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Why Unity?

A Large community
A #1 Engine for VR development

A Cross Platform
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Platforms o Oculus RIift




Platforms o Samsung Gear VR




Platforms o Google Cardboard




Platforms o Microsoft Hololens




Platforms o Steam VR




Platforms o Playstation VR




Platforms o So Many More




Workflow
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Workflow

Graphics Jobs (Experimental)
Virtual Reality Supported v
Virtual Reality SDKs

— OpenVR
— Stereo Display (non head-mounted)

— Split Stereo Display (non head-mounted)

Single-Pass Stereo Rendering v
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Workflow

Stereo Separation 0.022

Stereo Convergence 10

Target Display Display 1
Target Eye Both
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Workflow

P S = L Y\
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Workflow

It compiles!
Let's ship it!




Input & UX

Oculus

Google



https://developer.oculus.com/documentation/intro-vr/latest/
https://www.google.com/design/spec-vr/designing-for-google-cardboard/a-new-dimension.html

Input & UX

Avoid motion sickness
A Always maintain head tracking
A Stable horizon

Development Kit 2

Be mindful of Gforces
A Gravity is always down
ACanpt feel velocity
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Input & UX

Pretty good at standing

A Arms tire easily if flailing about
A Or holding somethingup

Eyes tire too

A In order to focus, we need convergence

A Forcing converge between near and far
can tire the eyes i\

A Keep focus at ~ 2 to 5 meters
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