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System requirements 
 
PC Hardware requirements 
Minimum system requirements: 
OS: Windows 10 
Processor: Intel i7-9700K  
Memory: 16 GB RAM 
Graphics: NVIDIA GeForce RTX 2070 or greater 
Storage: 5 GB available space 
 
Recommended system requirements* 
OS: Windows 10 or newer 
Processor: Intel i7-10875H 
Memory: 32 GB RAM 
Graphics: NVIDIA Geforce RTX 3070 or greater 
Storage: 10 GB available space 
 
*The recommended system requirements are what Cloudberrie is benchmarked for and 
provides a reasonable guideline for developing large and complex projects using Cloudberrie. 
You can still get great performance with the minimum system requirements! 
 

Supported VR headsets 
Any VR device supported by SteamVR. 

 
Third Party Software 
SteamVR 
SteamVR is a prerequisite third-party application which run in parallel with Cloudberrie Viewer. 

SteamVR is an industry leading software that functions as an interface between VR-applications 
and VR-devices. It is developed by the game company Valve and is built on the OpenVR API.  

Nvidia Geforce Experience 
Using the latest drivers for the GPU ensures that the system is running optimally. You can use 
Nvidia Geforce Experience to check for updates, download and install new drivers 
automatically.   

 

 

  



Cloudberrie Launcher 
 
When you log in with your username and password, you are routed to Cloudberrie Launcher. 
This is your starting point for all your activities: 

• Access your domain with all your projects 
• Convert your 3D models, build scenes, and create scenarios (Scene builder) 
• Play your scenarios in VR (VR player) 

 

When you log in for the first time, click on install on Scene Builder, and you will see that all three 
areas start to download. Cloudberrie Launcher will automatically update to latest version, so you 
don’t have to worry.  

In the left panel, you can see the Domains assigned to your account, a link to User Guide and 
FAQ in addition to a Contact us button. Contact us: Cloudberrie is always pushing the 
boundaries to ease the process of VR-content creation for the enterprise sector. As such, we 
are always working to create new valuable features and capabilities within Cloudberrie. We 
value your feedback and suggestions, as it will help us in the development of Cloudberrie.  
 

FAQ and User Manual: This section holds information and guides to get you started with 
Cloudberrie.   

 

 

 



We do not recommend uninstalling Cloudberrie Scene Builder, 3D Processor or VR 
Player. Cloudberrie Launcher will always ensure that you have the latest version installed. 

If you do need to uninstall, press the three dots on the upper right of each card and select 
Uninstall. 

 



 

Domains 
Domain is where you store your projects. Projects are the scenes and scenarios that you create 
with Cloudberrie.  

Every user is assigned to a domain. You can invite other Cloudberrie users to domains that you 
own, and you can be invited to collaborate on other domains as well.  

Selecting a domain from the sidebar gives you access to the projects within the domain.  

From Your Personal Domain you can:  

1) Create new projects 
2) Open a project in Scene Builder 
3) Open a project in VR Viewer 
4) Invite collaborators to work on the project with you 
5) Delete projects 



Create a new project in the domain 

 

How to create a project: 
Notice that there are two domains in this example. The second domain called “Company 
Domain” is accessible from the sidebar. All domains that you are assigned to are visible in the 
sidebar.  

Domains where you have been  invited in to collaborate  will also show up on the sidebar. 



 

Click on “Create new project”, give your new project a name and click “Create project”.  

   

 



Now that your project is created, you can open it in Scene Builder to create your scene and 
scenarios. The next step is to import your 3D file.  

 

Share a project 
Multiple users can collaborate on a single project, and you can share your project with 
collaborators by inviting via email. 

How to share a project:  

Chose the project you would like to share and click the share-button. Add their email address in 
the field, then press Give access. 

Everyone who has access to the project are listed under “Collaborators”. 

 

  



Delete a project 
To delete a project, press the trash can icon on the project. Confirm or reject your action in the 
popup-window.  

Note: A deleted project is permanently gone and cannot be retrieved later. 

 

 



 

  



Accessing a domain that you have been invited to 
All projects must reside within a domain. A project that has been shared with you will therefore 
show up as the domain it is created in. 

In this example, you have been invited to the “Company Project”. It was created in “Company 
Domain”, which is the domain you need to access in the side bar to get to “Company Project”. 

Note: You cannot share or delete a project that you have been invited to collaborate on. Only 
the creator of the project has those privileges.  

 

  



 

The Scene Builder user interface 
 
Navigation bar 
Along the very top of Scene Builder’s interface is the Navigation Bar.  

 

The Navigation Bar has 4 elements: 

1. Menu: Gives you options to import your models and create, load and save your scenes and 
scenarios. 

2. Scene: Toggles to Scene View. The Left and Right Panels changes to give you tools to create and 
manipulate your scene. 

3. Scenario: Toggles to Scenario View. The Left and Right Panels will again change to give you the 
tools needed to edit your scenario. 

4. Show and edit Scene name / Scenario name: The Scene name or Scenario name is displayed, 
depending on whether you are in Scene View or Scenario View. Press edit to change the name 
and add a thumbnail if needed. 



