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In Spoke, you can either create a new project from Scratch, remix an existing

Hubs scene, or import a Spoke project someone sends you.
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To create a new Spoke project head to hubs.mozilla.com/spoke and click ‘Get
Started’.
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Spoke Landing Page:

If it's your first time, you will have the option to follow a tutorial to get familiar
with the features. If you've created scenes in Spoke before and are signed in, you
will see your previous projects listed here.



b What's New Scurce Community Hubs

Welcome to Spoke

Projects

amiitie tmnaat| moz:iia

‘New Project'S AdHistd 7AFUEA 7]E FHg AdHste] i = 91, 'New
Empty Project'® MEisfA] A SHE Us 45 Q&)

Spoke Projects Page:

Select "New Project" and you'll be able to pick existing scenes from the community

to remix or "New Empty Project” to start from scratch.

New Project
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Spoke Templates:
From here you can customize your scene entirely to your liking! Try adding

content to your scene, or building a house with our architecture Kkit.
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https://hubs.mozilla.com/docs/img/spoke-rock-kit.mp4
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Scenes that are published to Hubs with a creative commons license are remixable.
You can import them into Spoke from Hubs as follows:

1. From inside a Hubs room using the scene open the dropdown menu



2. Select ‘Room & Scene Info’
3. Click on the name of the scene to open its landing page
4. Select ‘Remix in Spoke’
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If someone wants to share their Spoke scene with you without publishing it to
Hubs, they can export it as a .spoke file. You can import .spoke files as follows:

+ Click the ‘New Project’ button
* In the menu, select File > Import legacy .spoke project

+ Select ‘Ok’ in the prompt (be careful of overwriting something you want to keep)
and then select the desired file to upload.
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2. AFRA}F Qo] A: User Interface
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Publish to Hubs._
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In the dropdown menu you will find options to save, save as, export your file, as

well as find help on how to use Spoke.
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Translate [T]: Reveals the translation gizmo, drag the arrows to move object along
the X, Y, or Z axis. you can also move objects around using the grab tool. While
objects are selected press G to grab the selection, move your mouse and click to
place the object in the scene. PRess Esc or G again to cancel the current grab

operation.
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Rotate [R]: Reveals the rotation gizmo, drag the rings of the gizmo to rotate the
object along the X, Y, or Z axis.
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Scale [Y]: Reveals the scale gizmo, drag the center cube of the gizmo to scale the

object up or down.
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Toggle Transform Space [Z]: - regarding the transform space-- It's changing the
transform gizmo to be oriented to the World XYZ vs. the Object's XYZ. You won't
really see a difference until you rotate the object. like, rotate a car 45 degrees.
Then, to go 'forward', you'd want to switch to the object's local axis
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Transform Pivot [X]: Sometimes placing an object can be tough if the model's
pivot point is set incorrectly. You can change how the pivot is caluclated using
this dropdown menu. Can be set to center, bottom, or selection.
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Toggle Snap mode [C]: Sometimes you may want to move an object with a
prevision position or rotation. To do this toggle the snapping mode by clicking on
the magnet icon. You can set the translation and rotation snap settings by using

the dropdown menus.

AW RE Aof: WY &ovh Aot FsHA HEEH=A 24

o2

Ye,

Snap Mode Controls: determines how precisely your transformation tools are
applied
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Toggle Grid Visibility: Shows/hides the grid on 3D grid. In placement mode, objects
canbe placed on top of other objects or the grid. When building verticailly it can

be useful to change the grid height

Press = to increase grid height

Press - to decrease grid height
4. 3]B.of AA]: Publish To Hubs
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Click this button to open the publish dialog where you can edit your scene's

information before publishing it to Hubs.



HAE 1jd: Viewport Panel
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The viewport shows a preview of your scene where you can select and move
objects.

Note that whatever the viewport is looking at when you publish the scene to hubs
will be the scene's thumbnail image.

71&] AEd: Object Selection
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You can select objects by clicking on them (hold shift to select multiple objects).
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Left click and drag to orbit around your scene. Hold the right mouse button to

enter fly mode where you can use your mouse to look around the scene and the

WASD keys to move the camera. Press the F key to focus the selected objects.
H3t AX|: Transform Gizmo
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When you have one or more objects selected, the transform gizmo will appear.

A= 1j'd: Hierarchy Panel
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Objects you add to the scene show up in the hierarchy panel. Double click the
object to focus it in the viewport. You can drag objects inside the hierarchy panel
to reorder or reparent them. You can also drag and drop items from the assets
panel and files from your computer into the hierarchy panel to add them to your

scene.

