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(1) & Project MR FHT Assets SCIFR, i lbnAr b, (E7 A PRIES R ik
Create—Folder #E100, G —ANBIHI SR, BB/ E A4 N Learning, 451411 3.1 FioR.

*= Learning

Kl 3.1 7E Assets X F G4 Learning SC {3

(2) i%&H Project [Hi#R N ) Learning SCfF%, s WARAHE, E5R H A RAGESE ik %
Create— Folder 3£, ZELGIEH 5 ANH O3, 20 5PK e AI1E 6y % A Materials. Models-
Prefabs. Scenes fll Scripts, &5H a0 3.2 Aiw.

Assets » Learning »
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Hr:

Materials 3C{F 5 FIRTBCE A H QB BIM 5 SCA

Models SCAS AIRCE M - B CaE IR .

Prefabs S HIRICE - B a1 £

Scenes A HIRTCE M H QB 13757 3

Scripts 3CAF I FRTBCE M H O 5 B 3CHF

e TAEZ 5, AT 21 fE ] SteamVR Plugin 5¢ e A A 1) L4 .

3.1 SEfil 1. #2aED

3.1.1 EFIBR

i/ HTC Vive T4 (1 B £ 8 77 R fU B S 5 h b AT %34 50R2 30

3.1.2 SEfIBE

SteamVR Plugin N & # &4t T Teleporting A1 TeleportPoint P A~ Tl il 44, DL &
Teleporting.cs. TeleportPoint.cs F1 TeleportArea.cs X4, FI ' R FEAE H SR BRI 237 5t
JE > Teleporting i, AJSEMERZHIALE FIBCE S T4 TeleportPoint T4 R
AISEIAE S . RV RIE — AP KR A B R, MWREIE TR, REEX
AP % _F 43 Teleport Area 414FRIT],

3.1.3 SCERIR(E
FIHFRATR AT SRR, SCILE IS i T R B Th S

1. W E Player

(D FrE—A 5, 1%4% File—Save Scenes 74, WK 3.3 s, ¥ UETH 4 IR A
Moving.
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I FileIEdl't Assets GameObject Compe

MNew Scene Ctrl+N
Open Scene Ctrl+0
I Sawve Scenes Ctrl+5 I

Sawve Scene as.. Ctrl+5hift+5
MNew Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B

Exit

K33 RIFFEIIGS

(2) fE Assets/SteamVR/InteractionSystem/Core/Prefabs/ S T #k 3| Player TiifilfA, E
Ff HoA N Hierarchy AR, #AEJ7EWE 3.4 Fis.

= Hierarchy # Scene
| create ~| fara

1 Project

I_ Assets » SteamVR » InteractionSystem » Core » Prefabs

Kl 3.4 4 Player Tifil#A&HE N Hierarchy AR+
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(3) #51) Main Camera X G R (B AL TIEHGERIRES ). 4 HTC Vive
Wk, TR, ®EkE, BiTR, WEACR. TUEIIMAEETENT, BT
Wi 4% Trigger %, T154E%; 1% Button #8, PREfash, HALTFIRELE, AR A, 7T
BB KRR E TR LS LN

2. MEEES
(1) {£ Assets/SteamVR/InteractionSystem/Teleport/Prefabs/ S 43 T~ #£ #| Teleporting T
HilfAk, A4 HHEN Hierarchy MR+, #AEEWIE 3.5 Fis.

“= Hierarchy
| Create v| (&'A”—j Display 1 #| | Free Aspect
v €} Moving* =
Directional Light
» Player
b Teleporting

28 Project El
Create 'l

» 55 BuggyBuddy n Assets » SteamVWR » InteractionSystem » Teleport » Prefabs
b 53 Grenade

&3 Interactions_Example
> G Joeleff

* Teleporting
b L TeleportPoint

Kl 3.5 ¥4 Teleporting T4 #E \ Hierarchy AR+

Q/E & : &4 Teleporting Xt % 7 Inspector T # F By Teleport £1 14, H 4= % 3 8 72 Teleport
Action & M, %8 M5 € B B 4T 2 \actions\default\in\Teleport, 41/ 3.6 Fr 7.

