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1 fasr

1.1 SDK X#F &
415 % : IDEALENS K2 CEIX) BB 5 7420, XL Camera WA

1.2 JFRAH

Unity: H FISZ#F Unity4.6.3f1 %] Unity5.6.1, #EF74#H Unity5.3.4f1 A, (2
RIEARRAE AR, BRI
(Unity5.3.5f1 AaEAEMRE, 2FH Ul LERR, EAEMHD
(Unity4.6.9f1 1 5.6.2 DL EHIRRASR bug, LHENEEIEIT, EAEMAD
Android: 6.0 iRA.
Java: 1.7 } LA ERRA

1.3 SDK # &

IRHEL SDK 3% [ 46t ivrsdk.rar, fif)Jk f5 0] 2| ivrsdk.unitypackage S 14

2 SDK HfE 8

2.1 SDK S A\ E

fift [k SDK % %% K46 ) ivrsdk.rar, R¥ELLT 3 Fithid, DB
ivrsdk.unitypackage .

2.1.1 &FFEH

1. ¥ ivrsdk.unitypackage 5§\ Unity LFEH .
2. {E Unity S ¥F2 %% IVRSDK -> Create IVRCamera Component.
3. SDK f# F Unity [¥] EventSystem %l Fr A )34, %+ IVRSDK ->
Create IVREventSystem /% {# F§ IVRInputModule ] EventSystem.
4. R TR EAE Y2 1E N EventSystem HIfil & B 2k, #%£FF IVRSDK >
Use IVR Physics Raycast.
5. WURFHFEAH UGUI MMl , &g i) Canvas Y1k, i
IVRSDK -> Use IVR Graphic Raycast.

(4, 5 BARDIN), HFREWRATH CE U ZAEN EventSystem HI%IA ,
BARTT 7 WG S0



2.1.2 V1.1.x B R AT 4%

A 1T sdk BT D B

1. B ET R Unity TF2.

2. AT ANt

3. MR TR E A R IVRSDK H3%, 7E Plugins H R
libidealseePlugin.so A1 vrlib.jar/vrlib-idealsee.jar. (HfifR1%Z HH ANELE
5 = J7 AR R B2 5D
SN SDK H' 1 ivrsdk.unitypackage
T AR5
mii IVRSDK -> Create IVRCamera Component.
& i IVRSDK -> Create IVREventSystem.
&t IVRSDK > Use IVR Physics Raycast.
PR 62 R ET EventSystem, 1224 IVRInputModule FJAC &, 2%
Use IVR Hover #1 Send Event To All &5
JB% 5% ¥ IVRTouchPad, IVRResetPos, IVRPanel Al IVRCamera.
1. AR ROERERRER, BITRERGHRE.

e R A

2.1.3 UGUI fR AT}

AT A H IVRSDK. UGUI RRAS [ T+ 20 25 18

1. &0 IEFHETHRIY Unity T
T Hm 5
MR TR 5 A 1 IVRSDK Ht. (% H A28 8 = 1k
AN BT YD
S\ #H SDK # i ivrsdk.unitypackage.
I TAE 5t
6. #Fx IVRCamera b ERKEKIZALE, s IVRSDK -> Create
IVRCamera Component, E#THCE IVRManager T
REGRTPREARERRER, BITRNELTH RS,

v ok bt

~

2.2 IVRCamera iBH

B ¥ IVR Manager (Script)

Lse Reset Position
Default App Exit

Resolution
Resalution

2-1 IVRManager fic &
IVRCamera Xt % /& SDK [ EE 4 £F, RightEye Al LeftEye s& > Camera,
F R #2040 W IRE 2B EHE, Anchor AFE PR IR I H AT DL SR TBCE % R



NIRRT E S O T RS 82, Anchor A — /N KIENE ] Camera, X
ABOARLE, WEAEMZK! ) o IVRCamera - IVRManager 2014, LA MW
e ¢

Use Reset Position: & HEBEMMAIIEE, WRAE, YA P KR T
N i sgft 2= fish A =5 B AL AR DR

Default App Exit: & HEARR FER H A, WAk, Y St
2% ER R e g 2 IR AR . WRIT R E AR H AR B A FHA, —EA
A8 /A) 181X N IR T

