Vive Input Utility Tutorial

Vive Input Utility

Vive Input Utility is a tool based on SteamVR
plugin that allows developers to access Vive
device status in handy way.

We glso introduce 8 mouse pointer solution
that works in 3D space and compatible with
Unity Event System.

By importing this extension, developers can
save lots of time in writing redundant code to
manage Vive devices.

Read latest online version:

https://github.com/ViveSoftware/VivelnputUtility-Unity/wiki/Example-0.Tutorial

STEP BY STEP TUTORIAL

®  After opening a new scene, remove default
Main Camera and add the ViveCameraRig
prefab to setup a basic VR scene. This prefab
simply include VR devices like HMD(Camera),

controllers and trackers.

®  Add VivePointers prefab into the scene. This
prefab contains 2 event raycasters that can

interact with the Ul elements.
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Step 3 “= Hierarch © Inspector

®  (Create an Ul button in hierarchy. iy
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®  Remove default event system object E ,‘
(Optional). ' T

®  Select default canvas object.

®  Remove canvas scalar component
(Optional).

®  Remove graphic raycaster component
(Optional).

®  Set render mode to "World Space".
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®  Click "Add Component" to add the £

CanvasRaycastTarget script.
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° Set rect transform on canvas and button to -

Canvas

locate them into your VR camera's sight.
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Well Done!

®  UGUI now catches events from your Vive controllers!

®  Youcan find the complete scenein

Asset/HTC.UnityPlugin/VivelnputUtility/Examples/0.Tutorial
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