424 19 Properties Panel
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= Properties

Mame Ambient Light

nates all objects in your scene.
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Additional object properties can be set in the properties panel. This includes things
like shadows, light color, and more.
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Objects are added to Spoke and can be customized by changing their properties.
Different types of objects have different properties available to them (for example,
a light will have an '"intensity' property, but a 3D model won’t). Most objects will

have transform properties, which represent the physical position in the space.

ojAl 1jd Assets Panel:
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Bing Videos

Hubs Sound Pack
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You can find content to add to your scene in the assets panel. You can click on
assets to add them to the scene. Assets can also be dragged from the assets panel

and dropped onto the viewport, hierarchy panel, or properties panel.
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On the left side of the assets panel are a list of sources:

+ Q45 Elements
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Elements are the basic building blocks in Spoke. You'll find lights, media, spawn
points, and every other type of object here.

« Y ofAl: My Assets
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Upload and search your own 3D models, images, videos, and audio.
1% 7]E: Architecture Kit
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The Architecture Kit contains pieces that can be put together to construct a
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wide variety of structures. This kit contains floors, walls, stairs, and more.

« oM 7]E: Rock Kit
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The Rock Kit contains a collection of realistic rock models that can be used to
add detail to terrain, construct platforms, or anything else you might need a
rock for.

« AAR]™: Sketchfab
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Sketchfab is an online marketplace for 3D models. It contains a wide variety of
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high quality models to help you fill out your scene.

+ A= Z2]: Google Poly
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Google Poly is another source for 3D models. Most models are in a flat low poly
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Search Bing for images from around the web.

- ¥ "]t Q: Bing Videos
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Search Bing for videos from around the web.

+ EQJX]: Twitch
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Find live streams of games and more on Twitch.

H\Y Gif: Tenor Gifs
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Find animated gifs to add to your scene on Tenor.

AlS1A 9l 7]%: Experimental Features

&4t
We're continuously working on new features for Spoke. To try them out, you can

enable experimental features. Note that these features are still in testing stages,
and may not continue to be supported.
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3. 233 ZEE: Spoke Controls
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We recommend using spoke on a desktop or laptop computer as some features are

not accessible without a mouse and keyboard.

02 A: Mouse
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Increase Grid Height

H. Action Button Notes
g o Rotate Scene Left Mouse Button | In the Viewport panel
o 2 0lF Pan Scene Middle Mouse Button In the Yiewport panel
== e Right Mouse Button
2ZE -l
E fe Fly + WASD keye I the Yiewpart panel
I == Zoom Scene Scrolwhes! In the Viewport panel
ZHH| AL Focus Object Dauble-click In the Hierarchy panel
7]1¥.E: Keyboard
o, Action Key Notes
i -l Translate Tool T Only in the Yiewport panel
|2 =t Rotate Tool R Orily in the Viewport panel
=5 T Scale Tool L3 Only in the Viewport panel
|45 HYo EFE UELLF  Focus Selection F Only in the Viewport panel
| Bz Ha B FE Taggle Globallocal Transform Space 7 Only i the Yiewpart panel
o =d @3 Toggle Center/Selection Pivot X Orily in the Viewport panel

Only in the Viewport panel

0| -
BRG] A Decrease Grid Height - Only in the Viewport panel
HEds 7| A E 2 Z 22 3|H  Rotate Selected Object Lett Q Only inthe Viewport panel
| HEiS 7| H & LES 2R ST Rotate Selected Object Right E Onily in the Viewport panel
I;b..” BLE R Taggle Snap Made C anly i the Yiewpart panel
Aim e HE Invert Snap Mode CrifCml Wyhile dragging objects in the Viewport panel

_14_

2hH| AEH Delste Delete, Backspace  In the Yiewport panel and the Hierarchy panel
E7HHI 25 Duplicate CtrifCmd + D In the: Viewport panel and the Hierarchy panel
:‘d Ef Group Selected Clrl/Cmd + & In the Yiewpart panel and the Hisrarchy panel
’J Ef T Copy Selected CirCmd + C In the Viewport panel and the Hierarchy panel
:’d B &t Paste Selected CtrifCmd + ¥ In the Viewport panel and the Hierarchy panel
Efz‘?‘_—". Fla Undo CtrifCmd + Z In the Yiewport panal and the Hierarchy pangl
ChA| & Redo CirifCmd + Shift + £ Inthe Viewport panel and the Hierarchy panel
;Tﬂ = Save CirifCmd + S I the Viewport panel and the Higrarchy panel
i"é*E)- A3 Serub faster Shift Wyhile scrubbing numeric properties

HHES| ~328 Scrub slower AlOption Wyhile scrubbing numeric properties
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Once you have created your scene, you can start customizing it by adding
content. Spoke and Hubs support a wide variety of media. Note that to publish to
Hubs, Spoke projects have a size limit of 128MB.

3D 29 3D Models
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Spoke allows you to search 3D content from Sketchfab. You can find collections in
the assets media browser.
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If you have existing .glb or .glTF models, you can upload those to your asset
library as well.