Resolution: /=45 BR%i A\ [ RenderTexture 1 4)#E5, HUEBS, ) THI#RIE BT,
HARGIFEHOR, TR AT DR HE SE bRt oLt 47 0715

R

1. i Aae HAth Camera, HAth Camera 2t A BoRER & L, 5K
HM B o

2. 1E Unity Zw’E a8 f115t 4% IVRCamera TAE @A —FE), TESmiE 2% A B bR A4
WSk B A E T IVRCamera XT %, 1M1E % & _FAL SR PIeiE/EH T
LeftEye 1 RightEye, 1M IVRCamera A<3jigf%. [FN, 7EZw4E#s I, LeftEye I
RightEye (. BH &, MR Box e RN FHRE P ATU6 40 0 I g AR 4 BR O e EE A
LR BRI 464k LeftEye A1 RightEye 678 .

2.3 IVR Input Module .8

¥ @ [ IVR Input Module (Script) - ﬁ &,

Script I"-:"I-'i.Ii'np utModule @
Ray Transform A Anchor (Transform)

Dragging
Pixel Drag Threshald |4

IVR hover
Use IVR Hover ]

IVR Legacy Feature

Send Event To All -
Touchpad Scroll

Use Touch Pad Scroll (]

Touch Pad Scroll Scaler |4

Touch Pad Dead Zone 1
Standalone Input Module

Horizontal Axis Harizontal
Vertical Axis Vertical
Input Actions Per Second 10

Allow Activation On Maobile Device [

2-2 IVRInputModule fit. &
Mov1.2.0 BRATFIE, SDK oK BRAME H Unity J542 (4] EventSystem SR Ab 3 BT AT
%44, TVRInputModule #&3& T Unity [1] PointerlnputModule ¥ & ik, 1N
SDK HIBR NI AREER, S8 T -



Ray Transform: 7E VR 5+ BRIAfHE 9 2 &k 45, TVRInputModule % A5
BT BB R B RS I S . ERA & IVRCamera R Anchor, A LLH O E
X, ZBEARNT.

Pixel Drag Threshold: il B4R firh &% 1 20 (1) BI4H -

Use IVR Hover: N T & J7H 24+ VREventListener # 1] IsHover 4, 1N
7 IOnHoverHandler #2111, A2 1% A2 fili &% I0OnHoverHandler 2 1,

Send Event To All: UGUI L2 BRI R 18] Bl i) —AMlf At 2 i 1R IR =
1, Ay IR AN 1 T i R B A L R ] B Ok A

Use Touch Pad Scroll: & {518 I 7E touchpad _EHIVEEITE NIRFESE. Aa)iEN
AN R E A

Touch Pad Scroll Scaler: touchpad & [ #1457 #2 2R 56 S BN Fe 4 R4
Touchpad HJF A #2822 Fk LIX A REUE 15 H IR S HL.

Touch Pad Dead Zone: touchpad - [FJI8 BI07F5 /N TAZAB B ANl ok TR FC oA
Standalone Input Module: Bt E ZHCN4k 7K 1 PointerlnputModule 24, WiJtdh
B Eoei. HIEE R Allow Activation On Mobile Device %A 2) 1% H 1k
e & B IoiE AR

2.4 IVR Physics Raycaster i} B

¥ || M1VR Physics Raycaster (Script) [ #
Script IVRPhysicsRaycaster | @
Event Mask | Everything =

2-3 IVRPhysicsRaycaster it &
IVRPhysicsRaycaster 4% 7Kk H BaseRaycaster, & M RHMIFT Collider 114 Hifilf i
[, LA Camera 45 58 £ — > GameObject I (ERIAGEE LE Anchor) . Event Mask
AT DL SR e Bl A U R L Layer 24 .
VER: WA Collider &7 )% IsTrigger HETN, %A A4 5 KB A2 fuh &
fll 43 A



2.5 IVR Raycaster it B

"F@Ean\ras ﬁ &,
Render Mode | Warld Space % |
Event Camera |% Anchor (Camera) | @
Sorting Layer | Default L]
Order in Layer (o |
v || canvas scaler (Script) ﬁﬁ'
I Scale Maode | World % |
Dynamic Pixels Per Unit AR

