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1 using UnityEngine;

2 using System.Collections;

3

4 public class NewBehaviourScript : MonoBehaviour {

wn

Use this for initialization

6
7 void Start () {
8
9 }
10
11 // UOpdate 1s called once per frame
12 void Update () {
13
14 }
15 }
16
B 56 HEXAE B 5.7 —REBNMAERTH

& 5.7 132 T Unity3D A dr ] B4 StartO Fl Update(), Unity3D A o i) 8 %
PRIEICI4 Ay [RT R, Unity 720 T3 A8 R &5 A sh R AR G pR B . AR BT 5 L /1 5. 7 i Start O
PR AE Update O pRECHE — K 85V F AT V8 . 1 Update O pR 8507E He i 78 B8 A 5 S L 6 78
Z 5 B R — i R . Unity3D i $2 4130 < 5 76 AS [5) B 20 98 R A [l O pR B, 132 v] B AT 4
I5&) AH 5 B AL

5.1.3 shEfmEEs 5
o
TERAIB SN I &, Bl shm A S ASIEERH BERERNART AT IES 59.3%

25 AR IR A N\ T 4 T M A0 30 A €8 50 AN [R) B8 Bl AR Y DA — AN 7 SE R ) S A S 3
PR3 A 9 A 03 AH S Al U . FE AT v, T P AT fi A% e 1Y) 88 52 AT A 4R L TR S T
AR R G R D AR A B AT D 1SR B L A ] A B A Y 4
B R .

XoF T R A8 B0 I AR € 1 S A S Sh VR, Unity3D B 74248 T — 4 bR vE WS IR, A 45 25 T 5 AR
Bl 65 A RRAL B P AT 2 2] 5. B Unity 2018 WA IF IR, B J7 A fE 5% R
(Standard Assets) T2 IF & F 1L E J7 BRI E M3l Asset Store FHEAT N H T A

£ Window 3¢ B 1 3£ £ Asset Store T, 7E & 5t 1 b 7 A9 AR B2 50 th 3 T Asset
Store £, AZA2J5 Unity3D ¥ B 85123 B )7 Asset Store 3k, AP AT DA T 84 22 %R,
e 5.8 fiR,

TEA R A A Standard Assets JCHEFHEAT I R S HEIEIEAE 5 b ol B IR ALY T 48 0t
T W 5.9 BT 3% — B A 0 0 4 fie B T e 3 2 >0 R i

75 0TI P i Tmport 8 B 7 bR MEBEIRALRE T 80 S A £ A Unity3D TR Hgr,

A |1 2 37 5% T AR, 7F Project % H H 3% 3 9 ¥ A Standard Assets— Characters—>
ThirdPersonCharacter—>Models H 5%, % H 44 & Ethan 8930 H A BUAR 22 846 37 3] Hierarchy
% H b Unity3D B 7 $2 BE9 25 AR Ethan S AS 20 0 5. 10 FiR,

B T ORAG S Zhim A 4 Ethan Wiz s 5 shmadl . B8 =W A2, Unity3D § A
1% 2y 1A CO R A — PR B — 2H A gl i AR T 2 R gl i R T AR O 4
A k45 7k WA — b 3y 1 2y P K 2 i S A 22 ) e A . 3OS AR it A o A R AR PR YT L A
NI B R SRR . 15 561k Ethan f— >8] 5 59 % Xk g i (Tdle) , B — > #f (0 78 6 i A
PRI B ARG B B AR TGS B 1Y B, KR A O SERE T P B T SRR




@ EPIIISEF 2B if(ARRR)

Refine by clear filters

On Sale Only («

All Categories -
3D
2D

Add-Ons (=«

Buried Memories Volume 2: Serekh
Cei.f rnnment and character shawreasing the noweraf HORE Aﬂ) v

B 5.8 $E#EZFI'E 7 Asset Store W ih

Standard Assets FREE

Popular Tags

Add a new tag right now?

Add tags

5.9 #tN'EJF Standard Assets FiEE FTEHTHE

B Assets T O A5 HBLIE 338 B, 38 #% Create— Animator Controller 1y 4, #7 #
— gy ) R o R4 R RO Ethan, IOREIZ 304 3 2 /1 (5 Ethan # Inspector IR
o' Animator 4114 T # Controller £, & W38 o) 12 2 il 4 i) % 422 i /1 {4 Ethan B 2l iz 3y,
W 5. 11 fiR,

F2 T K A gl w4 ] g b AT A5 A 5 L TE Inspector £ H1 X Animator 205 R Y
Controller fr4, 5t % 1 H Zh YI# & Animator £, 3% & — A~ L5 A5 & 7 2 522 B 3 i 4% 1
S B — A7 BRI B RRR — A SR A G T R S AR A R RT LS A [ B e 2
(i) D0 48 o Aol AR 48 FH P i A 58 AR S 1Y 3 i B A




wow wza ()

A + BEIEN

1t Scene

S || & Assers > Standard Assets > Characters  ThirdPersonCharacter > Models

B 5.10 4% Unity3D B FIREREE Ethan ENF=

B + NS R

w ), EL|le1m

r

-
|

Bs5 11 AAeHE—/IIHEZGHSR

SN SE — A gl im 5 8L 4 i Create State—>Empty, #7 @ — > %5 (9 8 i 75 5, 78 47 0l
Inspect £ HURE T A5 4 FREl Ry Tdle, om BE1 f % 0 F M @5 fE sl . Bl 5 s Motion #4, 78
A R SR R op L 1T DL B A 8 Ethan B R — R 90 30 i 3 4E L 8 H 9 Humanoidldle
Shimi, Q5. 12 Fios 8 F7 Rk 2 & B A A Ethan 4R AT %R 315 .

FET R ESH 5 WA BR . w S S BE A A R A A Sk DU A
Ethan 7E 55 h B sl , 46 il 2h i ff G 7E JB P03 e b i@ i . Hovb s 1 Sk B o AR € 7 I 2k




@ EPIIISEF 2B if(ARRR)

| - Untitled - CharacterControl - PC, Mac & Linux Standalone (Personal) <Metal> r

5012 EFHEEFNEARPRETRSHE

5B Ao A Sk 4 i AR 6 0 s ) AT A0 A e g B S e S 4 ] g b IS nORH B A gl i sl A
P A APATETNE L3 (M3 K mbEsh (Mg . 2t XA BR, 3T DL § /1 4 Ethan
AT 5 18

TE Assets % T HT & —A4> C# A, 54 & EthanControl. cs, ¥ {4 i 3 £ Ethan ff {0,
IH X A P FRAE Visual Studio FATIF . IFAE UpdateO) p& 80 i AT ACRD o

void Update()
{

float h = Input.GetAxis("Horizontal");
float v = Input.GetAxis("Vertical");

