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http://community.viveport.com/
https://github.com/ViveSoftware/ViveInputUtility-Unity
https://github.com/ViveSoftware/ViveInputUtility-Unity/wiki
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using UnityEngine; 
using Valve.VR; 
 
public class GetPressDown_SteamVR : MonoBehaviour 
{ 
    public SteamVR_ControllerManager manager; 
    private void Update() 
    { 
        // get trigger down 
        SteamVR_TrackedObject trackedObj = manager.right.GetComponent<SteamVR_TrackedObject>(); 
        SteamVR_Controller.Device rightDevice = SteamVR_Controller.Input((int)trackedObj.index); 
        if (rightDevice.GetPressDown(EVRButtonId.k_EButton_SteamVR_Trigger)) 
        { 
            // ... 
        } 
    } 
} 

using UnityEngine; 
using HTC.UnityPlugin.Vive; 
 
public class GetPressDown_ViveInput : MonoBehaviour 
{ 
    private void Update() 
    { 
        // get trigger down 
        if (ViveInput.GetPressDownEx(HandRole.RightHand, ControllerButton.Trigger)) 
        { 
            // ... 
        } 
    } 
} 

using UnityEngine; 
using HTC.UnityPlugin.Vive; 
 
public class GetAxisValue_ViveInput : MonoBehaviour 
{ 
    private void Update() 
    { 
        // get trigger axis value 
        if (ViveInput.GetAxisEx(HandRole.RightHand, ControllerAxis.Trigger) > 0.5f) 
        { 
            // ... 
        } 
    } 
} 
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using UnityEngine; 
using HTC.UnityPlugin.Vive; 
 
public class GetPressDown_ViveInputHandler : MonoBehaviour 
{ 
    private void Awake() 
    { 
        ViveInput.AddListenerEx(HandRole.RightHand, ControllerButton.Trigger, ButtonEventType.Down, OnTrigger); 
    } 
 
    private void OnDestroy() 
    { 
        ViveInput.RemoveListenerEx(HandRole.RightHand, ControllerButton.Trigger, ButtonEventType.Down, OnTrigger); 
    } 
 
    private void OnTrigger() 
    { 
        // ... 
    } 
} 

using UnityEngine; 
using HTC.UnityPlugin.Vive; 
using HTC.UnityPlugin.Utility; 
 
public class GetPose_VivePose : MonoBehaviour 
{ 
    private void Update() 
    { 
        RigidPose pose1 = VivePose.GetPoseEx(HandRole.RightHand); 
        RigidPose pose2 = VivePose.GetPoseEx(TrackerRole.Tracker1); 
        // set transform to the mid point between them 
        if (VivePose.IsValidEx(HandRole.RightHand) && VivePose.IsValidEx(TrackerRole.Tracker1)) 
        { 
            transform.localPosition = Vector3.Lerp(pose1.pos, pose2.pos, 0.5f); 
            transform.localRotation = Quaternion.Lerp(pose1.rot, pose2.rot, 0.5f); 
        } 
    } 
} 
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using UnityEngine; 
using HTC.UnityPlugin.Vive; 
using HTC.UnityPlugin.VRModuleManagement; 
 
public class PrintDeviceState_VRModule : MonoBehaviour 
{ 
    private uint m_deviceIndex; 
    private void Update() 
    { 
        var deviceIndex = ViveRole.GetDeviceIndexEx(HandRole.RightHand); 
        if (m_deviceIndex != deviceIndex) 
        { 
            m_deviceIndex = deviceIndex; 
            if (VRModule.IsValidDeviceIndex(deviceIndex)) 
            { 
                var deviceState = VRModule.GetDeviceState(deviceIndex); 
                Debug.Log("HandRole.RightHand is now mapped to device " + deviceIndex); 
                Debug.Log("serialNumber=" + deviceState.serialNumber); 
                Debug.Log("modelNumber=" + deviceState.modelNumber); 
                Debug.Log("renderModelName=" + deviceState.renderModelName); 
                Debug.Log("deviceClass=" + deviceState.deviceClass); 
                Debug.Log("deviceModel=" + deviceState.deviceModel); 
            } 
            else 
            { 
                Debug.Log("HandRole.RightHand is now mapped to invalid device"); 
            } 
        } 
        else 
        { 
            if (VRModule.IsValidDeviceIndex(deviceIndex)) 
            { 
                var deviceState = VRModule.GetDeviceState(deviceIndex); 
                Debug.Log("velocity=" + deviceState.velocity); 
                Debug.Log("angularVelocity=" + deviceState.angularVelocity); 
                Debug.Log("position=" + deviceState.position); 
                Debug.Log("rotation=" + deviceState.rotation); 
                Debug.Log("buttonPressed=" + deviceState.buttonPressed); 
                Debug.Log("buttonTouched=" + deviceState.buttonTouched); 
            } 
        } 
    } 
} 
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https://vimeo.com/171724218
https://vimeo.com/171724270
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https://vimeo.com/169824408
https://vimeo.com/169824438
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using UnityEngine; 
using UnityEngine.EventSystems; 
using System.Collections.Generic; 
using HTC.UnityPlugin.Vive; 
 