Reference Pixels Per Unit 100 |

TD [+ IVR Raycaster (Script) ﬁ ity
Script IVRRaycaster @
Ignore Reversed Graphics [

Blocking Objects | Hane ¢ |
Blocking Mask | Evarything =
Fointer ‘Mone (Game Object) | @

P 2-4 IVRRaycaster Iit. &
IVRRaycaster 4k 7K H GraphicRaycaster, s&H KA UGUI BRI, 242000
Canvas 5 7€ /£ —1> GameObject I H1% Canvas 22011 B —~ Event Camera (ER
AJE Anchor) . it & S ¥ M GraphicRaycaster —%(, 7] DL E B 5B 7 SCRY .

2.6 HWE
1. SHREHE, BASHWTE 2-5 firos:

Resolution and Presentation
Orientation
Default Crientation™® Landscape Left
Lse 3 alay E"I.I'I-'F-."I'+' J
=necil*

oading Indicator

* Shared setting betwean multiple platforms.

K 2-5 FHBEREE

2. Build Settings W &, Texture Compression i%&#¢ 4 ETC2(GLES3.0)41& 2-6 fli7w:



4.

Platform

m:*, Web Player ﬁ Lndroid

-f# PC, Mac B Linux Standalone ETE2 (ELEETZ0)
Google Android Project
Android Development Build

L
i1 |

Player Settings... Build And Run

] 2-6 Build Settings 3 & 7~ = &

PlayerSettings W &, AZ/2J#% Virtual Reality Supported. FARZSHE U1 T K
2-7 iR

Rendering

amma

Cynamic

v
¥y
v
v
v

GPU Skinning®*

Graphics Jobs (Experimental )™®

K] 2-7 PlayerSettings ¥ & 7~ = K

£ PlayerSettings FF] 15 SD RIAR (HZE) . 1 ~E



Configuration

Api Compatibility Level™*

e aud ources*

Mano2x

MET 2.0 Subset

ARMuT
Prefer External
Auto

wternal (SOCard)

K 2-8 {5 SDCard LR

5. QualitySettings W&, BAZSHWTE 2-9 fis:

Name

Rendering

Pixel Light Count
Texture Quality
Anisotropic Textures
Anti Aliasing

Soft Particles

IVR

o

| .Fu|| Res

| Disabled

[ 2w Multi Sampling

Ak
O A e

U

Realtime Reflection Probes []
Billboards Face Camera Pos[_|

Shadows

Shadows

Shadow Resolution
Shadow Projection
Shadow Distance

Shadow Near Plane Offset
Shadow Cascades

Other

Blend Weights

W Sync Count

Lod Bias

Maximum LOD Lewvel
Farticle Raycast Budget
Async Upload Time Slice
Async Upload Buffer Size

| Disable Shadows

| Low Resolution

Ak

| Stable Fit

150

[z

| Mo Cascades

Ak
|| | A S e

| 4 Banes

| Don't Syne

|2

0

256

[z

4

K] 2-9  QualitySettings 15 & 7~ = K

Anti Aliasing 7] AR ¥ 75 223047 1 %5

V Sync Count —EAMNFEIT A, WAL Don’t Sync.
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2.7 SHBIREEBIT

1. Bl USB iEBF N, 4% FHN)S, Launcher 10 A Hth K bR 2>
AR FEHIRES, AN E bR AR HEth F .
2. & File -> Build & Run, 253 F 445 dimt OK 1!

2.8 W3k Gear VR

& 3 an A8 F Unity5.0~Unity5.2 AT & Gear VR N, 15#&E W R 5

BRRI Ay £E N op{d FH Ideal OS SDK, & AfifE IDEALENS K2 V& .

1.
2.
3.

A SDK.
MM ER3% 5 1Y) OVRPlayerController 5¢# OVRCameraRig.
5 F T A~ G %E IVRCamera F1 EventSystem, AR 4 75 B 08 B 4d FH A R 1

Raycaster.

Build&Run.

TP % & i 548 F Unity5.3 JF & Gear VR N, 15428 40T 25 58 Bl a] 78 B

th{i ] Ideal OS SDK, & AfifE IDEALENS K2 ‘-4 |

1.
2.
3.