Vector3 LocalVelocity = new Vector3(@, @, v);
Vector3 Velocity = this.transform.TransformDirection(LocalVelocity);
this.transform. localPosition += Velocity*Time.deltaTime;
this.transform.Rotate(®, h * 2, @);

}
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public class CameraControl : MonoBehaviour

public Camera FirstPersonCamera;
public Camera ThirdPersonCamera;

public class CameraControl : MonoBehaviour

public Camera FirstPersonCamera;
public Camera ThirdPersonCamera;

RenderTexture FirstPersonCamRT;
RenderTexture ThirdPersonCamRT;
int ViewFlag=3;
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Public 1T £ RenderTexture Bl 3F £

2 PR EMAN Start O B R I S A, i 5. 20 FroR . o, 58 1.2 474005
439 4 75 W ) Render Texture A8 it H I P AE IX 38, N AE X UK /N5 B 7R 18 4% Bf 48 o0 SR AR [ 5
5 3.4 AT NGB — N FRAEAIL S 55 = N FRAR AL A 1E U S 1 48 1) X 5 1 Render Texture PN 47
X5 25 5.6 174025 Ih 5 — APRAHAL S 58 = AFRMHLIEAT A ghid 4. th P 46 3 — A A
AHMLHEAT 24T G

void Start()

FirstPersonCamRT = new RenderTexture(Screen.width, Screen.height, 24);
ThirdPersonCamRT = new RenderTexture{Screen.width, Screen.height, 24);

FirstPersonCamera.targetTexture = FirstPersonCamRT;
ThirdPersonCamera. targetTexture = ThirdPersonCamRT;

FirstPersonCamera.enabled = false;
ThirdPersonCamera.enabled = false;
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void OnRenderImage(RenderTexture source, RenderTexture destination)

%f (viewFlag == 1)

void Update() FirstPersonCamera.Render();
{ Graphics.Blit(FirstPersonCamRT, destination);

if (Input.GetKeyDown(KeyCode.F1))

{

ViewFlag = 1; if[\rinlagr—‘S]

if (Input.GetKeyDown(KeyCode.F3)) ThirdParsoRmarn. Nesdart 14
{

Graphics.Blit(ThirdPersonCamRT, destination);
ViewFlag = 3;

}
521 APEBESESENHHEAR 5.22 7£ OnRenderlmage() iF £ {f 3z % ¥ & HE ¥ 58 5 H
A s — A~ 1 F W B4 R a0 SR YT P AE S — BRI A I DU R AR — A

FRABHLBEAT — R IE 4, F2 98 F Blit O BRECE A7 T RenderTexture AT X H A9 78 Y W) 15 4
2 /R4 destination; 55 A if B9 /E . Q022 S0 F P 48 2 55 — AN FR A0 A 1 T A L )




@ EPIIISEF 2B if(ARRR)

58 = AL T — W E e IR PR BlitO pRECE 77 T RenderTexture AT X H 1Y &
e i) [ FE B R A% destination . M SEEE P £ AH B [T 9 D) 4 A .

PRAFBIAS SRAT e Ak 4% F1OSE R b 7R 55 — AFRALAf | T, 4% B3 B BR 3 b WR 28 = A
PR A S 1 T P AT D3 R U040 0 A — A PR AL A B = N BRI AR R AT R DL i, A 5. 23

7R o

5.23 RAPEHEBERARA

5.1.5 Unity3D & &R {E B #1175 F

FEE AN VR T A, 5 00 PR 458 o 0 45 ol = 0 O T AT 1 3R, IR 40 AR (AR B S R A7 45 b
i3, M P 28 AL 2 U i LA R 5 A GRS IR i Xk 5 1 28R VR FF & ks 2 2 AT IF
TR A A B HLE] AT 48 Unity3D H JF A7 Ab B4 28 =5 1 B ok B0 1) AT I, 2
X — 0] U R A B Unity3D PR A BB EE L

BARSRBERGE P Z LR ARCIERT ML H Unity3D 3R R UL Rz E
1, SEBR b H AR 2 8500 5 | 2 W AR 2 3 T 2 AR 1Y R U fEWE 7 2R A — 2
JE AT LA CPU 28 PR I [i] Ah B0 22 AT 55 4 e B URI T3 ABLFE R XRORT VR B JH o, A £ 20
A2 35 i TSR A e by B )b A AR 5 B PR S A P SR AR 2 R R I T R Ak
PR rpfifi ] 2 Ze BRI 4 Kb B 22 AR [ 20 2 R R 3G In IF A TH AR It DL B iR 22 800l k5 1 4 e
VR I & 1 3238 58006 I3 53 70 2 R AR Y

TE Unity3D Hr, 54> €606 G AR AT LA Jk BT 48 7 %) 4K A A0 A4 fe 4 i A ol o HoAT s — 4>
XF G AT LhGRAE 22 A, 3 w45 200 B0 24 80— AT B T 7R — ARG A L mT L
P RN AT S AT A B A . TR R A e A A R A & Update O BRERIK
Unity3D 32 3% 55 06 P 25 MR 8 B 1 52 B iz 47 8 6 R A A h (1 Update O sREUARHEAT I8 H L 76
Update () bR H ok Wi 17 £5 B 22 B 48 4 I 55357 0T J8 X 52 0 47 4 J8 M, 33 K g 00 B0 455 v 1) Joir
AXFG A A AR EREMG ST AT HILEE T,

TEACRS A R T Update O Z M8 A7 Ho A 5 22 09 pR B, 8] 5. 24 gl s T BIAS (9 AR
2% MonoBehaviour H7 #4151 2 51 pRBUIR B AT IOUY . B 25 G KR AT A4 .

5. 24 H3 A pREICUR #1025 A6 e 3k o VR N7 2 47 33 A 9 5 a2 1 20 L 8% A sl 8 R
113X B B F LA R A PR BUA . Awake O BREUR S Start O bR B 18 3 AN Ui X% 32 17
AR RSB PAT — W T T @ x4 i 4T 40 4R 1k T /E. FixedUpdate (), Update () &
LateUpdate () bR AR W] 23 B A W7 52 52 98 AT - BT X0 97 Ja8 %ok 52 %) Jag P 20 A 7 52 s 37, AT
BH g X2 8478, OnPreRender() .OnPostRender() & OnRenderImage () #&%{& H GE 45
FETEMERUARDLAT G L T B — Wi 47 SE R e i AN [ B Be i AT A AL L 22 1 Ak 3 % T




58 GIEE @

[ Reset l
B
1

| Awake |

I
T b =
QJ:EJ;;%% it l OnEnable ‘

I
l Start |

| FixedUpdate |
Il

| Yield WaitForFixedUpdate |
abELpIER :