¥ #| v Teleport (Script) @
Script + Teleport ®
Teleport Action |\actions\default\in\Teleport | ~

K] 3.6 Teleport Action J& 1%
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(2) # Kl 3.5 H 1 TeleportPoint il 444 A\ Hierarchy M+, FF7E Scene & M H i E
FHAE .

(3) sl T (EEEE BRI RT3 £ Scene & 1 HHUE 24> TeleportPoint
i a6 H A E—A TeleportPoint Tl 445, 7E Inspector AR T, ik Teleport Point
A Locked BIEHE, 1K 3.7 fias.

¥ «# v Teleport Point (Script) o 3 i
Script - TeleportPoint =)
Locked
Marker Active v
Teleport Type Maove To Location v
Title
Switch To Scene
Title Visible Color I
Title Highlighted Color Vd
Title Locked Color I
Player Spawn Point | |

3.7 ’/zJi% Locked & iEHE

(4) BT, APk B B 5)E, EARUEMBE S . i, %4
HTV Vive FAR L 1B A6, X880 B IF (L6 Tt 2 Bon ok, IHImm ek vk 2L i%
mb, R TT AR, A AT AR Bh BIAE IS AL .

3. MERXEFE

(1) 6" Plane X1 %, & H Transform J&IEHIZEUE, WK 3.8 fis.

© Inspector [

a 4 |Plar1e | || static =
Tag [ Untagged t] Layer [Default t]

¥ .~ Transform i,
Position X0 NE 'Z0 |
Raotation X0 NAE | z[o |
Scale X0.2 |¥[o.2 |z[0.2 |

K 3.8 1&04 Plane X %11 Transform J& LS HE

(2) 1£ Inspector [AR &, H.ii Add Component %4, fE3fH I RES, A
TeleportArea, {EFZRLE LYK IEFE Teleport Area 2044, 4 Plane XJ M Teleport Area

HAE, BETT i 3.9 At

Add Component I

2. TeleportArea @)
Search

MNew Script 4

3.9 N Plane Xt AN Teleport Area Z144
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(3) % Plane XF 4, % Ctrl+ C fREEEEHAT EHIEEAE, SR)GH% Ctrl + V PREEEERG G H
A—AFI, #BHALE, fEA)iE Locked EIEME, Wk 3.10 s,

¥ # + Teleport Area (Script) 9 3
Script TeleportArea
Locked
Marker Active o

K] 3.10 % & Teleport Area 141 Locked J& 14

(4) 18T . R2Ji% Locked B IEHE 1)1 If v AAEART A BALIE, 2Ji% T Locked B
HEHER T IV % .
W BRI, BATES TR R TS

3.1.4 SRIREL

FEREMI L S h AT AR B B L TR A S U N
(1) Teleporting Tl 1% .

(2) TeleportPoint Fifil A,

(3) ¥INT Teleport Area ZH A4 b [ X} % o

3.2 £f5l 2. fMEVINEK

321 EFIBR

i/ HTC Vive TR HRAE SRR UL S8 5t P IR /N ER RS B2

3.22 SLHIFZE

SteamVR Plugin ~NFF &K #$24t T Interactable. Throwable F1 Steam VR_Skeleton Poser
A, T HERG AT A X L 20 AR ST AE o

3.2.3 SCARIR(E

1. =R
(D #HiE—"5, %N GrabSphere H{R17 -

(2) £ Assets/SteamVR/InteractionSystem/Core/Prefabs/ S 43¢ $k F| Player FifilfA, ¥
HHE N Hierarchy [HARH, A5 3% 55 ) Main Camera %] % BE 5l a0 E HHMIBE
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(3) #%4f HTC Vive 4, fIIFFM, B ISR, 2755, WEHCR. TUEZIMN A
WETENT, WH TN, 1% Trigger #, T8I 14 Button ##, FRERI, HALTIEE
B Rbhle AR, KIFRREE TR LS AR AR .

(4) &+ GameObject—3D Object—Cube LT, A% —> Cube X &, FEEIHL KN
A&, I Transform JEMEEEWE 3.11 fizn. VR G RAEBATH, X RAERAT, 1N
HFAEH .