Left Panel in Scene View 

While in Scene View, the Left Panel gives you access to: 

• Scene Hierarchy: A hierarchical list of all imported 3D objects and assets from the Asset Library.  
• Asset Library: A library of 3D objects, lights and effects that you can pull into your scene to 

make it more dynamic and realistic. 

  



Scene Viewer 
The Scene Viewer is your view of the 3D space you are creating.

 

You will use the scene Viewer to:  

• Position imported models and assets from the Asset Library.  
• Select, manipulate and modify models and assets that are in your scene. 

 

Positioning an object in the Scene Viewer 
When an object is selected, you can change the Position of the asset (1) and Rotate it (2) using 
the buttons on the upper left corner on the Scene Viewer. 



 

The selected object will display the position or rotate indicators, depending on whether you have 
toggled Position or Rotate on the upper left.  

Click, hold and drag the axis to manipulate the position/rotation of the object.  

 

The Right Panel 
Transform 
You will mainly use your mouse to position and rotate objects within the Scene viewer (as 
described in Positioning assets in the scene). However, you can also the Transform panel to 
lookup and change an objects positional and rotational values. These two values are together 
called a transform. 

A transform describes the position (1) and rotation (2) of an object in your scene.  



 

 

The Materials library 
Materials are the optical properties of an object: its appearance, color, and whether it is shiny or 
dull. Or in laymen’s term: It is what you layer on top of a 3D object to make it look like a specific 
material. Use materials to give your 3D models a realistic appearance. 

Cloudberrie has a library of materials that simulates the appearance of most real-world 
substances (such as metals, wood, plastics, stone, glass etc).  

 

 
Applying materials to 3D models 
Applying materials is as easy as selecting an object and selecting a material you want to apply 
the selected object.  

In this example, we have selected a floor object. We then select a material from the Materials 
library on the Right Panel. The material is then applied to the selected object. 



 

Figur 1: The Floor-object with a default material. 

 

Figur 2: The Floor-object now with a new material selected from the Materials Library. 

 

 



 
 
Behaviors and Object States  
Behavior is a system that lets you create interactions and conditions that triggers an object or a 
group of objects to perform an action.  

That’s a lot to unpack. Let’s define a couple of things about objects. 

• Objects have states. For example: A light have an On and Off-state. 
• Interaction with an object can trigger a state change on the same object or another object. 
• Objects can do stuff. This is called an Object behavior. An Object behavior is triggered when the 

object is in a Object state tied to the behavior. 
 

Note: Only objects from the Asset Library can be assigned a Behavior. 

Here’s a list of the parameters for Object Behavior and Object States: 

• Entry action 
o Switch to next object state 
o Set a defined object state 
o Make object visible / Invisible 

• Interaction  
o On press 
o On pick-up and drop 
o On trigger 
o On attach / detach 

• Object behavior  
o Object movement 
o Delay 
o Play audio 
o Effect 

• Pre-conditions 
o Distance between objects 
o State check 
o Object is visible / invisible 

 

Example: Making a light switch with the Behavior system 
This example will show you how you can use the Behavior system to change the state of an 
object or asset. 



We will place a light source, and have that light change its object state between Turn On Light 
and Turn OFF Light. The trigger for changing the state of the light will be a Lightswitch-object 
taken from the Asset Library. 

 

 

Step 1: Place a light source 

 



Step 2: Place an object that will function as a trigger for the state change of the light. In this 
case: a Lightswitch-object from the Asset Library. 

 

Step 3: Edit the Behavior of the Lightswitch. 

 

1. Since the light switch can turn the light ON and OFF, we need to give it two Object states: Turn 
OFF Light and Turn ON Light. 

2. Let’s start by defining how the light switch functions when it is used to Turn OFF Light. 



3. We want the User to press the light switch in order turn ON and OFF the lights. Therefore, we 
select Interaction and set it to On press / click. 

4. Next, we Select action and set it to Make object visible / invisible.  
 

 

5. Then we select the light source that we want to be affected with the action when someone 
presses the light switch. We do so by grabbing and dragging the Light from the Scene Hierarchy 
over to the Choose object field. 

6. Since we currently are defining what happens when you hit the light switch to turn of the light, 
we select the Object state of the light to be Invisible (and deactivated). 

7. A light switch toggles between the lights being on and off.  
8. The next available state upon a new interaction is the object state Turn ON Light, so we select 

that. 
 

9. Next, we go back up and edit the object state for Turn ON Light. It works the same way, only in 
reverse. 

a. The interaction for the light switch object is On press / click. 
b. The action following the press is to make the Light source (object) visible / invisible. 
c. The next state it can enter is Turn OFF Light 

 
10. Lastly we select Turn OFF Light to be the Start state upon entering the scene. 

  

 

Lights 
You can add dynamic light-sources in your scene with Cloudberrie.  



Lights are found in the Asset Library.  

You place it out on the scene like you would with any other object.  

When a light is selected, the Right Panel shows the Light Menu where you can select the color 
temperature and intensity for the light.  
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