T | OnTriggerXXX |
[

| OnCollisionXXX |

FSTDN I
i | OnMouseXXX ]

T

Y

T

l Update J
LbF Y !
i | |

I

| LateUpdate() |
1
L

OnWillRenderObject
I

| |

I
T

| OnPreRender |
|

[ OnRenderObject l
I

| |

| I

QL B
i

OnPostRender
I

OnRenderlmage

]
Y

| OnDrawGiamos ‘

{

| OnGUI |
I

[ OnDilsable |
|
!

| OnDestory ‘
I

| OnApplicationQuit |

5.24 Unity3D 1 MonoBehaviour 3£ f¥ 5 & #l# 1T iR 12

BRI AL B

Bl 5. 24 3 I A S — AN BAIAS P 2% ek RO B SRAT Y 76 R R BT B T R T iR
AL I A e L A 2 X R 2 A A AT AT 9T SRR B . AE R UL 5
FETEZ A M R (PN Z T 0 S Z2 4538 B T4 — DX O] AR E Z A A, T/ 44—




@ EPIIISEF 2B if(ARRR)

T 2RSS BAS i ik 2 pR BRI AT R

BB ER AL ERAE 1 AwakeO 5 Start O AN BREUA , AT T 28 5038 1 BN A 2
AT Awake O ZJ5F s FFHHAT StartO . (HAEZX R Z ARG T . — NHA P Start O AR
SETE LA P Awake O AT 2 J5 56 2 88 37 BIPAT 1 2 22 45 2 HoA T A B AR 19 Awake O
%‘B%Mﬁﬁ e ZJE A ST MR R AT 2 UL, BT A T ) Awake O B AE B %8 2B
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25 A Awake() ;Wzl:zsfizzr,a I A X G B B S ) Ak B R 22 S g s R AT
() AR 2 B AS TR 1) Awake O I AT I 2 BEAILEE 2 19 . QSR AE Awake O ifE 790 46 16 14 I8
A 5t I AN AR T At XoF G2 B A AR S gl A T (L SR — A T e A 1 0 e B AR
b X 2 8 B A v i S JE MO T R S s BRAR R . B, T EE Soh A KR B Y
00 3 B 1R A /RS R AR SR B I — 2 IS ARERORS R B A TP Awake O BRI BL R4 T
X E KRR A AR TR Awake O 1] BB I B A7 B8 L L) Uf 3 B 1 A 8 A 900 B Ak i
FERE T BORRE R B 1 HE 0 bA Ak o B R B LR 5. 25) . B s 5 ZE4E OR R B 0 4R
B BCE TAERAE StartO sREUA A X2 2 K R B AR Start O pREUATF 46 T4 T B
JTA A () Awake O BREUAFRC S HAT IR T . KK R B AW 5 18 1 & 0 A 23 1 B0 )
TLE 5,26,

R T al AN Awake O ZEE |

KRB

GameObject mA;
public float Velocity;
void Awake()

{

IBREUINE RIIRARIS B
mA=GameObject.FindWithTag("A");
IHEXKE RBAEEHEIR/ERA
IEER—F
Veloc‘rty=rr§.\lelocily‘0.5f:

}

m?!l\ﬁmwake{}f‘fﬁ#ﬁr ;
| A R BAYE B (EIG HER

INBRTTRA

public float Velocity;
void Awake()
{
133 FERARRERIIRIL

Velocity=10.0f;
}

B 5.25 7£ AwakeO REEFF TR U ELEEEHBIRTTEE

TR FEBI0J2  H1F Avwake O B PR 57 5o B A A0 A8 0 L B 2 5 A TF B
AT F LAAE Awake () 2 WAl DLIE B 42 4 B GameObject Find () 3{ GameObject.
FindWithTag () bR &2 A F0 RN R BOCH Al xS G2 09 51 {5 208 i 51 F e g il el 28 A X 42 10 )
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PR B i AE StartO BRI BE J5 019 Update O pREVA AT A R 20 ILIE 5. 26)

RS TET R AaAwake)ER SR [
FHRdEBAAwake()

GameObject mA; SRIARIStart() RS |

public float Velocity;

void Awake() . Startl)

{ RS BHIStar
I FRER NS SRS SRARIS | FE GameObject mA;
mA=GameObject. FindWithTag(*A"); public float Velocity;

} void Start()

{
A RBAEEI I RA

IREERT—
A=GameObject FindWithTag("A");
e v
}
(N RIS ATIAWake() mmzd\nm\nmke(ﬂw&ﬁ
— FeEE |, MUK RSB E
public float Velocity;
% Vol Awake() HE®,
{
I3 INF R ARIERERIE L N RIS ARIStart()
} Velocity=10.0f; pummv ;
void Start()
{
}Valodly:w.m;
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RHEIREffE2
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@ FEMIMEFF A B (ARKR)

1 using System.Collections;
2 wusing System.Collections.Generic;
3 using UnityEngine;
4 using UnityEngine.UI;
5
6 ?uhlic class _StereoCamera : MonoBehaviour
7
8 /TEEBRENSR
9 public Camera leftCamera;
10 public Camera rightCamera;
11 J/ELERENMStransform, BFRERNEXGRCEREN0GNR
12 public Transform leftCamera_transform;
13 public Transform rightCamera_transform;
14
15 /1 EAEREYMRenderTexture
16 private RenderTexture leftCamera_texture;
17 private RenderTexture rightCamera_texture;
18 //WEREBRenderTexture, ATEGIENETEHYI
19 private RenderTexture mixingCamera_texture;
20
21 public float Interaxial = 0.06f;//E&EMME
g; public float Convergence = 6.8f;//iCMIEN (EIENIITNEENER)
24
25 // Start is called before the first frame update
26 void Start()
27 {
28 £/ T ESENE A T 1F
29 1/ (1)
30 leftCamera.enabled = false;//RILEIENERER
g% rightCamera.enabled = fa}s}e;f!ﬁt-ﬁ#ﬁﬂﬁiﬁiﬂ
I/ 2
3 [MRER AR RREEInteraixal, REESIENMG
34 leftCamera_transform.position = transform. posj.tiurl + transform.TransformDirection(-Interaxial / 2, e, e);
35 rightCamera_transform.position = transform.position + transform.TransformDirection(Interaxial / 2, @, 2);
36 1 (3)
37 /BRI MEInteraixa |\ REMBERparal laxDist, R EGEHNKEES
38 leftCamera.projectionMatrix = GetProjectionMatrix(leftCamera,true);
39 rightCamera.projectionMatrix = GetProjectionMatrix(rightCamera,false);
40 1 (4)
41 /S EEREYMEMRenderTexutre
42 leftCamera_texture = new RenderTexture(Screen.width, Screen.height, 24);
43 /S BERIENH ERenderTexutre
44 rightCamera_texture = new RenderTexture(Screen.width, Screen.height, 24);
45 [/ BERENEREMEREMRenderTexturefAD, EBIENERERGFMTn_ leftCanTexture
46 leftCamera.targetTexture = leftCamera_texture;
47 [/ BERENERB MR ZERenderTextureA D, GEETERERIEFMTn RighttCanTexture
48 rightCamera.targetTexture = rightCamera_texture;
49 1 (5)
50 /S EAVRESRenderTexture, ATFEE. SREREAEGEHISRGREET
51 mixingCamera_texture = new RenderTexture(Screen.width = 2, Screen.height, 24);
52 /BT R T
53 Hlesiaan
54 }