& Cube [ Static =
Tag | Untagged | Layer | Default 3|
¥ .~ Transform %,
Position oo ¥ 0.5 Z 06
Rotation 0 Y0 Z o
Scale X1 ¥ (1 Z|1

3.11 Cube X% (] Transform MK E

2. BIE/EBK
(1) 1%+ GameObject—3D Object—Sphere LI, fJ%E—> Sphere X} 4, H Transform
JEME R E I 3.12 FR.

¥ Sphere [] Static =
Tag | Untagged el Layer | Default el
¥ .~ Transform #*,
Position X0 ¥ 1.05 Z|0.2
Rotation ®o ¥ 0 Z 0
Scale o1 ¥ 0.1 Z/01

3.12  Sphere X %] Transform J& M 5 &
FAMEH Sphere Xf R CUNERD) 5 FMHATIRIUNZ HRAIE. 7 17 e BiRlE, HE
A Sphere X ¥ Rigidbody ZH1F .
(2) 1%+ Component—Physics—~Rigidbody 17, A Sphere Xf ¥ Jl—> Rigidbody 4
fF, LA/ NERAT Lz B 520, ailE 3.13 Fos.

Component Window Help

Add... Ctrl+Shift+A

Mesh > stsStore € Game
Effects SNEAETI~IE
Physics * Rigidbody

Physics 2D » Character Controller

B’ 3.13 4 Sphere X %71 Rigidbody 20 {4

3. AMEZERHF
(1) N Sphere X R M Interactable Z4F. AL IRIF/E Assets/SteamVR/
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InteractionSystem/Core/Scripts/ 3L e 71, K iZ 20 £F4E N Hierarchy [fi#R ) Sphere XI % I,
ik 3.14 FioR.

:' = Hierarchy
| | Create '| o All
|YQGrahSphere‘ =
Directional Light
b Player
Cube

Gizmos

_ B3 Project
| Create '|
"ﬂ?Fivorites
@AII Materials N\, | [Eignorenover
©L Al Models p
@AII Prefabs
@AII Scripts

InteractableHoverEvents

1 3.14 4 Sphere X RSN Interactable Z14

Q\

& 9T & . 75 Sphere X £ ¥ P A AL T, 7 4 11 B9 Inspector T AL T, £ 4 Add Component
AL, A REPRN Inter, 4KE N EE R KT Interactable
Ak, BIEFFWE 315 ir,

Add Component
< Inter L)

a

Interactable Example

Interactable Hover Events

Steam VR_Laser Pointer
New Script

B 3.15 #.i Add Component 3240 s hn 44

Interactable ZH1F 1R EA/NREAS S KRG T HIIRE. HAREEWE 3.16
Fi7n, ANz)i%k Hide Hand On Attach & i%HE, 7A)i% Hide Controller On Attach & %A

¥ || ¥ Interactable (Script) o*,
Script - Interactable @
Activate Action Set On £ Mane ™
Hide Skeleton On Attach
Hide Controller On Attac(s|
Hand Animatien On Pick 0 |
Set Range Of Motion On| lNone ™
Use Hand Object Attachisf
Attach Ease In O
Snap Attach Ease In Tin 0.15 |
Snap Attach Ease In Co[]

Hand Follow Transform (o
Highlight On Hover [
¥ Hide Highlight
Size o |
Howver Priority I |

K 3.16 Interactable ZH{F N R IEE
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(2) IBATRER, FHREBVNER, DNERE RS OIONE, FRSocFHE, TP e

TAVEIUE R

QE% . BT Interactable.cs & SteamVR } H P W Z OG0y X, B FEVHB K
HAPWARE, wEEBTIMENFE, 2 G Assets/SteamVR/Resources/ XX 1
3 ¥ SteamVR_HoverHighlight.mat # Jit &4 B &

(3) M B2, 4k829 Sphere X 4NN Throwable 4144, HAZEUIE 3.17 fs.

v # Throwable (Script)

Script
Attachment Flags
Attachment Offset
Catching Speed Threshold
Release Velocity Style
Release Velocity Time Offset
Scale Release Velocity
Scale Release Velocity Threshold
Scale Release Velocity Curve
Restore Original Parent

On Pick Up ()

List is Empty

On Detach From Hand ()

List is Empty

On Held Update (Hand)