F A SDK.

%37 5 - ) Main Camera.

i F T B A~ A% IVRCamera F1 EventSystem, AR 3% 75 it £ A8 FH AN [H] 1
Raycaster,

£ PlayerSettings W & T K # 1HA 241k Virtual Reality Supported, 417 4]
2-10 Fi7m:

Rendering

Gamma
Auto Graphics AP
Multithreaded R

GPLU Skinning®

Graphics 1

K] 2-10  PlayerSettings H Virtual Reality Supported ¥ & 7~ 7= K

Build&Run,

11



3 HPBIERA

N T KPR 3825 IDEALENS H2 = 8 A%\ 3F B At O X4 J7 A 15k
b ON, M v1.3.2f1 BATFLS, SDK Heflt 7 =AM I & # A
IR N A [

3.1 IVR.IVRK2Event
SERMASED, BT HEM

event TouchEvent HomeButton

SKARE IR [ g e A

event TouchEvent onLongPress

LA B AR A F S, KA BRI 1 P I B R AR BRI B AL RS I ik
event TouchEvent onPress

KA RN AR, AR A N R A e Ak A

event TouchEvent onPressDown

KA AL A BT, b AR — WU B F A

event TouchEvent OnPressUp

SRAR AR i BB TS AT, b A5 1R R — WU R F A

event TouchEvent onScroll

KA B AT, AT IRAEAR AR S, SOR T WOE SR

event TouchEvent onSingleTap

AR A, AT IR AR ARENORE 1 A A BT AR, T S il i
drF

event TouchEvent onSwipe

SRR R TS, B TR AE A AR BV SRR 1 AR ) 20960 fid i 8 T
F, ZHCONE T ) SwipEnum.MOVE_FOWRAD([HH)
SwipEnum.MOVE_BACK(Al)5) , SwipEnum.MOVE UP(J4] L) ,
SwipEnum.MOVE _DOWN(J7] ) &

YHRHUEE — 1210 void Update(float fCurrentUnscaledTime), 5 2245 BE i i
MIFABN—DNER RGN S, WIS T IVRInputModule B,
IVRHandlerInputModule 1 4 EventSystem % AL, WA 75 Z 88 %% 1.

3.2 IVR.IVRH2Event
H2 = RN FLE RS, B8 LR

event ButtonEvent onClick

= B T A, S ECA TR SRR S 6.3 H ControllerButton & X ).
Mz WAL T IE 2 ARG Wi — Ik = SR A% B i 4

event ButtonEvent onLongPress

DRI RIZENT, SHOvEREAL, A n R EZ M 2 B Ak K
LT

event ButtonEvent onPress

12



NI ERIE T A, SEO R AL, B RIREEEE N E, BEERK
0, & ik izH .

event ButtonEvent onPressDown

nRAZBEE T, SRR EAL, B R PR U IRz S
event ButtonEvent onPressUp

= BRI IR AT, SEONILEAREAL, = BRI R BOR — MUK Z AT
event ButtonEvent onScroll

=B ST, TR = B B s, BhORIR RS, £
HONTE SR B A% &

event ButtonEvent onSwipe

2 BRI AR B U AT, B THEAE = SRAR AR b1 ShilEad 20 il 8 0S4,
ROV IO R (BRRE—ED .

[i] IVRK2Event, ZEH A —4~4% 1 void Update(float fCurrentUnscaledTime),
W I & FEH T IVRInputModule 5% IVRHandlerInputModule 1 A
EventSystem F4 ABIE, WIATEEF R ZE D, R R ERE 6 IZE#
M, JFREREAR WY T =idEE (ARSI 63 &) , M
o

3.3 IVRTouchPad

TP AT O 28 1 [R)IN SHe Sk 00 H2 = BUAMANEAE, B8 DU R S
event TouchEvent onLongPress

KAGHEAF, FA MR T R M B AL 8 H2 = SN APP H K A% FH A
event TouchEvent onPress

FFBHZ N FA, SRR 1 SR I AR R S84 F A H2 2 SR il
e AR LB A AL F A

event TouchEvent onPressDown

HNEAE, RO T SR A AR SN ST B H2 25 B A A 45 2 B B AR L
(IR 7 N S

event TouchEvent OnPressUp

REFE, KR T SRR AR IR F AT B H2 2 B AR 42 B Bk
LB RIa R F .

