
How to Use and Install the Holo-NFT
Viewer

Getting Started

Overview
Ready to start making and selling Holo-NFTs? This guide will walk you through what you need to
do to get your 3D models into the viewer and out into the Holo-NFT marketplace.

1. What You’ll Need
2. Download the Viewer
3. Prepare your 3D model for import
4. Import your 3D model into Holo-NFT
5. How to Change the Background
6. Settings Options

What You’ll Need
1. Computer or Laptop

System Requirements

Operating System
Operating System Version

Windows 10 (64-bit)
MacOS Catalina (10.15) or later
Unity 2019.4.13f and above

Hardware Requirements
CPU Core i7 and above
GPU NVIDIA Geforce and above
RAM 8 GB

Storage 200 MB
Display 2D or 3D monitor

2. Webcam
3. Anaglyph glasses (red and blue glasses) or 3D display. (Click here for more information

about 3D Displays.)

https://docs.holo-sdk.com/docs/guides/guide-to-3d-displays/
https://docs.holo-sdk.com/docs/guides/guide-to-3d-displays/


Step 1: Download the Viewer
Download the installer for Windows or Mac here: https://www.morpheus.art/holo-nft-viewer

Instructions for Windows
1. Double-click to run the installer. The screenshot below should be the first thing you see.

Click next.

2. The next screen is the License Agreement. Read it if you want, click the option “I accept
this agreement,” and then click Next.

https://www.morpheus.art/holo-nft-viewer


3. If you want the installer to also create a desktop icon and Start Menu folder, check those
boxes. If not, leave them unchecked. Click next.



4. The installer will do what it does best and install the program. Click next once it’s done.

5. If you don’t already have it, the installer will also ask to install Microsoft Visual C++.
Read/skim/don’t read the agreement, agree to the terms, and click “Install.”

6. Done!



7. If you had the desktop icon created in Step 4, look for the icon that looks like this:



Instructions for Mac
1. Double-click to open the installer. If there is a warning window saying that the app is

from an unidentified developer and doesn’t give you an option to open it, go to your
System Preferences, click on Security & Privacy and click “Allow.” (For more information,
click here.)

2. The installer should open to this window (screenshot below). Click continue.

https://support.apple.com/en-us/HT202491


3. The installer will place the Holo-NFT viewer in the main system folder under
Applications. Change the installation location if necessary by clicking “Change Install
Location.” Click “Install” to continue.



4. The system will probably ask you to enter your system password to allow installation.
Enter it and click “Install Software.”



5. The installer will do its thing and you should see a green checkmark.



Step 2: Prepare your 3D Model for Import
Your 3D model needs to be in either FBX or OBJ format in order to work with the Holo-NFT
viewer. Here’s how to export your models into Holo-NFT viewer compatible FBX and OBJ file
formats.

Note: These instructions are for Blender, a free and open-source 3D modeling program.
(https://www.blender.org/download/) Instructions for other programs are forthcoming. (Please
reach out to recommend programs!)

FBX Format

1. Go to File > External Data > Pack all Into .blend or Automatically Pack Into .blend

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


2. File > Export > FBX (.fbx)

3. Select Path mode from Auto to Copy and click on the icon to embed the texture.



4. Specify where to save the file and give it a name. Finally, click Export FBX button

5. Make sure that the model file and the textures are all in the same directory.



OBJ Format

Basically, you need to ensure that the texture files must be in the same folder as the project file.

1. File > External Data > Pack all Into .blend or Automatically Pack Into .blend



2. File > Export > Wavefront (.obj)



3. Select all options in Objects as option and change Path Mode to Copy as shown in

picture below. Finally, click Export OBJ button

4. When the process is finished, you will get 3 files:
- .obj file

- MTL file

- Texture file (.jpg or .png)



Step 3: Import your 3D Model into the Holo-NFT Viewer
Time to import your 3D model files into the Holo-NFT Viewer!

Note: These instructions are the same for both Windows and Mac versions.

1. Run the Holo-NFT viewer program.

2. When you open the program for the first time, the program will ask you about your
system as follows. Note: For Mac, the viewer will ask to use your webcam. Click “Allow.”

Webcam Connected? You don’t need to have a webcam connected at this point in the
process. If you want to connect it later, you can do so in the settings. Click whichever
option that applies to you to continue to the next screen.



Do you have 3D glasses? Again, you don’t need them for the import process but you will
need them to view your model. Click whichever option applies to you.

How big is your display? In order for the viewer to calculate distances correctly, please
input your monitor size. If it’s not on the list, click “Other” and you’ll be able to manually
give the dimensions in the settings.



If your webcam is already connected, which one do you want to use? For those that
might have a built-in camera along with a third-party webcam currently connected to
their computer, this is the time to choose which one you want to use. If you change your
mind, you can change it in the Settings.

If you only have one camera, you’ll only see one option in the dropdown.

Where is your webcam positioned? If you’re using a freestanding or external webcam,
choose based on how close it is to the table. If it’s basically eye-level when you’re sitting
in front of it then choose “Top.” If it’s sitting on top of the table or if you have to look
down to use it, then choose “Bottom.”



3. Once you’re done with the setup, it’s time to import your model! If you don’t have a
model ready, you can use the sample models listed at the bottom of the screen.

Click “Import” and your computer file viewer will pop-up allowing you to pick the FBX or
OBJ version of your 3D model. (Note: make sure it’s in the same folder as the textures.)

Choose the file and then click “Import” again.

4. The viewer will start converting the model into a Holographic Collectable Item (HCI) and
import it into the HoloScene.



5. Get ready and put on your 3D glasses! (This is our Mars rover model. Obviously you’ll
see whatever you imported.)



Step 3.1: Controlling Your Model

1. Once the import is complete, you’ll see your 3D model in the HoloScene hovering off the
screen. You can control the model as follows:

Set pivot point by pressing “p”



Pressing “+/-” to scale up the model



Right Click and Drag to move the model

Left Click and Drag to Rotate (or use arrow keys)



“i” Toggle the pop-up controls for the model
“p” Set the pivot point for the model
“r” Reset controls

“+” and “-“ Scales model
Arrow Keys Rotates model

“Right Click + Drag” Move model in space without rotation
“Left Click + Drag” Rotates model

Scroll Mouse Wheel Moves cursor forwards and backwards
“Esc” Open Menu



Step 4: Modify parameters
1. Access Settings by clicking “ESC” on your keyboard. This menu will pop up. Click

“Settings”.

2. Adjust Display Options
This is where you can adjust your screen dimensions and your Interpupillary Distance
(IPD).



The Interpupillary Distance is the distance between the center of your pupils in
centimeters.

You can manually enter the dimensions of your screen’s diagonal length in inches and
the screen width and height in cm.



3. Adjust Camera Options
You can switch active webcams here and change its position (Top or Bottom).

4. Adjust Shader Options
Here you can change the Render Mode between:

● Anaglyph
● Perspective 2D
● Side by side

In Anaglyph Render Mode you can also change the Shader:
● Half Color Anaglyphs
● Optimized Anaglyphs 3
● Dubois Anaglyphs
● True Anaglyphs
● Color Anaglyphs



Step 5: Import a Different Model

1. Click “ESC” on your keyboard to access the menu. Click “Import Model”.

2. The import screen will pop up. Click “Import” and your computer file viewer will pop-up
allowing you to pick the FBX or OBJ version of your 3D model. (Reminder: make sure it’s
in the same folder as the textures.)



3. The viewer will start converting the model into a Holographic Collectable Item (HCI) and
import it into the HoloScene.

4. Put on your 3D glasses again!