TE ST AR A HLA) B AL 2 B2 b, 38 53 8 FH 2R 0K GetProjectionMatrix O 31588 37 AR AH ML 15 A1 #%
SCHA I i R BRI IR

/T AR LA G RS EE RS
/AL /AW
/R FaReE
Mat rixdxa GetProjectionMatrix(Camera cam,bool isLeftCam)

A2 boolZEil, BERAEMN.

//EEBREERE I R

Matrixdx4 m = new Matrixdx4();

/S EIEHLE MR RERE AT a6 M B

float 'left,r.i.ght bottom, top,near, far;

/ /Bt A (30 )

float FOVrad;

/IR EIR A R EEEE

float Aspect;

1% uﬂﬂ.ﬂé‘:‘ﬁ,‘—‘)# et ol

FOVrad = cam.fieldOfView / 180.8f % Mathf.PI;

/ {TRERH IR ELE
;\spect cam.aspect;
[ EEE AT E

near = cam. nearElipPlane;
v ER
“cam farclipP'lane;
[T B REEEPR topShot tom# &L
top = nearx Mathf.Tan(FOVrad x 8.5f); bottom = ~top;
[T HEENN leftSright 28
if (isLeftCam)




r—

/LM leftS right M SIREEInteraxial L RE® Convergence %
left = -topxAspect + (Interaxialxnear) / (2.87 % Convergence);
right = top = Aspect + (Interaxial = near) / (2.2f % Convergence);

STHEENMA leftSrightS8
se

L L e e o
—

//iEAE A leftSright @B SREEInteraxia L RICHEHE Convergencef %
left = ~top = Aspect - (Interaxial * near) / (2 * Convergence);
right = top = Aspect - (Interaxial * near) / (2 * Convergence);

/ /ARIEHEH A left, right,bottom, top, near, farfe T2 MiTH BN ER

float x = (2.8f % near) / (right - left);float y = (2. of % near! / (top - bottom);
float a = (right + left) / (right - IeftJ float b = (top + bottom) / (top - bottom);
float ¢ = -(far + near) / (far - near);float d = -(2.8f % far % near) / (far - near);
/ /BN E

m[@, 8] = x; m[e, 1] = @; m[@, 2] = a; m[@, 3] = @;

m(1, @] = @; m[1, 1] = y; m(1, 2] = b; m[1, 3] = a,

m(2, 8] = @; m(2, 1] = @; m(2, 2] = c; m[2. il =

m[3, 8] = 8; m(3, 1] = @; m[3, 2] = -1.0f; m[3, 3] = 0;

return m;//i

s
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void OnRenderImage(RenderTexture source, RenderTexture destination)

/I ERABNLIE R —IR, A A X AU A AR E R
leftCamera.Render();

//EERABNER—R, £RHEAINAGRER

rightCamera.Render();

/IRBERBRENERNER, D3EHE—RERENRenderTextured
[MERERHBANIGEE, HEIERATIEER
Graphics.CopyTexture(leftCamera_texture, @, 0,

@, @, Screen.width, Screen.height,

mixingCamera_texture, @, @, @, 0); //E#ZRER

Graphics.CopyTexture(rightCamera_texture, @, 0,
@, @, Screen.width, Screen.height,

mixingCamera_texture, @, @, Screen.width, 2);

/PR EENERN I A EE R RS B R
Graphics.Blit(mixingCamera_texture, destination);

//EHBRER

AR bR AR S 051 g 52 BB 3 L mT LA A 2 g WU K b I 91 % X Sz R R A

HEWACHS

5.3 HTC VIVE J}F 58

HTC VIVE & H i # #9800 VR B8 . AUEA R4 89 TR 2057 R 58 1A 58, [] i)
oy P BB T R 9 O BR BR M ACHIIRE . AW AT HTC VIVE #E47 R G0 & 1

AR AP S 25 R LR T R S
5.3.1 INEBRE

1. HTC VIVE [

nfEE M LN #E VIVEPORT # BB 2238 # #& #t 47 HTC VIVE %36, T &2k

Steam VR, SteamVR J& HTC VIVE WiE4546 ¢, il 5. 33 frs.

W] PAIE ML 22 %% Steam A K SteamVR, B ME M T 283 %% Steam (JLE 5. 34),




@ EPIIISEF 2B if(ARRR)

+
E &0 sy
ETVIVE S8R RESPFR, ST RRN VIVE KRR, WRAES
i KRR iR,

5.33 %% HTC VIVE

LR SE R A Steam BTG A0 LRI T 2 Steam VR, L2 INE . 1E Steam A
Ffaef VR friE (LA 5. 35, 7EXF HTC VIVE #4737 & 15 8 Steam VR # 4%, 56 — K g
S5 E VR B & 0 s (B3R 85, 422 B8 B 0] 58 B 1) — 20 — A 4R /R S s B AT,

@) steam

Steam Z8HTHRE. o

B 5.34 =¥ Steam 5.35 SteamVR &I I

2. Unity3D '} SteamVR SDK it F & SAcE

1E Unity3D Hf F# Ml & Steam VR SDK, SteamVR SDK &—/~ 1 VIVE #4859 E )7
L LA AE VIVE k. FEREG NS5, B Window— Asset Store(WLE 5. 36) , T I
MR I .38 & Steam VR Plugin, FaEIA] (JLE 5. 37); SR)5 85 Import %41 , I B 5 o f
Y Accept AILFZEH, WNE 5. 38 FTs .,

EBAEMH VIVE J85UmE Soxt ot H b 47 i & 5 A iy Edit—>Project Settings—
Player, % %] Other Settings, ) #% Virtual Reality Supported & % #E, & F Virtual Reality
SDKs H1J&2&H OpenVR, WHREHE . B4 F MM+ 0 M, wE 5. 39 fraa. |
OpenVR J5, Bl Al i217 Bl 5

