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BlenderVR Developments 
•  Integrated in Blender master from v2.74 
•  Multi-user adaptive stereoscopy 
•  Synchronized scene between VR architectures 
•  Freeware (CeCILL B license) 
•  Master/Slave synchronization 
•  White/black listing object sync. Optimization 
•  Oculus DK1 and DK2 head orientation support 

Website - installation, tutorials and documentation 

•  Study investigating paradigms for 6DoF 
navigation in immersive virtual worlds [1]. 

•  Design evaluation of an audio guidance 
system for rescue operations [2]. 

•  Real-time animation of virtual avatars based 
on motion capture [3]. 

•  IEEEVR 2015: Evaluation of navigation 
paradigms for collaborative situations in a 
multi-stereoscopic immersive system: how 
two users can safely share the same virtual 
and real environment [4].  
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They’ve used BlenderVR 

Now it’s your turn… 

From a single  
Blender scene to… 

... 

Define screens size and position,  
users specific callbacks,  

architectures specific libraries, etc. 3D Sound 

OSC 

Features 

Logic control Bullet-based physics 3D content creation Rig and animations 

Tracking & Interaction 

VRPN 


