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FERNANDO FERNANDES

Engenheiro de Software Cln/Samsung.
Atualmente trabalhando na equipe de VR.




FALANDO UM POUCO DO MEU CONTEXTO COMO DEV

o Tenho mais de 7 anos na drea de desenvolvimento
de software.

o Jd& trabalhei com diversos tipos de aplicacdes.
(Web, mobile, desktop)

o Jd& trabalhei com diversos tipos de linguagens.
(Java, C#, C++, JS, Android...)

o Nunca trabalhei nem estudei nada sobre realidade
virtual.



FALANDO UM POUCO DO MEU PRIMEIRO PROJETO VR
A

> Projeto simples.

o Feito em Unity.

o Escolhemos usar C# para script.
o Uma unica cena.

o App exportado para UWP (Universal Windows
Plataform).

> App feito para rodar no HMD Samsung Odyssevu.
o EqQuipe inexperiente em VR.



COMECANDO NO MUNDO VR

O que foi de novo pra mim no meu projeto VR imersivo




e SCENE
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Malha de navegacdo

® Fisica
Gravidade
Colisdes fisicas

Gumarted f sk ke
el rions y
rorey Smpel, -
" Vbt

v ——

o et ..

i

sy

] megen

Apartmen a ct - Web Player

[_va Pvot | @iocal ] T

= | © inspector a
it [ N e —
Drag Objects and Lights... Rotate Camera with Arrow Keys.

Tag [Untagged Layer [Defaul___&
¥ A Transform [7E
Position
X [3.805557 | Y [0.4886839 Z [1.678886
Rotation

PCube 17 (Mesh Filter) Q@
Mesh B pCube17
(¥ Mesh Renderer
| Castshadows
Receive Shadows. o
» Materials
Use Light Probes. a
¥ i (I Mesh Collider
Is Trigger -
Material
Convex
4 smooth Sphere Colision
Cubel?

[FE
None (Animation Clo.

Play Automatically o
Animate Physics a
= Cull Always Animate
 Project e S inmae Co
e AT [ Import Spheres (scripy
CameraTaigre Oblects = computerdesk-maplematerial @ %«
Main Camera
» _indoorLights v &3 _scripts
» apartMentStaticFBX Alwhi

shader [ Specular

Main Color

ite
5 DragRigidbodyshadow Specular Color

» DynamicObjects
LevelTopCol
macBaok
Sphere [1)RotateCamera Tiling
Sphere [ shadowut
Sphere » (3 _shaders

Shininess
Base (RGB) Gloss (A)

Displayed 1256 spheres, filtered 5379 others.



e CAMERA o e
® E o dispositivo do qual o player vé o ' |

mundo.

® Nd&o se deve mover a camera.

¢ Movimentacdo feita pela cabecado | .
usudrio, atraves do HMD. |

® Altura da camera é definida pela
altura do usudrio (Via sensores do
HMD).




e PREFAB

® Fazendo uma analogia, prefabs sdo
controles customizados.

® S&o objetos complexos, normalmente
um conjunto de vdarios outros objetos.

® Prefabs s@o uteis para compartilhar
elementos iguais entre diversas
scenes.

7 Muito utilizado nos projetos VR.




e GAME OBJECT

® S4Go apenas containers, caixas
vazias onde vocé pode adicionar
diversos Componentes.

Textured

® GameObject é a base de todos
0S objetos em uma Scene.

¢ Um GameObject sempre tem um
componente Transform
conectado (para representar
posi¢cdo e orientacdo)
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= Hierarchy

-
@ unliy Welcome to the Unity Bug Reporter.
Please take a minute to describe the issue you are
encountering in as much details as possible.
Your submission will help us improve Unity!

" ¢ Directional Light

@ Terrain02
[ 3 ﬁ LeafyTree

What is the problem related to  Crash bug -

How often does it happen please Specify
Your email address djack1399@gmail.com

Share description in the Public Issue Tracker

User submitted bug

Describe the problem

> b
@ Inspector

MFers  Cstic ~
» Plataformattavel Tag Leyer
» Plataformatavel prefab

P PlataformaMovel
Main Camera ¥ A Transform

» PlataformaGrande

» Hero

» PlataformaPequena

# PlatafarmaMovel

I PlataformaGrande v

» PlataformaPequena
PlataformaPequena
PlataformaPequena Angular Drag
PlataformaPequena Gravity Scale

» PlataformaGrande Fixed Angle

1. what happened

2. How we can reproduce it using the example you attached

Attached files
Path Type
C:\Users\Public\Documents\Unity Projects\Standard Assets Example Project folder

Mass

Linear Drag C:\Users\DAMONI~1\AppData\Local\Temp\crash_7b62fead98bf714682bbdas80db...

C:\Users\DAMONI~1\AppData‘Local\Temp\crash_7b62fead98bf714682bbda580db.

Privacy Info

Is Kinematic

Interpolate Extrapolate




CONFIGURACAO DE BUILD

O Project Settings

Quality

Preset Manager
Quality
Script Execution Order
Tags and Layers
v TextMesh Pro
Settings
Time
VX Name

Rendering

Fixel Light Count

Texture Quality

Anisotropic Textures

Anti Aliasing

Soft Partidles

Realtime Reflection Probes
Billboards Face Camera Position
Resolution Scaling Fixed DPI Factor
Texture Streaming

Shadows
Shadowmask Mode
Shadows

Shadow Resolution
Shadow Projection
Shadow Distance
Shadow Near Plane Offset
Shadow Cascades

Other

Skin Weights

VSync Count

LOD Bias

Maximum LOD Level
Particle Raycast Budget
Async Upload Time Slice

Player Settings.

Levels
Very Low

CERE
RRRARE
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“Add Quality Level

Very Low

0
Half Res

Tow Resalution
Stable A
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Wo Cascades

Tone

Bontsyne T
0.3
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Build Settings

Scenes In Build

Platform
!6 PC, Mac & Linux Standalone
roid

Universal Windows Platform

&ty vos

'z Xbox One

~ara PS4

. WebGL
E] ot

EE—

Flayer Settings...

Universal Windows Platform

Target Device Any devica
Architecture

Build Type

Target SDK Version

Minimum Platform Version

Visual Studio Version

Build and Run on

Build configuration

Copy References

Debugging

Development Build

L

" Switch Platform

"Add Open Scenes
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CARREGAMENTO DE MODELOS NA CENA
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MRTK

MIXED REALITY
TOOLKIT
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o TESTAR EM HMD/SIMULADORES
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Obrigado!
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