event TouchEvent onScroll

WahFEM, FA ORI T S AR I B SR H2 2 B A AR T B g
G

ER: BTEAERERE, SIEMERA H2 = BB x, y #iFA—2,
B REER.

event TouchEvent onSingleTap

TS, SRR T SRR AR ) R T S R H2 25 B A A B e B AR
PUBE A R F44

event TouchEvent onSwipe

(DA G S LR R el E T D DR 5 100 WA W D R
F14h IVRTouchPad i 5 M1 77k

13



void void Active()

RAEWH 7% 05, IVRTouchPad A S ER, FFRFWMFAEH T
IVRInputModule 5% IVRHandlerInputModule /£ 4 EventSystem 1% AL, )
AN B 1% .

void Deactive()

A HZ8: 05, IVRTouchPad [ {FK A F A R

void AddKeyEvent(BoolDelegate delegate, KeyLayout layout)

TEME—N R0 R 2 delegate, =5 =LA% 3R (1B 4% T B H2 2 B HOME $#4% 1~ )5
2 HEUR IO A0 2 202 M R B 3. Layout 3% 7 NEJ, E 0k
WA, R — RS ENE R A . — AN E g in B4 18l
18] true, WA —Z K E

void RemoveKeyEvent(BoolDelegate delegate, KeyLayout layout)

BV VT 910 ek 2 delegate

void ClearEvent()

1572 T A EIE AddKeyEvent y3 M1 5] 1) b8 %L o

4V1.2.0 Z Bi# O #i A

V1.2.0 Z Hi ] SDK ¥ A 1 B Unity '] EventSystem, Ifii #& 7t IVR AnchorHandler.cs
i % IVRCamera.cs &3 i 28 L3t AT W) B A I, AnchorWidget.cs 1E Nl
A UL FH T 52K £ A0 B BT IVRAnchorHandler.cs A1 IVRPanel.cs &%
11544, VREventListener.cs k7K | AnchorWidge.cst 77 7 i H o 1T fii Al
AR (Bl 42 4H 1R i Wy SEIAE Android 2, R )5 K 1XH B8 %1 2] IVRTouchPad.cs.
V1.2.0 7744 SDK 4= [fii #7431 Fi] Unity ) EventSystem, J HANFAE android /2 ¥
W b AR AN IR [l B =RA, T2 B A A Unity BOJSEAERE T, B DU R AR 42 11550
IIREIRFE, 037 R B S I ) ) T I R

X R SDK B3 H, DU R4 DEA RIS A, 1B H UGUIL.

4.1 IVRCamera.cs 1 IVRPanel.cs -- &.3#-H

IVRPhysicsRaycaster.cs fX# [ ZAIL DR 1 FHZ IH A SDK HI/E 58T Ja
BB HMIZ A ER, IVRCamera.cs i RERIAGE € 7£ Anchor I,

4.2 IVRTouchPad.cs -- BUAKIEMN H2 = REHEA4EO

FEILET 3.3,

4.3 IVRAnchorHandler.cs -- & & A

EventSystem fCE 1% DIRE. {2 IARA SDK H7E BT 5 /7 20 H W%
SRR o

14



4.4 AnchorWidget.cs 1 VREventListener.cs -- i} {£

FrE £ O U3SR AT H, 85 SEB G 70 J5 AR 11 TEventSystemHandler 42 1 A1 3 1
IOnHoverHandler % 13K %% EventSystem. 14 F 1H iR SDK FJAN 75 B AT Ar]
5 h

5 EventSystem B4

EventSystem #/& Unity FISRACEH P AL T AZ O, ERE—1
InputModule KRG & TAEAFEFH PRSI, TR ] DL i 4k &
BaselnputModule ZER LI H T4 A B . Ideal OS SDK M v1.2.0 FF 454 [ 3
%% Unity 1] EventSystem, i#id IVRInputModule, IVRPhysicsRaycaster Fll
IVRRaycaster(iX = AMEEAE 2.3,2.4,2.5 THTE N 4K F /& IDEALENS
K2 %4 BHRERIAC .

