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5.1 EZEBD

VR #1982 3l 1 20 PR, B R 2282 sh ML sk R 3l . AR 1Y So o 4 it i 7 30 1y 52 B
Jr .

5.1.1 EZEBIHMEEEBIHLILER

VR & 3% L2 8 s FE R B 3 i) FZ AR F

(1) #EZE# 3 (Continuous Locomotion) : 1Ei% L2 F5 BB zUH , Br 4 nl LUl o Fp e 5 15
P 1] s B ) A A AR T T M TE R SO R R R Bl s AR U 4 R 5 1 B AT Bk 5
M ke 42 1 8% 3 J7 1) R BE

i 2 B B A X R 7 DU S A IV e 0L B S Y B R, TR R B R SR S BR A% B, (H AR
B RS H CAERS BN, PRI — 6 T 7 AT e 23 IR B R ORI X RO 8 R R R = 8

(2) f£3%# 5 (Teleportation) : &34 % 2l & — P 1 &7 3 (14 1 400 B0 S5 2 B =, 2 3 ok o
Xf Bk R Y 07 2 AV BU KA M IR TR R Bl

e B AT P H d R AL B B AR AL & AR S # T IR AT AR a6 B 3l . ik Ay ke A T
L B AT RE 5| K R LR TR BU R AN 2 & 57 W W R 2l ol B2 i 2 7 B B8 AR B 0 £
B AR R T B A B T e i 0080 S T i = gl (), B O e s b T B AR A 2 R AN —

e FH IR AP A sh A5 X e T30 B B 75 SR A HARSZ AR . iEL B ahfefit T8 QAR 3h
RS B BE 2 S BURE AL ML X F8 2 I BT 67, 38 T S T2 B 32 AR R R IR L 2 B
SR RS b 2 S A P AN RS Zh AR U B R L LA LE Be AR R A AT A A e 4 ik
PR

5.1.2 EEBEEZERD

N T ISR B AR Unity hfE AT N B
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1F Hierarchy J13%& " XR Origin, 7£ Inspector M H#8 o7 Add Component #4H , 78 7 H
) B AHE H #8 2% Locomotion System, X 4~ #7118 1 # Locomotion System #H 1} B XR
Origin J& P75 2 G B — 4> XR Origin Xf 4. lﬁt%‘%%%ﬁa [i] Inspector Ml L J5 # XR
Origin 20 5 #:46 823 XR Origin JEERET . X Locomotion System ZH {41 4E HJ2 #1kL
Bafsa.

T RGP T Unity VR & ¥ Locomotion System,

pan Unity FriEFT VR JF & B, Locomotion System(iz 3l & 5t) F T 5 i Bt 2 16 )& 0L 1 A&
TS, XA RGE AV B KA R SR [ R g, iR AU AR — A F RS AL
il i

Unity VR F A& H W il Locomotion System A] ASZIL sl EZA F M JLFRE A,

(1) Teleportation(fE£ % 3l) . Bk & VR i Wiy —F 8 3y =0, Bugnl DL
FH VR #6881 8 — A B AR S0 ARG BR RS % %0 & . R J7 =00] DA 2 3l s, O A
D

(2) Continuous Locomotion GEZEF 3N : ELLF B R AU L h Y PAT B AR B, IR
AT LA VR 42 1 5% 50 oAb A S s R il e s R b e A th B gl . X Fh o X
WS 5 ARERTELESR2D) . X B ANBURE M A — A0 1 % 288 g (B R AR %
B INE BT T A AT FE SRS Sl I T DL 4R A L B ) s DU A A P A A TR AR
FI O TR 3 v %) B2 1) oA S BB R 400 25 () v (4 () 20 2 ), SRE AT AR Kl R I R 400 5 ) 5
RS 3 ] B AR A — B0, T ] VR Sk e iy 2 3

(3) Blink Locomotion(lZIR# 3l . 48K v, 2 R 3he —Fi iRtk ek g, A
Br L2 R B B 52 16k (8] % 3% 2007 67 00 5 =X (0 5 2R i A% 3% A% s AN [m] X Ay =08 3 7E 1%
it B v R — AR Y R 5 Ea P SR AR P A s = B 5 R AN R

(4) Node-based Locomotion(Fe T sl 5l . He T 47 il 19 R s J& T1% 16 % 3l iy ¢
1] o BIR ] B 2 1 Mg UL 5 v [ 5 T00E 00 B AR R RS g X A Oy U T A BRI e K R 8
F 3 55, 18] i ik i X 8O0 G R W N

(5) Hand-based Locomotion(J&FF M 5) . X J&—F 5 h 0 B 1912 3l , Br & vl LUAH
FH VR il 25 A LA T 3 3 AT 19 T 3, ) Gan % sl SO DL EAT B gl . a3 b O =XRT RS e
R EE 2058 B TR 2 AR,

