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“Passionate about VR, AR,
and interaction design, |
believe in the power of new
simulation and that the
users' insight behind the
Images Is even more
valuable. "

— Keting Pan, Storyteller wanna-be

& unity :



TR
SDK .ﬂﬁ

VRIJREAZ H
360 Video




VRTK"



TH7T48 - THERISDK

* Window -> Asset Store

o (LR RAE N A VRTK, SRZEEEF — k465K (—5
- ELEZDownload

e 8 & FTBA“VRTK. unitypackage”
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 [F]F4 /7 1% T #{SteamVR SDK
. 5 & ¥TBA“SteamVR.unitypackage”

& unity



TR - XFERT

» DOCUMENTATION — VRTKCHE, A FE4
e Editor — [ /A UnityfEE 2 N2
» Examples (GEFEE) - #mA44ER =B+
» Materials — 51 1& H 208 &
- Prefabs — A H I 7ASLEE
» Scripts — FHEE

e SDK — % VR

» Textures — Hf[&
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SDK 228 - Scene set up

e F1%k— 7 Scene, Mt 2"Main”
« A|ZE—1EPlane, #1144 24"“Ground”

* Delete MainCamera




SDK 8B

o Hri— P 22GameObject, 4 N“VRTK”
o EVRTK EmEEIN“VRTK_SDK Manager”2H

e TEVRTKGH B — 171 5, 24 N“Simulator”
s EVRTKH B B/ — 1A, g AN“SteamVR”

o /T SR IN“VRTK_SDK Setup”
o 1 AFAXT B prefabs
o ix o At VRTK ™S 5 HY“Auto populate”




SDK 28 - Simulator

o MEERLRTL  FRPRUIFE R UES T ¥ HERRE
* fE/NT TZZTAItii": 7\5516 TERRe
o« PR 1 1RIA- s A A
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VRYIRE3ZE - F APackage

»  AHK_Advanced_GameAsset Pacakge
+ 51l _Complete-Game Scene, k4 N“VRGame'

T JF-Hieracchy#H HJEnviroment, & fllWall
» Position (-0.2, 0, -34)
* Rotation (0, 135, 0)

o it —Part SDKManager & ifil| 247 =«

& unity
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» ZLEAPlayer

<Player Movment

=Animator

“Player, fI:Child Object - Player




VRIS B - (Ee4 7S |

» fTBAPlayer- i JPlayerHealth il A

—_—
—_—
—_—

'{ﬁﬁ:

A A R iR PlayerMovement F1 Animator#
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VR¥IEE3ZH - Object Alias

« FTEE“VRTKScripts” GameObject, ¥1—1&

=)

"HMDAlias"-

l

Z

HMDAlias E¥#RINVRTK_SDKObjectAlias A

» Sdk Object 1% A Headset

» Player #x/MVRTK_TransformFollow {4, #i AHMDAlias%l|H.Game

Object To Follow—##
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VRIREAZ B - !l 2%k 2

» “VRTKScripts” I [
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FHEL, 57l

"RightController”, “PlayArea”
» PlayArea_L#5l VRTK_BasicTeleport

 RightController _t

VRTK_BezierPointerRenderer
o I*-Rendererti & VRTK_Pointer#JPointer Renderer—##

Z“LeftController”.

N JJIVRTK_ControllerEvents. VRTK_Pointer.



VR¥)EE3ZXE - Gun |

« F“Gun 10", #%Player FJGunBarrelEnd F Gun #i%| Gun I0 T
» ¥1BPlayerHealth, {i&t71A PlayerShootingH 1 i

- FTBARightController

e 7510 VRTK _InteractTouch, VRTK InteractGrab, VRTK_ObjectAutoGrab
o 1¥GunlO #i A Object to Grab —#f#

* Interactable Object H1#JValid Drop &% No drop

& unity



VR¥IRE3ZH - Gun ||

e fIFEGuUNn FMeshRenderer Component

e Reset Gun Transform

e HridEMesh Filter, Meshi® 4Gun
e Br’&EMesh Renderer, #IIGunMaterialZ|MaterialsH
» s JIBoxCollider
* Play and test




VRIRE3EH - Gun I

e GunlO Scale i% 2 (0.5, 0.5, 0.5)
e Gun Position &% (-0.276, -0.372, -0.384)

* Play And Test



VR¥IRE3RZ H - Gun IV

e GUnIO T &

o n—

» 1¥SnapHandle #i

H

“SnapHandle”

2|VRTK_ChildOfControllerGrabAttach

(

Snap Handle” —##
- SnapHandle A Rotation 3% % (60, 0, 0)

1 “Right



VR4883ZH - Gun Fire

- ¥TEHPlayerShooting Script

- e flcontrollerEvents.triggerPressed 7+ %% 54| o

« itRightController VRTK_ControllerEvents %! 7t

e GunBarrelEnd 7% & Position 4 (0, 0.037, 0.0635) , Rotationgx

(0, 0, 0)

Rotation (0, 0, O)

& unity
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« 1 public VRTK.VRTK_ControllerEvents controllerEvents 7= H

 H:Child Object FaceLight Position %25 (0.066, 0.368, 0.729) |,



360 Video



360Video - =28

FTEH360VideoStartPack
£4BfVideo -> Beach videoclip, ‘FSpatial Quality g% &
ZMedium, FEiE=Apply

HrEEMain2t5 5, #raiSphere, 4 2360 VideoPlayer
W hnVideo Player component, VideoClip 5% & 2
Beach, HuyH 122 Wait for first frame

1 VRTKAH Fi GameObject#E Bl F3% 35 =

24



Thank youl!