public class MyPointerEventHandler : MonoBehaviour 
    , IPointerEnterHandler 
    , IPointerExitHandler 
    , IPointerClickHandler 
{ 
    private HashSet<PointerEventData> hovers = new HashSet<PointerEventData>(); 
 
    public void OnPointerEnter(PointerEventData eventData) 
    { 
        if (hovers.Add(eventData) && hovers.Count == 1) 
        { 
            // turn to highlight state 
        } 
    } 
 
    public void OnPointerExit(PointerEventData eventData) 
    { 
        if (hovers.Remove(eventData) && hovers.Count == 0) 
        { 
            // turn to normal state 
        } 
    } 
 
    public void OnPointerClick(PointerEventData eventData) 
    { 
        if (eventData.IsViveButton(ControllerButton.Trigger)) 
        { 
            // Vive button triggered! 
        } 
        else if (eventData.button == PointerEventData.InputButton.Left) 
        { 
            // Standalone button triggered! 
        } 
    } 
} 

https://docs.unity3d.com/Manual/SupportedEvents.html
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 using HTC.UnityPlugin.Vive 

 static bool ViveInput.GetPressEx<TRole>(TRole role, ControllerButton button) 

 Returns true while the button is pressed. 

 static bool ViveInput.GetPressDownEx<TRole>(TRole role, ControllerButton button) 

 Returns true during the frame the user starts pressing down the button. 

 static bool ViveInput.GetPressUpEx<TRole>(TRole role, ControllerButton button) 

 Returns true during the frame the user releases the button. 

 static float ViveInput.LastPressDownTimeEx<TRole>(TRole role, ControllerButton button) 

 Returns last press down unscaled time. 

 static int ViveInput.ClickCountEx<TRole>(TRole role, ControllerButton button) 

 Returns the button click count. Click count will increase only if the button pressed 

down/up duration less than ViveInpu.clickInterval (default is 0.3 second). 

 static float ViveInput.GetAxisEx<TRole>(TRole role, ControllerAxis axis) 

 Returns the value of the axis. 

 static void ViveInput.AddListenerEx<TRole>(TRole role, ControllerButton button, ButtonEventType eventType, 

System.Action callback) 

 Adds listener to handle the specific button event. 

 static void ViveInput.RemoveListenerEx<TRole>(TRole role, ControllerButton button, ButtonEventType eventType, 

System.Action callback) 

 Removes listener that handles the specific button event. 

 static void ViveInput.TriggerHapticPulseEx<TRole>(TRole role, ushort durationMicroSec = 500) 

 Triggers a haptic pulse. Usually called once in each frame to make a long vibration. 

Currently only works with Vive Controller. 

 static HTC.UnityPlugin.Utility.RigidPose VivePose.GetPoseEx<TRole>(TRole role) 

 Returns current position and rotation of the device identified by role. 
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 static uint ViveRole.GetDeviceIndexEx<TRole>(TRole role) 

 Returns the device index that the role is mapping to. 

 using HTC.UnityPlugin.VRModuleManagement 

 static bool VRModule.HasInputFocus() 

 Returns true if input focus captured by current process. Usually the process losses focus 

when player switch to dashboard by clicking Steam button. 

 static IVRModuleDeviceState VRModule.GetDeviceState(uint deviceIndex, bool usePrevious = false) 

 Returns the readonly device state. 