FElX A2 c: Uploading Content
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You can upload your own existing assets to use in Spoke. To upload content:

Select the 'My Assets' tab in the Assets panel of the Spoke editor
Click the 'Upload' button in the 'My Assets' panel and choose the file to upload
You can also drag + drop content into the editor window to upload it to Spoke.

Scenes have a size of 128MB, and files used in the scene must be below that size.

3D 8@l =Al7]: 3D Model Spawners3
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If you want to create a room that has a specific 3D object that people can make
copies of, you can create a ‘Spawner element. This can be helpful for making it
easy to have a scene that can allow multiple people to quickly get their own
copies of the same object. To do this, you will want to copy the URL of the model
that you want, create a ‘Spawner element from the Asset panel > Elements tab,

and paste the URL into the properties box.
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Images can be added to Spoke with a 2D projection or a 360 degree
equirectangular projection (a format that could be used as a skybox or other type
of scene background). You can upload images or gifs from your own computer or
use the built-in search tool from within Spoke to find media online.
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You can link to online videos in Spoke to create a permanent player for video
content. Spoke attempts to automatically play any type of streaming video content
or live stream. YouTube and Twitch URLs usually work well for streaming if you
want to have a permanent link to an ongoing feed in your scene. Like images,
videos can be projected in either 2D, or a 360 equirectangular projection.

It is worth noting that the current behavior for videos in Spoke can be configured

to automatically play and loop, but you cannot currently change the video that is
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linked after the scene is published to Hubs. If you want to temporarily add a video
that can be removed, you may want to consider adding it to Hubs and pinning it
to your room instead.

If you want to use additional types of feeds, such as a screen or window share
from your desktop or your webcam, you can add these after you create a Hubs
room with vyour scene. Currently, screen and camera sharing cannot be
instantiated inside of Spoke.

Qr0e: Audio
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You can add links to .mp3 files to add audio to a Hubs scene. Currently, however,
there are no controls on audio clips added using Spoke.

We recommend uploading audio files to Hubs directly, so you can access the

volume controls in case people have trouble hearing with the audio playing at the
same time.

Qlx} ¥}&7]: Particle Emitter
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The particle emitter is a Spoke object that spawns moving particles.
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You can include links in your scene to point to other Hubs rooms or to different
places on the web. To create a link element in Spoke, under Elements, select the
'Link' element. When your link element is selected, paste your URL into the
properties panel. When your scene is published and used to create a room in
Hubs, the URL will be resolved to its file type and displayed according to the
content type. If you use a URL to a general website, Hubs will attempt to take a
screen shot and display that content where the link element is placed. If the url

cannot be resolved, it will display a broken media image instead.

gjfjo] =2 Ql: Media Frames
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You can use the Media Frame element to designate areas you would like media
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objects to snap to in-world. Media Frames can accept both 2D media and 3D

models.

v | @ Selection v ¢ | 90° ; r OpeninHubs Publish toHubs...

| ' Hierarchy

Media Frame
Aframe ta capture media objects.

Assets Elements.

Elements 0 ? °

oy X
y —. +

Architecture Kit

RockKit Point Light Spawner Trigger Volume
Sketchfab

Bing Ima;
ing Images fiaTypes Only 2D Media
Bing Videos D

(%) = %
Hubs Sound Pack 0 ——
Tenor GIFs

Link Particle Emitter Simple Water Media Frame AudioZone

https://hubs.mozilla.com/docs/img/media-frame-demo.mp4
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Qe 19A: Audio Zones
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Audio Zones are 3D volumes that modify the audio properties of audio sources
(avatars, videos, audios, audio targets, etc) based on the source's and listener's
positions with respect to the audio zone. One obvious application would be to dim
audio sources' volumes based on 3D areas like rooms to mimic the real world

behavior.

= Hierarchy

B Scene Preview Camera

© AudioZone
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Audio Zones work based on the audio source and the audio listener's positions
and they can be of inOut and/or outln types.

+ inOut: The audio zone's parameters will be applied to audio sources inside the

audio zone volume when the listener is outside the zone.
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+ outln: The audio zone's parameters will be applied to audio sources outside the

audio zone volume when the listener is inside.

Out 79 - 79 URol4 Weste BE ore 440 228 JRdA 5L 4 Y=
Aot 2%

InOut zone that blocks all the audio sources coming from the inside.

Final source gain: 0.0
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Outln zone that blocks all the audio sources coming from the outside.

Audio zones can be inside other audio zones, in that case the applied parameters

will be a reduction of the most restrictive parameters.

HEAIe}E e AA Atolo] £ 7j9] Qrje
0.10]1 t}2 7] gro] 0.5¢1 HL Al %

Tofo] glaw A WAY 7eielo] A9l (gain) ol
0.1

If there are two audio-zones in between the listener and the source and the first

one has gain == 0.1 and the other has gain == 0.5, gain == 0.1 is applied to the

source.
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