Listis Empty

o i i
Throwable

Mixed... v
None (Transform)
=1
Get From Hand v
-0.01
11
=1
_— |
o

(4 BITIEST,
Kt

& 3.17 Throwable ZA{t P %5

IXB 4% Trigger #28# Button £8#8 A] LUK /ANERITUE, (H2 FIPNHER

(5) A Sphere X % ¥/l Steam VR_Skeleton Poser 4114, JEH Pose Editor 5, stk
3| Create %4, A5 F Create #ZH A MM O KR, WK 3.18 Az,

¥ Pose Editor

-]

Current Pose:

| None (Steam VR_S" Create

Preview Pose Scale |1

¥ Blending Editor

L]

% 3.18 Pose Editor F1f



Unity3D+SteamVR K352 B FH——HTC Vive F K& 52

(6) FEOEFPR, R3S H ik sphereSmallPose &I, WK 3.19 s,

1
| Select SteamVR_Skeleton_Pose

@

_' Assets

None
&l CubePaose
4wl CubePose small
) fallback_fist
| fallback_point
o fallback_relaxed
.l GrenadePose
.| GrenadePose_pinch
»| HappyBallPose
) HappyBallPoseSqueezed
.| longbowArrowPose
| longbowPose
.l ReferencePose_BindPose
.| ReferencePose_Fist
| ReferencePose_OpenHand
.| sphereFose
“) sphereSmallPose
.l SquishyBase
wl SquishySqueeze

K319 TSRS
IXIFFE Scene T M H A LU WL — HME Sphere X 104 F, W 3.20 fis.

# Scene
| shaded

B 320 ZRTHIZEH

Hiii Right Hand #2H(1) “F7 ElbR, 803 HGH 2)i%& Show Right Preview SiEHE, #inl
VARSI St i3, AR5 3.21 Fros.
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EUEGEE] Left Hand Right Hand
Ll sphereSmallPose (SteamVF @
[ Save Pose

Lmpoitoze Thumb movement [Static ||| Thumb movement |[Static %
Index movement | Extend ¢ ||| Index movement | Extend  #
Middle movement Extend # ||| Middle movement Extend ¢
Ring movement Extend # ||| Ring movement Extend %
| ©pen Hand 4| Pinky movement [ Extend % ||| Pinky movement Extend  $
| RESET TO REFERENCE POSE |

Reference Pose:

Show Left Preview [ Show Right Preview [

Copy Left pose to Right hand Copy Right pose to Left hand

Preview Pose Scale |1

K 3.21  BRGT R

(7)) BATFEF, FFWEMRENER, %43 Button 85k Trigger 8, A LB /NERIGE K
QISR P B /NER, R [FIET, FATF Button $#5 Trigger 8, HUAEI/DNERTIH %o /D
BRORH 2 AW R AR T AW 1) R B AR ), iX 2 B Throwable 414 H11#) Release
Velocity Style JEPERE 1), BRINZHZ Get From Hand, 1/ 3.22 foR.

¥|¢] Throwable (Script) 1,
Seript Throwable @
Attachment Flags | Mixed ... a
Attachment Offset |None (Transfarm) | ]

Catching Speed Threshalg -1
I Release Velocity Style Get From Hand
Release Velocity Time Off -0.011
Scale Release Velocity 1.1
Scale Release Velocity Th -1

Scale Release Velocity . I

Restore Original Parent [ ]

K 3.22 Throwable 214 ) J@ It ¥ &

Q
%) J1iR & : Release Velocity Style ¥ # Short Estimation ## Advanced Estimation 7 > %
Bon R H S B, W F E Wy Sphere 3t £ 7 Ain VelocityEstimator 411 .

I, DB B LB B 4 5E 1 .
324 ISfIRLL

FEREAUIN 5237 5 TR AT DAgE HTC Vive TR BRI 75 265 LU R LA AT
(1) Collider ZH1F: & &5 Tk A Alii -

(2) Rigidbody 1 =2 F|E JJ5E0

(3) Interactable Z1F: FHR T 15 B .

(4) Throwable ZHAF: T AR 25

(5) Steam VR _Skeleton Poser A11: Eox “F7 ML H,

85