3. Unity3D " FRiJF & 4fifk VIVE Input Utility i) F#&

VIVE T4l FF % vl i 2 F 7 X 2 M4 X A4 VIVE Input Utility 6 78 (9 48 F .
B YETE Asset Store 1R 395 A4 VIVE Input Utility, T0 & 5. 40 fi/x . VIVE Input




sow weni ()

Window Help
MNext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts »
Services Ctrl+0
Scene Ctrl+1
Game Ctrl+2
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Animation Ctrl+6
Profiler Ctrl+7

Audio Mixer Ctrl+8

Version Control

Collab History

Animator

Animator Parameter

Sprite Packer

Experimental »
Holographic Emulation

Test Runner

Lighting >
Occlusion Culling

Frame Debugger

Navigation

Physics Debugger

Console Ctrl+Shift+C

& 5.36 Asset Store

a8 SteamVR Plugin

== Valve Corporation wkk ks 4| 277 Revew

FREE

o L] Add to List Share

° unity_11isllsiwin on previous version 2. 5.0 (sdk 1.8.19)

Steam VR i b

| would like to get the SteamVR Plugin order version. Let
me know how can | do? Thank you very much.

& 5.37 T # SteamVR Plugin




@ FEHAEISEFF & Bt (ARKR)

Import Unity Package

e

IE nnen\ﬂl|

— ¥ Oculus

Shared Depth Buffer ~
Dash Support 17}

+
Stereo Rendering Mode* m

360 Stereo Capture =

XR Support Installers
Vuloria Augmented Reality

5.39 Unity3Di% &

Utility & — 3T Steam VR i {F 9 & T B A JF & 35 0 J7 b =1 VIVE &%, A& 30
T A P24 1 6 AT RO TT & VIVE T4l

4. G Eo B AHBLEL K T Wiy ¥

HSE. BT HTC VIEV ¥ 5 75 2 89 /2 3D M HL. BT i 3 5 A 3 A i Main
Camera 5. #RJ51%E#E SteamVR/Prefabs/[ CameraRig ] i il 44 35 7 i 3 ¥ S o (WA 5. 41),
XA A 2 Steam VR $2 4t 89 3D I HL, 5 VIVE k2 4485, 7 LA B4 75 HTC
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MEGA BUNDLES - SYN =W : NG + SNAFS -« SAVE OVER 90%

a8 VIVE Input Utility

O ViveSoftware dddrdktr 4|37 Reviews

FREE

Lv) Add to List Share

o File size 62MB
Latest version 1107
Latest release date Dec 10, 20019
Support Unity versions 5.3.6 or higher

5.40 VIVE Input Utility T %

VIVE it sSDRCR . N T R Zei B eSS P AL B3R N (0. 0, 0),

SteamVR Assets » SteamVR » Prefabs
8 Edito

®® Extras

B Materials

®= prefabs

# 5.41 CameraRig T &4k

SRJG ¥ VIVE Input Utility 48 Prefabs H1#) VivePointers i il & (WLIE 5. 42) %% 2]
Yo DL IF & TR T se i .

VivelnputUtility » Prefabs

B Model
&= prefabs
8% Seript

& 5.42 VivePointers ¥ &l {&

5.3.2 HTC VIVE 3L %&

HTC VIVE 3k % 18 iz 85 i i B 7 £ DA Rl 10 5t B 40097 35 48 Bu Kl ok B S Y Ly
B TR AR SE . VIVE Sk A i B B € A 25l 1 HTC VIVE G {7 & 4 453k 2 19 7 &
17 5 Sk B ARG 1) A4 S L K £ L I 30 48037 S5 v L DAy DL o R R e A a7 L A gl A R f3
ol w2 AT R F AR P A B 7 R e, S R 0L B S s L E AR R IR A
R 5 .

HTC VIVE k% 5 B UM L. CameraRig JELHEESPE . Sk 2548 2 I A9 o7 B R e 5% ff 13 451
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B S A I AARBL B BT LA Sk 5 608 A% S A AL AL S s B 2
ool AP CameraRig P44 Ml Sk 25 1 A B FRE S #1240 & 1Y
FWRENIE 5. 43 fn . HiA, Controller (left) #1 Controller (right) & 22
AT TR BUR I A2 45 T » CameraChead) 52 Bt % 1 3k &8 , Camera(eye)
5.43  [CameraRiglf f 7 B RIS AL A . 45 [ CameraRig JH% IAH G B AS B HC A0 8 A B
RIRRF S B R BL I (L B % £ 2 L DL (1) Head CHP S5 5 ML A7) 3
FI RGAE W Transform {5 B . AIFE C# A Update O pRECH 8 F J7 % transform. position
B # GetComponent < Transform > (). position FEAHHL W17 & , 8 H transform. rotation B{
# GetComponent < Transform >(). rotation 3R B EE(E B,

5.3.3 HTC VIVE F{HxX EH

HTC VIVE FHh LI 5. 44) AT DR AR — B2 rf 54 4, A0 ] DUX 9 44 15 47 9,
MUY R G T BT R Bl L E X, —%& VIVE
WA AT, o A2 A JE K R b 2 oy A A
(. BT A — A B R 4 S

RGAEHL . FRATIF TR . XA AR T DUIT &
CBRIN) . FE Tk HR 4 TR 12 13 L2 8 M R 48 BRI 1 3
B, ok G b ANDT) $8 Ui

menu A . BRIAHSRIT I UiE k3 A,

grip #HL . FAFHAE WA grip 4L 224 M 45
a1

trigger 58] . IRHLALHL, AL AT LA J1 B SR X 51,

pad: fil #5¢ + BbR 9D AE , BT fil s, 7T e

Jei T = RO &R

1. #&#Ik

B, HEALE CH AT AT, BARHE R using HTC. UnityPlugin. Vive, $&J5 7E1%
JAZA 1 Update O A8 Bt b il HIAH OC 4% £ 09 AH O 05 5, S LA € I T g, D 1R HLER A
GetPress (F#4F it — B IR 0] true) .GetPressDown (3% T i fih & 3514 . GetPressUp it JT I firk &
FF) =0 J5 ¥k HandRole B2 R 8 %€ 247 T-40 . i ControllerButton M2 A i 5 & WA~ 1
. BARSCHACES A 5. 45 R .

Horp trigger #HIER T FRH W7k I8 7] LIl i GetTriggerValue J7 i 48 15 H A8 40U(H
triggervalue, i filJ& 0~ 1. ARV BUE AR RA [F R B2 A+ s, BARBE XTI an sk 5.1 FioR .

pad A filt ¥ T W2 75 5. TR I 5 g B AL B A S W GetPad TouchAxis J2& i& 1l
e 5 2 B AR R, W M B WA S B U5 ¥ GetPadTouchAxis, GetPadTouchDelta,
GetPadTouchVector, GetPadToPressAxis, GetPadToPressDelta, GetPadToPressVector,

Horp, Axis 2 A FRALE  Delta o2 i Ji — WAL 3 i &, Vector 8 1y [n] & .