TELL b 5 Flvig Wiz s R G A% 26 78 2 R B2 A% 2l S A LRIz 3l & 48 19 B Al 1 #x
JZ A 2 A 43X P R AR S Bl R G A T

PR3 F XR Origin, 7£ Inspector AR FP 87 Add Component #4038 IN4H 17 , 76 5 H
) 5 AME B33 2% ContinuousMoveProvider (Action-based) 3 2o 52 BGE n . XA T
S ELR D),

PR35 XR Origin, 75 Inspector M A H 87 Add Component ¥4 B In—A4~4H 4, 7
SR Y % AHE TH 48 2 CharacterController, XX A~ 20 £ HI T4 il XR Rig M v #% 8l #5414 7
2, B UZ A T B9 SlopeLimit W ERIAE R 45, KR E R #] XR Rig TTEE FRE#E T 45°
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4 T, StepOffset J& W E X 7 I K /T LA o B9 & & & B, X BB A
CharacterController H{F F B AR BOAE R T, HFH Radius ERH 0. 2, XEH
14 2 A2 (B AT LA skt B BRL SRy 5 At 4y 1 lf 48 1 BHL A XR Rig (988 3l 1188 3 14 50 SRS 40 .

[0l #| Inspector MR Y ContinuousMoveProvider(Action-based) ZH 43843 , ¥ Inspector
M A J7 i) LocalmotionSystem ZH {4 . 3] ContinuousMoveProvider ( Action-based) Z1 {2}
/) System JH M, EnableStrafe J& 4 H T 5 il J& & 6e 0l i1 £ 2, BRIN A . Use Gravity
JEME R E B A iR AR R, BA A %, Gravity Application Mode J& T H P 4> 1k I .
Attempting Move RN ST iEE 71450, Immediately 678 BJg 113 7 A2 580, b Ak B
P4 Immediately, Forward Source J& ¥ WP LLAT 2 b S BOR A & WEAS O [l 200 . —
AT A 2 5 10 K Lk 5 el AE S ai 7, R L #E Hierarchy A B HF XR Origin— Camera
Offset, ¢ Main Camera #fi ® %] Forward Source J& TEHE i, X # #% 3 i} ¥t & L4 Main
Camera (L3 72 LA 3k 25 1Y 1E 18 J7 15D AE N 30 19 Forward J71a]

1 F ki B ContinuousMoveProvider ( Action-based) 2044 T #2245 7% 88 /& 5 .t 5k
2 WA $ B2 fih A i S A5 8l . #h T 2088 b 2 A% Sl 7E Ui AR e fo ) A 4 A Y B A S8 R, B
PLiX B X% Left Hand Move Action #4r T WY B M #AT R . W0R A B A T 45 i 4% 4 4T ik
K SE R B W AR ) 2% Right Hand Move Action #8543 F (@ M AT 1% & .

A F 1l g5 A AE 1% B A Z AT & Pinch 1 Grip 2l i g/ B 2581, 5 2) #% Left Hand
Move Action #43 T #J Use Reference J&PEIEHE , Bl Reference J& 147 ¥ 0y /N B 554561 L 78
S X A HE S 3K 48 2 XRI Lefthand Locomotion/Move , # H1Z X G 58 lOCHR 3% #

5.1.3 EEFHREE

WA — S E TAERE 52, B T XR Origin ¥ 7E Inspector Y CharacterController
R T Gravity J@ . I H H 7 XR Origin fJ Transform Position J& £{# XR Origin BY#]
G B2 A T A L AnE 5-1 FR .

T VAT VR STENE
&) Directional Light
Plane
€0 XR Interaction Manager
71 XR Origin (XR Rig)

B 51 DRAECENVBGEE - FEBEAT
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FURT A0 2R I8 47 Unicy 31 H , Buad 2767 sl i st 5 0 i 7% T JCR . S 1 i ex
[, HFFH8 XR Origin X% Transform Position ) y iS5y BT 2 HmE 5,

1E Hierarchy #1 3 # XR Origin, 7£ Inspector 1 #Z ¥+ Character Controller 244
Center 1 y MR B E N 1 RIAT, 328 58 W05 AU B0 5 09 w44 52 ot 2 1 i DA |
WE 5-2 frR, XA TG A SR T

ev- & 0 L T
# Scene i = Hierarchy a i

Dy @~ v i~ i~ Qv 2 @ 1 £Lv® my Yy tv &
< = A Main VR Scene H

¥ ) Directional Light

€0 Plane

&2 XR Interaction Manager

2 XR Origin (XR Rig)

ame ~ Display1 ~ Free Aspect v Scale ® 1% Play Focused v W B8 Sla(s:c B Project Unity Version Con » 2 §
52 BERHEEFEREAZTHEI L
XR Origin [ Inspector i # H i 5¢ 5 19 & WK 5-3 P,

