listed correctly in the PC Client’s Avatar Selection screen. You can also set a LipSync Type if you
want your character to have lip syncing when you talk, but it isn’t mandatory and may be for users a little more advanced.

Camera View Position

Asset Bundle Type

Gender Type
LipSync Type NONE

Custom Animator Ref 22 None (Animator)

Add Component

6.6 - Your avatar is now properly set up for the building process! To build it, be sure it is selected in the Hierarchy tab, go in the menu
item “Somnium SDK > Build & Upload® (You can also right click your avatar in the Hierarchy tab and access the same menu item)

File Edit Assets GameObject Component Somnium SDK Window Help
Login

Build & Upload

Manage Uploaded Content

Main Camera About SDK
EventSystem Check Update
> Environment
4 ModelPivot [DROP YOUR MODEL ..
> BodyBuilder
>
UploadObjects [DON"T DELETE]

Help

18
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6.8 - Once the build process is done, the entire Unity window will show the Upload Ul. From there, you can give a name to your
avatar, (1) enter a description (2) and set it public to be usable by everyone (keep it off if you don’t want anyone else to use
your avatar) (3). You can also press the camera icon at the top right of the preview image to change the preview camera’s
position using left click and the WASD keys. (4) More advanced users will be able to unmaximise the tab, go into the Scene
view and freely add, delete or modify anything in the scene for the preview image (including the camera). Once everything
looks fine, agree to the Terms and Conditions at the bottom using the checkbox and press the “Upload Model” button right
above it to upload it to the Somnium Space servers. (5)

(&) Import new Asset Bundle

Bundle Preview Bundle Name: {
If the upload completed successfully, you will see a

confirmation message appear. Your avatar is now

officially available for you to use inside Somnium
The Grim R fS i S test B
upfoaz'?l,rf.f:’iéim‘;'}‘r?;.“,“’ pecs s Space! You can press “OK” and this’ll leave the
upload Ul automatically

Upload success!!

Public

Upload Model ok

. | have read and agree to the Terms and Conditions
(Click here to read)

20
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6.9 - To confirm that your avatar is online, you can go in the menu item “Somnium SDK > Manage Uploaded Content”

This will open the Manage Uploaded Content window. In there, you have different categories you can unfold (1) and they each say
inside parentheses beside their name how many items of each type you have uploaded. If you unfold “Avatars”, you will see the
avatar you just uploaded and any other ones you may have already uploaded (2). From there, you can either make them

public / private or delete them from the servers.

File Edit Assets GameObject Component Somnium SDK Window Help

e~ | 8o oy |
‘i‘ ~ | oy _\*1_ A

rarchy
Create ~
v € UploadScene*
Main Camera
EventSystem
> Environment
v ModelPivot [DROP YOUR MODEL ..
> BodyBuilder
P 1 SS_GrimReaper
| 2 UploadObjects [DON"T DELETE]

Login

Build & Upload

Manage Uploaded Content
About SDK

Check Update

Help

_D__f Manage Uploaded Content

Logged in User info:
Nick Name: Mickyelloow
User Name: Mickyelloow

Inventory Objects(0)

Buildings(0) =
Avatars(2) Lo
Preview Author Public/Private Actions
1 Make Public

Mickyelloow Private =
Delete
i
Make Public
Mickyelloow Private =
Delete

¢
{

¢
’,:?
\
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Wiz
ogin using your Somnium Space account

credentials. Once you are logged in, wait for

any updates that might need to be downloaded

(progress bar at the bottom) and then click

on the “Launch PC Client” button. e

Somnium Space Launcher

‘ ONLINE ‘ TIME 3:41 AM "- PING 105ms ' LANGUAGE English v

Account Information

s, (G

Forgot Password?

1|6
=| &

Remember O

2

Latest News

4-29-2020
Week 7 of #Road2SLO starts Thursday, 30th of April 1 PM CEST with $CUBES!

3-31-2020
Buy Somnium CUBES at a 25% discount! Buy at OpenSea Today.

Daily Event
We update each other on latest COVID19 news while browsing our world!

0000000 iwww.somniumspace.com

3-10-2020

Somnium Space Beta - Build 2.13.8.10 Patch Notes
@

READY TO LOGIN
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Visual Editing Bones Editing

g Paint B Texture

arrows
e avatar type selection,

select the “CUSTOM” type.
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U are able to make further changes using the tools o :
an edit bones, animations, paint over it, deform the model, etc.
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