#fltrigger [ i pad
il Hgrip

5.44 HTC VIVE F1F
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Flusing System. Collections;
using System. Collections. Generic;

using UnityEngine;

!using HTC. UnityPlugin. Vive;

0 4131H
Hpublic class fff : MonoBehaviour {
// Update is called once per frame
0 45K
= |[void Update () |{
if (ViveInput.|GetPressUp|(HandRole.RightHand, | ControllerButton. [Trigger
{ . i 56’ LeftHand & [FullTrigger |
B GetPressDown L | ) & Grip |
Debu\g- LOEe GetPressDownEx ) :i RightHand k0 HairTrigger
} 2 GetPressDownEx<> ke Menu
} i GetPresskx ke Pad
r 2 GetPressEx-<» P
__} 2 GetPressUp o a_dm"‘h
@ GetPressUpEx [*_Trigger
i GetPressUpEx<>
El5.45 FHERAFELZNR
*& 5.1 triggervalue #{{E X N % E /1 E
triggervalue=0 begis T
triggervalue=0. 1~0. 2 e HairTrigger
triggervalue=>0. 5 i Trigger
triggervalue=1 AT FullTrigger
2. UGUIL Ik

TE 35 R N4 [ CameraRig |1 VivePointers )5 » B & — UL ¥4, WK 5. 46 ffN,

Create Empty
Create Empty Child
3D Object

2D Object

Light

Audio

Video

Particle System
Camera

Center On Children

Make Parent

Clear Parent

Apply Changes To Prefab
Break Prefab Instance

Set as first sibling

Set as last sibling
Move To View

Align With View

Align View to Selected
Toggle Active State

| GameObject | Component Window Help

Ctrl+Shift+N
Alt+Shift+N

Ctrl+=
Ctrl4+-
Ctrl+Alt+F
Ctrl+Shift+F

& 5.46

# 7N Button
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A Canvas X4 T 1 WA I A<, IF 5% B B8 World Space, & Canvas % il Canvas
Raycast Target JlIAS , 40 [& 5. 47 Fiw,

D v Canvas W &,

Screen Space - Ovels
B+ Screen Space - Overlay LCanva
Screen Space - Camera it
Ta fl Canva 35t Method
Additio World Spuce anvas Raycast Target

D Canvas Scaler (Script) W &,
I Scale Made nstant P

Pixels Per 1

Graphic Raycaster (Script) W @,

o0 ]

& 5.47 & & Canvas 3 & 7

¥ Canvas fil Button T Z G E W R/ANAN BF, 875, B UE, FRa &S
22 YT IR B L A — D AR EK, ] 5. 48 R, IR Trigger #2411, wk ] DA
S B F A A BN A L R el R ) B FE R T AATE X

3. ok v B 4 g P 1Ak

T4 G S BRG B Ab 1Y) 3D Wy ikE , 7] DLl i Trigger S INE W IAITH gl . IR 2 AE
St g [ CameraRig JHI[ VivePointers JJ5 « B & —4> 3D ¥4, i Cube, 2 H75 I A1 A<
Draggable, Z ANfig H sh i N Rigidbody WIARZH 4, 8 Fshdsm L, il 5. 49 Fis .

B 5.48 FHARETRHAHRLG B 5.49 AFMAIHREARMEAR

4. b BiEFE HL

1 S s P B M T & [ CameraRig ] Hl[ VivePointers [J& » B — 1> 3D XF 4, BRI ] DLk fk
filf , M H SN Rigidbody 4444 #11 Basic Grabbable, W0 5. 50 Az~ , WIZ % 4 0] DL gk ¥4 B,

16 3D Wik s MAIAS Material Changer, AT 5 47 152 B 1290 1K 76 B flt il 0 45 B0 IS A9 R0CSR
WESHNE 5. 51 B,
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¥ Material Changer (Script)

B 5.50 AAHEEYEFMNEEERERBA B 5.51 Material Changer Bl &R BI S #1% &

HoAr, Normal 2 2RIANE E , Heightlight J2& filtsif J5 90 8, Pressed 2 4% T % 41 i A G &,
Dragged /2 ¥ BB B9 I B, Heightlight Button J&38 X B v 0 B 4% 41, BRIAJE Trigger., 34140
K 5.52 FiR,

5.52 HTC VIVE 3 ## fyfi filli 0 35 B 5 44 5 51

Q_/ 5.4 HoloLens JI- 555

HoloLens L ¥F 7 & # 7E Unity3D fP a2 [ C (0IR & B SE 0 AL 7, 935 2 7F HoloLens
HiE 17, AT 2T 7E Unity3D $9F % HoloLens i 2 % I i Hi2 4776 HoloLens I+,

5.4.1 WERE e
> Visual Studio 044 43
1. ‘Z3% Visual Studio > i Windows &5
w {EF] Unity (72877 &
M E m —F ﬁ Visual Studio ’ ﬁ il‘% HTJ‘ % g /LU ii - ié FH Iim\;’i\‘sual Studio Tools for Unity
Windows F & JF &7 “{fi | Unity3D B9 i 3k 7 &7 “ffi F v C# #l Visual Basic
C++ e X IF % 7 L S Visual Studio 7RI &7, WA 5. 53 i':f;“?"uniw .
JIT 7 SRy 2 208 BT A I 2 e 2 B AR S B . A Unity3D 5 [6F] C+e MR
BT X% TT & — ST 26 AY Unity3D 43545 . 1 T HoloLens > Visusl Studio ¥ A £

B AW A LTS WA B Unity3D 4048 28, A I b A~ 5.53  Visual Studio 2017 %23
B, FHER




@ EPIIISEF 2B if(ARRR)

2. %% Unity3D
: T# HoloLens B F WA LST WA, 203 I 75 B 4] % 23 UWP 5 3T 8 i 41 1, an

Eia B
%4 Unitysp K1 5. 54 Fow.