B 7RI =N, B S A AN B RO — N R ) AR R TR
T4

5.1 IVRInput.cs

Beag b B R AR R 3% ] 42 B m] DA E R A Unity (9 AR 86 HE2H
AR A
if (AndroidInput.touchCountSecondary > @)
{
Touch t = AndroidInput.GetSecondaryTouch(®);
}
AndroidInput 7] PLIREX Touch F44:A1 Input 4% 11—,
IR Al g R] DL tnput. GetKeyDown (KeyCode . Escape) ; 3k BY
N T 77 (8 R P ALE e 234540 44, BT BA IVRInput.cs $4 DA B PR V3T 1 3
%, JPAE AT DL Bl XA % 1 i B IR AR
IVRInput.GetKeyDown()
fl AR A% S
IVRInput.GetKeyUp()
f AR AR S
IVRInput.IsHomeButtonDown()
I [ml g 2 T FA
IVRInput.mousePosition
24 i) A P A Ak Ao B
£ Unity gi4Has A, P LUT 2508 BN BRbR 2 BRSO i P AR o . ESC B W]
DARE IO [R5 . b 2 45 7 ) B AT DAASEHDL A 5 A v 2 A

5.2 IVRRayPointerEventData.cs
4k7k H PointerEventData, {R¥FIRA AL, il 7 E.:

public List<Vector3> HitPoints;
public List<GameObject> HitResults;

15



public List<GameObject> PressObjects;

public Vector2 TouchPadPosition;

public Ray worldSpaceRay;
HitPoints: £k Rk ar b sl it A bR . 42 B8 Bl X 0z i HE 2
HitResults: Sk ik, 4&i8 i Az iy FEz .
PressObjects: fili 4=t 3% B i $2U% 21 PressDown FAF VAR, $2 88 HiE Az
I F HES -
TouchPadPosition: PointerEventData Jii 42125 ) position 1 pressposition [ /& 4H
XTTBERE I AARR, 7E VR R FERE s AhhR, B DARR E AR il 24 al ik
PR fish A A A
worldSpaceRay: 471 F A5 DAl 1) 5 4%

5.3 IonHoverHandler 1

B H VN void OnHover(BaseEventData eventData);

K~ UGUI R A IPointerEnterHandler 1 IPointerExitHandler 7E 5t 2% i3k A\ FIES -
WA A il TP AN S, e v S SR ) R IRl 3 A RN ST H A — SE T g, P
DL T 82 O, ST 2Rl B R Jo B —WiE iz F Ak, BT
G RIE—IRZE. #] (AnchorWidget H1ISZHL) -

void IOnHoverHandler.OnHover(BaseEventData eventData)

{
IVRRayPointerEventData pointer = eventData as IVRRayPointerEventData;
if (pointer == null) return;
if (pointer.HitResults.Contains(gameObject))
{
hitPoint = pointer.HitPoints[pointer.HitResults.IndexOf(gameObject)];
if (!isHover) RunOnHover(true);
}
else if(isHover)
{
RunOnHover(false);
LoseFocus();
}
}

VERE: WAJILE IVRInputModule H1/4Ji% Use IVR Hover A& KIE1ZH/F! (FEIL
23 &)
6 1§ IDEALENS H2 = &

FEH7I¥) IDEALENS K2 %% 3807 %t IDEALENS H2 Z RS0 3F (20161225
ZJEHIROMD , FFRZE R LM v1.3.2f1 fRA K LA ) SDK 7 {E 3REL ] =
BLBRIE. U7 B B B2 AT VR InputModule H3i )

16



IVRHandlerInputModule 1E % EventSystem % AR a] 82 N\ H2 = i #efE, Hit
1T R B RE R H2 = IR RS N 5 1) K2 B R4

VR BT REEARRR, v13.0 RERPUZE N E RS, BTUUE R LR [A3%
PR, A v13.2f1 H, BB R HAR 2 B — e Al 4, P LAAE
ControllerButton F1IE Il CONTROLLER BUTTON_TRIGGER fif . [FIINf N T RiEFE A, &
A trigger #HICHE AR IR HANA R CEMER A 0 F1255) , (HERIFK
A S F T A A