5.1.4 M2

By Unity a8 #5819 Play #2401, 38 I VR Sk 28 W58 K ) 5, & PR 8 22 F 4 il 4 42
FF B o 56 58 A8 it 4 3 s b o AR N M SE 3 T IR 22 R Bl . A0 2R BT BT A S BRI JE A Sk
LS b BT BB R S A% g, W AT LU R Sk 2%, 78 Unity 4 88 4% P % b Hierarchy B9 XR
Origin, #8 J5 WELER1E 22 T 1 1 2% I % FF BF . XR Origin X4 B9 Transform A9 Position J& 14
oo BFD < AR S R AR S AL A 54 BTOR

AR BRI BN E

T Hierarchy 1% s XR Origin, 7F Inspector T Az H 38 N4 {4 LocamotionSystem , ¥
XR Origin #i 5, % LocamotionSystem ZH 4 XR Origin BYEHEF , 4K L2 7E Inspector TR
1B i 20 14 ContinuousMoveProvider ( Action-based) , ¥ #H [A] i) Inspector T g T )
LocalmotionSystem ZH {44 B, % ContinuousMoveProvider(Action-based) ZH {1 system &
PEHE W, /A)3E EnableStrafe J& HAHE . ¥ Gravity Appliction Mode J& 1% B & Immediately,
47 Use Gravity J& 1 #E 2R IA &) &, M Hierarchy ¥ XR Origin — Camera Offset —
MainCamera i 8,5/ Forward Source J&EHEH
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= Hierarchy
+v a
& Main VR Scene
{3 Directional Light
@ Plane
) XR Interaction Manager
© (2 XR Origin (XR Rig)
) Camera Offset
) Main Camera
) Left Hand
5 Right Hand

™ Project
+v a
* Favorites
O, All Materials

Q All Models

Q, Al Prefabs

Unity Version Control

@ Assets
@ Oculus Hands
¥ Animations
s Materials
s Models
g Prefabs
@ Samples
@3 XR Interaction Toolkit
@254
@ Starter Assets.
W5 DemoSceneAssets
w5 Editor
»Models
g Prefabs
W Controllers
g Interactors
w5 Teleport
g Presets
s Scripts
5 Tunneling Vignette
e Scenes
BXR
wXRI
@ Packages
3 Code Coverage
e Custom NUnit
5 Editor Coroutines
M input System
W3 JetBrains Rider Editor
s Mathematics
& 0culus XR Plugin
W Profile Analyzer
g Settings Manager
o Tost

a

29 e % 21
 Assets > Samples > XR Interaction Toolkit 3|

& XR Controller Left
& XR Controller Right

> L

© Inspector

v XR Origin (XR Rig)
" Tag Untagged

A Transform
Position
Rotation

Scale

B - XROrigin

Origin Base GameObjest
Camera Floor Offset GameObject
Camera

Tracking Origin Mode

B - Input Action Manager

Action Assets

Element 0

B ~ Locomotion System

¥ Layer Default

X 0 Zo
X 0 Yo zo
X1 z1
o

@XR Origin (XR Rig)

@ Camera Offset

®Main Camera (Camera)

Floor.

-]

#XRI Default Input Actions (Input Action Asset)

]
Timeout 10
XR Origin BXR Origin (XR Rig) (XR Origin)
- Move Provider (Agtion-based)
System 'XR Origin (XR Rig) (Locomotion System)

Move Speed

Enable Strafe

Enable Fly

Use Gravity

Gravity Application Mode

Forward Source

Left Hand Move Action
Use Reference
Reference

Right Hand Move ACtion
Use Reference

Action

8. v Character Controller
Slope Limit

Step Offset

Skin Width

Min Move Distance

Center

Radius

Height

v
Immediately

A Main Camera (Transform)

v

a

Static

1

*XRI LeftHand Locomotion/Move (Input Action Refere @]

Add Component

W=

B 5-4 #3d W2 Unity 474525 H XR Origin #J Position

HEHNEUFTZ T ML ELER D
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422 7E ContinuousMoveProvider ( Action-based) [ #t 1 #% % Left Hand Move Action
W4y, A% UseReference, Action ¥4 XRI Lefthand Locomotion/Move,

1E Inspector T it 77 4 2L 38 h1 4H 14 CharacterController, ¥ Radius % & N 0. 2, ¥
Center B E N 1, HABE PR AFJEHE

5.2 ¥ [@iEz)