Q Unity 2018.4.15f1 Download Assistant — x [
Choose Components |
Choose which Unity components you want to download and instal. Q |

Al [ . |
[¥] Unity Game Development for Microsoft Visual 51|

[ Android Build Support
1105 Buid Support

[ tvOS Buid Support

[ Lirax Build Support |
[[] Mac Buid Support (Mono) {
[#] UWP Buid Support (NET)

[¥] UWP Buid Support (IL2CPP)

[] Viforia Augmented Realty Support

[[] WebGL Buid Support

] Windows Buid Support (LZCPP) -
< > Install space required: 4 8GB
y 2018.4.15F1 Download Assistank

<ok [het> ] [ coned |

B 5.54 Unity3D RSP HEGERE

3. BB Ol %)

MR ML T HoloLens BLU#R . R 1FF & AN B 7E PC LK HoloLens N HFE Y . BLfl 4%
(AT X T PC B BECFRC & A — 2 2R 2R WF .,

(1) #VEZR S . Windows 10 %l fi Al BEL 20 & it

(2) CPU: 4 #% KX UL I 64 fi,

(3) WA 8GB IV k.,

(4) GPU: X #f DirectX 11.0 5Ll I, 3855 WDDM 1. 2 }& DL |,

HARNBIT,

1) Windows 10 & I & A\ B =C

Windows 10 &4cH g & N A ny kB2 A&l 5. 55 fros . 7RI B H rh £ 0
BNV A 7 JF R F I, g v I e N R B

2) W E L

WE 5,56 ffw, HJRTFREALIT I BISO A, #8 2 i U b 3£ 5 3+ 4T 7 .

3) Ji H Hyper-V

T T I AR R R R M e B G ] Windows TR, A% Hyper-V
e H: - ST TH] (4 52 S AE L a8l 5. 57 FR

4) HoloLens 5 4Ll #§ %2 %%

T # HoloLens Bi{ll &%, %%, BIGRB 1T RCR A 5. 58 s,

4. 5] A MixedRealityToolkit

MixedReality Toolkit(MRTK) J& f# %k #2 it 0 18 & B 55 9F & T H AL, & 78 i # & XF
Microsoft HoloLens 1 Windows i & B35 Ui iz 20k 25 . H B2 )7 9 F & . RS #E GitHub
LI




FREER

ERFFRARIDAE

XU E TR,
TREZER

O Microsoft Store FifFH
QO =mwsm
MARSEERE R (60 T

@® FEEARME

RRIREIF

& 5.55 Windows FiEEFEZARER

{RE2%E Microsoft Store BRI,

1R E2ER A,

TR SRS R ERIS R A hEE,

B S R S TS BRI,

B 5.56 BIOS FF /8 E #l4L

B Windows Features

Turn Windows features on or off

To turn a feature on, select its check box. To turn a feature off, clear its
check box. A filled box means that only part of the feature is turned on.

@ (W | .NET Framework 3.5 (includes .NET 2.0 and 3.0)
@ W | NET Framework 4.6 Advanced Services
[ | Active Directory Lightweight Directory Services
[/ | Embedded Boot Experi
[/ | Embedded Logon
[ | Embedded Shell Launcher
B M| | Hyper-v
@ B | Hyper-V Management Tools
B4 | Hyper-V Platform
[ | Interet Explorer 11
@ [ | Intemnet Information Services

~

v

[ Infs Services H. hle Weh Core
[ ok ]| conce
B 5.57 /3 F Hyper-V
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x
L
B
I
?
@
»

& 5.58 HoloLens #3251z 1T R |

H1 T MRTK 3 Windows 10 SDK 18362+ , K It 75 2 5 F 48 %4 H A1 B i1 Windows 10
SDK. 7 Unity3D 15[ A MRTK B 540F .

(1) GitHub T # MixedRealityToolkit-Unity, M 4t https://github. com /microsoft/
MixedRealityToolkit-Unity/releases #2147 MRTK )£ Fp & fi A<, HETE £ HE H 3 v2. 3.0,
H d, Microsoft. Mixed Reality. Toolkit. Unity. Foundation. 2. 3. 0. unitypackage 2 #% , H: b
AR, A 5. 59 R,

w Assets 8
0 Microsoft.MixedReality. Toolkit.Unity. Examples.2.3.0.unitypackage 56,7 MB
@ Microsoft.MixedReality. Toolkit.Unity.Extensions.2.3.0.unitypackage 1.07 MB
I ® Microsoft.MixedReality.Toolkit.Unity.Foundation.2.3.0.unitypackage I 113 MB
¥ Microsoft.MixedReality. Toolkit.Unity. Tools.2.3.0.unitypackage 97 KB
3 MRTK.Examples.Hub v2.3.0 HoloLens1 x86.zip 111 MB
3 MRTK.Examples.Hub_v2.3.0_HoloLens2_ARM.zip 114 MB
[} source code (zip)
[£) Source code (tar.gz)

& 5.59 MixedRealityToolkit-Unity 3% JE £ T 2k 71
(2) WAL T A Unity3D, WK 5. 60 /s, 7 Unity3D 3 g TR, 2 £ Assets—
Import Package—>Custom Package iy 4 . S8 J5 W W 2N 9 AL F ok B . kP 2 5 i AL &
ASERUR B MRTK B 8 2500 . B i Apply #2401,
AT . Assets HRZEM K 5. 61 B,

5.4.2 FEH
A A AT £E Unity3D 8 209 HoloLens T8 4 B892 F 92491
1. MR G5t RidE

Bt R R A SRS E £ Mixed Reality Toolkit—>Add to Scene and Configure iy
A N 5. 62 FTR




Ve Edn Assels GameOtiodt Component Window |Help
Create
Shicw im Lagikorer
Oprent

Copy Path

Import New Aset
gt P hage
Luport Package
Setect Dependencies.
[

Fierigae

Faergroet All

Update LEEkermaeiits. Scherma

Open 2 Project

MRIK Project Configurator ﬂ

Apply Default Settin

Project Settings

& 5.60 MRTK S\ iti2

™" Assets

B 5.61 MRTK SNFHIXHEN
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File Edit Assets GameObject Component Mixed Reality Toolkit MSBuild Window Help
R oG =3Cor Utilities >
Add to Scene and Configure...

B 5.62 375 H 0 Mixed Reality Toolkit Eg &

ERAESE R Y S B LU R Bk in il 5. 63 TR, EAHLCA MixedRealityPlayspace
URRE7/RUNS

4 HelloHoloLens

B 563 FEMELR

TE S e & HRICE — > Cube I, A7 B FE B 45 IEFT 7 1m &b, K/N R 25em X 25em X
25em, 7 %GE x .y .2 BlRESRE 457, AN 5. 64 TR,

File Edit Assets GameObject Component Mised feality Toolkit MSHulld Window Help
B+ C s e

Bl 5.64 FEFREEUEMNEE

2. LT

WK 5. 65 s . 1 FE File—Build Settings 72 ¥ H #7F & 28ty UWP, 3 ft Universal
Windows Platform J&5 ¥ Switch Platform %4, i Add Open Scenes I &R IN37 5. 5K
J5 #id; Player Settings 41 #E/7 T H AL &

TE PlayerSettings H1#ji A Company Name,Product Name fll Version, H:H Product Name
4 HoloLens " 578 i 2 IR ¥ 19 44 Bk . A1 P 5. 66 97