6.1 IVRHandlerInputModule BH

B ¥ IVR Handler Input Module (Script)

Ray Transform Handler {Transform)

Dragging
Pixel Drag Threshaold

IVR hover

Use IVR Howver

IVR Legacy Feature
Send Event To All

Touchpad Scroll
Lse Touch Pad Scroll

Touch Pad Dead Zone
Standalone Input Module
Herizo Bxis
14
Jevice

IVR Handler Pointer
Handlar Pointer B Handler (IVREHandlerPainterImpl)

Input Mapping of handler
Handler Touch Pad Z Common TF&
Handler Butten 2 Common Click "Mixed ..

4 6-1 Handler demo 375 H 1] IVRHandlerInputModule
IVRHandlerInputModule k& H IVRInputModule, #I01% H2 = BRI SCRF, W
R L H H2 = B, 7 A IVRHandlerInputModule # 4 Ji7 2K #] IVRInputModule.
W 5-1 ffr7x, IVRHandlerlnputModule 2373 R IVRInputModule —#, #r
#47 IVR Handler Pointer 1 Input Mapping of Handler P9/~ % & . IVR Handler
Pointer 1] LL¥E € BRBE H2 = RS54 (R R AT L2 Handler_demo £
Bl , WATPLNZES . Input Mapping of Handler K1 & H2 — il 5 F 2& 75
STIER K2 58 bRl pfoa A
Handler Touch Pad 2 Common TP -- ‘2] 3 MPK H2 2 sl b 0 il AR 45 4 o 55 Ay
K2 ERf g ik Ul =

17



Handler Button 2 Common Click -- #ZEFEMFLE H2 7 RIZEERLS A K2 R R fil 55
R KIS Ul 2,
WEHREFREX D Ul EE RGNS == NS P s NF RS 55 H

6-2 IVRHandlerEventData iBH

4k7K H IVRRayPointerEventData, IR H | [IVRHandlerInputModule, A4 %
45 AL 33 (1) 4459 IVRhandlerEventData. [t IVRRayPointerEventData 34111 T
H2 = SREAR A B -

short HandlerButtons;

H2 Z B fr

Vector3 HandlerPose;

H2 Z BB (BRALA)

Vector2 HandlerTouchPosition;

H2 Z AR B A AR (0, @) IRk A filfs

6-3 IVRInputHandler i B
H2 = REEHIE, TR E Bsh] H2 = RS BUHE CH s, .

static void Activate();

BOE H2 = RERE, £ H3% IVRHandlerInputModule /1, I & A H
IVRHandlerInputModule f£4 EventSystem fIH ABEL, F5EF 3% 75805 = R o
static void Deactivate();

KM H2 = BRIERME, £ EAZE IVRHandlerInputModule A, WEIT &R E A H
IVRHandlerInputModule £y EventSystem [ AR, UABTEMH ARG, A ZTZ%.
static void UpdateModule();

EH H2 B RIERMEE R, 2fWi IVRHandlerInputModule A, WIS ITF & #H A H
IVRHandlerInputModule fEJ4 EventSystem [ AR, FEFSHRWIHAZ T, DEREUEHT
UEAE7 T

WA R H2 & ROEERAS AR (IsConnected ()% iR [H false) , i %% LA
R ZVERIFAEAE A H2 = REdE 2 ai A,  DLORIEEOE I8 80tk

static void OnPause(bool pause);

YRR EARE N FEH A ZED, £E308% IVRHandlerInputModule A . 1SR TF &K & AME
F IVRHandlerInputModule /£ EventSystem ({4 AN, HEIAERE 7 27 {5 ALK S ) I FH 24
H, PARIERR P S I 2= SRS A RO AL P AR BR N 2= B AT BAREHLARHE o

static void CheckState();

BT H2 = REBOTIERRA . TR H2 & REERS A BN, TR E T I I T H2 = R
REREITH . BT 2R AR B, AR — Wi LM, v UMEH et
IR &1 H IVRHandlerInputModule YE4 EventSystem (IS NREEL, U 75 B2 f8 1% ] L.
static bool IsConnected();

REUH2 = RIERIRES .