Hiifi Build Settings "9 Build #5481 , 75 3t 89 SO BF 08 8 31 &% OB gt SO e o6 7R R AT
HAEZ S Jerh sl 5. 67 Pros




Build Settings

Scenes In Build

¥ Scenes/HelloHoloLens

Platform

PC, Mac & Linux Standalone

&1y tvos

# Android

=ra ps4

. WebGL
m Facebook

Company Name
Product Name

Version

Platiorm

5%

%u Universal Windows Platform

-hitecture
Bulld Tyy
get SDK Versio nstalied

imum Platform Version

Build and Run on
Build confi
Copy Refi

Debugging

on Method

) Build Universal Windows Platform

- UnityProj_ » HoloLensTest » v
2 frmzea]
N il App
ELY T bt
s Il'r::'*
= Packages
i X8 ProjectSettings
3 TH it
$ Ak
W S
. Windows ()
- W08 (D)
o~ ARG (E)
- o

TR App

5,67 MEBXHRREFITEXH

T2 O
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3. BHIREF R

TR P 8 B 1E HoloLens b, 1 %675 B AE HoloLens W AT IF I & # 815K, 47 I 4 72
FLTAE Windows 10 FATIFIF A& B, BFITWER)E . VS FTIF RSN sln #9301,
% 1 3 WL £ Release x86, WA 5. 68 firzs . JF & A G AT AR #0672 7 58 2 7E HoloLens HLAHL

& HololLens Bi#ll#s I,

LM LRMD Ml SN WOM  EEH)

5.68 VS FifFik & I

(1) A FEEH IR, I EF LB Device, HALIHIAIR AT , HoloLens i £ USB i% # 5
PC, 7558 — IR A7 B B 75 228 PC A1 HoloLens #E47EC X, A 5. 69 A7, 7€ HoloLens JF
RF LW Pair 4241, 23 BoR — D SALECF PIN i, By VS i Device JFIRERE 2 )7
HE A R R R B A PINL AN 5. 70 i, B n] oK )5 34 %8 £E HoloLens 1,

@) & uppam
Device update
Paired devices
R
. Number of paired devicec)
z:Z e )
o deveors e
Uralr ol
Device Portal
Frabie remote management cf thit device fror a browser
@@ o

& 5.69 HoloLens H g Xt

Micrasoft Visual Studio X

=T PIN ABERUS 1P i3S 127.0.0.1 RSEMIEEEE. @
ENTTEASREPIRBIL PIN,

I |
[ #x=pIN
EEESEREeE.

5.70 VS FiZRE AN PIN



FOE RHIZEM O
HoloLens Hiz 78R A 5. 71 FiR.

(2) #1F HoloLens #3l#% ik, TR #5183 HoloLens Emulator, &4745 R NE 5. 72

R .

& 5.71 HoloLens E#l B IEITHR & 5.72 HoloLens &l 85 h HIE TR

5.4.3 ZEHIXIHY

A A AT ZE UnitysD fi ] MRTK #47 HoloLens 1958 THEAETF % . MRTK ¥ T oy
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BEMLINRE th IMixedRealityFocusHandler 4 7§28 . A5 92 BLEE L 5500 AR B TF 9 4K
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A Microsoft. MixedReality. Toolkit. Input iy 44 &5 [6] , 2R J5 52 ¥ IMixedRealityFocusHandler
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Husing Microsoft.MixedReality.Toolkit.Input;
using UnityEngine;

0 431/

Epublic class GazeTest : MonoBehaviour,IMixedRealityFocusHandler
{
] public TextMesh GazeState;

public void OnFocusEnter(FocusEventData eventData)
{

GetComponent<MeshRenderer:().material.color = Color.red;

GazeState.text = "EHURIEAN";

] 13 5|
H public void OnFocusExit(FocusEventData eventData)
i
] GetComponent<MeshRenderer>().material.color = Color.white;

GazeState.text = "FHIFURH";
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[ 5. 74 2 HoloLens f4U &% B TTRCR .

2. %

F#HIHE i IMixedRealitylnputHandler 4 0 #24L, A7y
SEELH P B AR IE AT Alrtap T 3B R 60 AR F B
PUTAE AR I G 1 G ST R TP TR T 5. 75 [

RHF B TSI, 5, 5] A Microsoft. MixedReality. 5.74 ELERPEARE
Toolkit. Input fiy 44 25 [6] » 2R J5 S 3 IMixedRealitylnputHandler

# A OnlnputUpO Fl OnlnputDownO B4 pREL ., PRECT R B cube B4 Hl 3D Text A
ARG

Husing Microsoft.MixedReality.Toolkit.Input;
[ueing UnityEngine;

51H
Bpublic class GestureTest : MonoBehaviour,IMixedRealityInputHandler
{
: public TextMesh GestureState;
16 5|
public void OnInputDown(InputEventData eventData)
{
GetComponent<MeshRenderer>().material.color = Color.red;
GestureState.text = "FIFPmEA";
}

16
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public void OnInputUp(InputEventData eventData)

{
GetComponent<MeshRenderer>().material.color = Color.white;
GestureState.text = "fHEEHR";

}

}
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Camers Enable Input System ¥4

- ) B e T e
MixedRealityInputSystem :
Input Input System Type tyInputsy:

New MixedRealltyInputSystemProfile 2 [ WView Asset Clone |
Boundary

Teleport Input System Settings W Documentation |

Spatial Awareness )
Focus Provider Type FocusProvider s

Diagnostics Focus Query Buffer Size &l 128

Scene System Raycast Provider Type DefaultRaycastProvider $

Extensions Focus Individual Compound Collider ™

Editor » Input Data Providers

» Pointers
» Input Actions
» Controllers

> Gestures

Ve v 7. o amml
New MixedRealitySpeechCommandsProfile 1 S iew Asset Clone

Speech Settings W Cocumentation

General Settings

Start Behavior

Auto Start 3

e

Recognition Confidence Level Medium

¥ Speech Commands

Keyword Change Color
LocalizationKey
KeyCode None s

. T e —T
Action None 2
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v . @ Speech Input Handler (Script)
Is Focus Required v
Persistent Keywords ™
Speech Confirmation Tooltip Prefab None (Speech Confirmation Tooltip)
¥ Change Color
Keyword Change Color
‘Response ()
W SpeechTest.ChangeColor
B Cube (SpeechTest)
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using UnityEngine;

0 48l
Bpublic class SpeechTest : MonoBehaviour

{

public TextMesh SpeechState;

// Start is called before the first frame update
[ i
=} public void ChangeColor()
iodq
: GetComponent<MeshRenderer>().material.color = Color.red;
SpeechState.text = "SSiEHEEAEE";
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