R RA M CheckState J7ER] DL HHZIRES .

static bool GetKey(int iCode);

18



static bool GetKey(ControllerButton kCode);

static bool GetKeyDown(ControllerButton kCode);

static bool GetKeyDown(int iCode);

static bool GetKeyUp(int iCode);

static bool GetKeyUp(ControllerButton kCode);

PAE I H2 2 ARSI 11, H2 Fl—A short FAFRRIEE B, AL N —A47 bit,
HARIR

[Flags]

public enum ControllerButton

{
CONTROLLER_BUTTON_MENU = 1,
CONTROLLER_BUTTON_HOME = 2,
CONTROLLER_BUTTON_VOL_UP = 4,
CONTROLLER_BUTTON_VOL_DOWN = 8,
CONTROLLER_BUTTON_TP_CLICK = 16,
CONTROLLER_BUTTON_TRIGGER = 32,

}

static Vector2 GetPosition();

static bool GetTouchpadDown();

static bool GetTouchpadUp();

ARILH2 2 AR P A= S, 3% (8] (@, @) Fs A fil 2 Al AR o Al #5IT46 — i ly TouchPadDown,
fili B 45 SR — M TouchPadUp.

static Vector3 GetRotation();

RIH2 = MIESEE (RRA) .

static void SendVibrateCmd(int type);

i H2 = URKIERENR S, @ NAES), 1 NEs).

6-4 ¥ %152 Handler_demo

SDK H¥ii v — RIIFEGIZ S, HREIIEM H2 = W5,/ H2 = ROk
OGS 2 B AR 1) Sk A R A L BT

7 omiBfE R RO

SDK 145 #1 IDEALENS 2 #iil {5 4% 1, S ERCE-IK 5 A A
] IDEALENS K 5847 18U, JFR#E A DAL A RN A s SDK 1)
PSRRI P R & RS TR P AE B DUT 3 D EE S 7E TVR XA 44 23 16
B

® [SDKUserInfo ISDK.Instance.GetAccountInfo()

IRHUK P {5 5., 1R[A12& ISDKUserlnfo, & FHLHEF A H A EE

® Dbool ISDK.Instance.IsLogin()

WA 1535 3K true B I false R E 5K
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8 FFRIEEFM

1.

Ideal OS SDK 3¢ # Unity J& £ ¥ F # 6T K& 1, T RE&E ¥ S %
http://docs.unity3d.com/Manual/index.html SCASHE4T % o

Unity BRiA ¥ B JE S IR £ 878 Unity £ LOGO, {HREK % A T
SRR, RIRARFE AL, FrUAE R 75 200 5 3 [ B O A

Splash Image
Virtual Reality Splash Image IHane
[Texture
20)
Select
Splash Screen
Show Splash Screen

Static Splash Image

Scaling Center [only scale down)

] 8-1 J& Bl [ i &
BEAZA A Unity BRIAH Android F @A, 788 shHIRHg < A —T B 5,
P ARESIEE AL IR EFUT-EE20— T Unity BRI L E S
Unity\Editor\Data\PlaybackEngines\AndroidPlayer\Apk\res\values\styles.xml,
% android:Theme.Light.NoTitleBar.Fullscreen 124~
android: Theme.Black.NoTitleBar.Fullscreen.
H R ASEAS AT HAth Camera, X4& Camera #i AR & RN H K.
ANBeAdi ] Canvas ff) Screen Space - Overlay 22 #1] UGUI, XFETCIETER
#% ERoR, EEEMEH World Space 3.
R USB Ja BB, 1IN 2223880553 1 &#i) Google USB
Driver: http://developer.android.com/sdk/win-usb.html. 15ATIIRANGE R A AT
DL 42 %% Samsung USB driver. A %% windows WA SAANBE IEf &2 1A
W, SRR R B KA B RIS, AT RLSE %3 Android
Composite ADB Interface fif# 1% 7] @l .

WA T B A B S i AOIEHRE 2 mike@idealens.com .

SN Ideal OS SDK (1137 #F !
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http://docs.unity3d.com/Manual/index.html
http://developer.android.com/sdk/win-usb.html。
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