FURT A 2 8L T Bu Rk MR Rig i 70 T 95 1 45 40 A1 2R A7 18 2288 2, 4% T R 4k 2 i 52
fuf fE VR A2 B 1 e i)

5.2.1 VRFEXFBPERHNE@DAR

ME B —HFE  AE VR LG8 A PIFRBEAS (1 5 1] 0y 2K, B3 S8 CF- 38O #% ) F14% 2% (43 B
By AR R () I S B I X P RN e 1] iz 3

V- B 1) sl A B I S 0 T T A RE 0 B T g3 BB 1w U2 T E A RE (457 Sy
F /NI B R ], BRI Z A VR IF K vk A H A 20 e 1) 75 20 A8 e B AR i B
FIAT SR - 3 e 1) 5 43 B 1) . Wi AR RT3 e AR IR 5 SR R 45 A 5 B L B R e R
FH IR Aob 2 o) 5 5, B0 i 4t Bro 5 A P o 2 1) 7 =) U 4 ) R £

N HEEARA A Unity Hs g 20 R0 Ry 5 L 1 75 =X

£ Unity VR JF& A AN 6] 9 75 2K 52 B 5o 58 75 e 400300 52 R 45 vhy R A7 5 1) LR B 4 3
3R A [ B 02 3 5 R P AR T R . — 28 DR B ) 7 ST

(1) FFH 20 IEF% (Controller-based Rotation) ; X Fh 5 20 i3 VR #4148 F %
FER S BT AR RS . DU g il DAARAE 38 AT O 20 40 e i £ 8 sl A AL A sl 1] o 3k oy =
5T 2 B B B4 162 B U7 2 AR L TE F AR A B T AR g

(2) BT KIPAYIER (Head-based Rotation) : k¥ jiE % J7 202 M 35 Bo %2 00 3k &0 5% 3 ok
BEFE A o H BT Bl Sk AR SR AR AIL B A €2 1 1] AL AR W L L AR T L S S e Y Sk
By, X7 AT LASE A —Fh S IR A B ) O BT BE S R BECE SR, RO S H
&3k g TH SR %),

(3) T MM BER (Point-and-Click Rotation) : 13X Fft 5 303 it BC R M ] VR il %
i ) B B AR SO 1) A% 3% 05 SR R . Bugd AT DL S T AR T A 1 A 0] A ER R ) 6 H AR
S SR AR B T4 R i i i 28 A% 36 IS A T ) o 3k oy X FRT B DRk v e R DL, AT L i
Kl i )

(4) FEF L% M TE % (Teleportation-based Rotation) : &% Jig % Jr X 5L %2 S AL,
BB — A H A S IR % BUIR 5L R[] B R A7 1 5@ % LA 3 R 09 O ), X s AT DA
T A% 3 2ok AR v ) 1] i B0 58 A By 3 VT AR S RN T 18]

(5) H3iEFs (Automatic Rotation) : H i ieh% Jr AT LB R T-3h T, 12 R 48 %
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S M AR A SR AR A R ) o X Rk D G T AR A L (E AT BE S R AR — e A

AT LA B TCAR e e 1 7 AT 22 A b AR T S R A K T e T S e R T A . e AP
b i 160 77 sCHOGER T VR i XR s A9 H AR 5% A PR R . AESEPRIT A b, 8 0 2 R
8IS0 P A1 5 B TRV Do A B R e A AT B A O R S B R . R L B S
SKRTE S B &7 18 L B DR 1 1 7 SO R 5 T B B

5.2,2 BEFBEEOMOETFER

£ XR Origin FIBIMFEE A F, 7F Hierarchy 3 H XR Origin, £ Inspector T At
i Add Component #% 4. 78 # 5 XF 3% HE 1 # 2 ContinuousTurnProvider ( Action-
based) , ¥ HiZ 45 H 52 BB N .

HkSEIB N 2 ANdLfF. #E Hierarchy AR FFBEH XR Origin, 7€ Inspector TH A% H 55
Add Component #Z 4 , 75 3 H 14 X 15 HE H 48 % SnapTurnProvider (Action-based) , B 1% 4%
H 5¢ B

7E Inspector HLEEIX PIAS AL, R Ik A2 #A — 4> System &1 B &
FHE LocalMotionSystem %% ., $%F| Inspector R _F J7 Y Locomotion System ZH 4, 43 5
i . %3] ContinuousTurnProvider ( Action-Based) Ml SnapTurnProvider ( Action-based) T A
System J&HHEH

AR e B A ¢ B ¥ A% 5 A, £ Inspector [ M [F] B} ) #% ContinuousTurnProvider
(Action-based) 4014 T ) Right Hand Turn Action £ SnapTurnProvider ( Action-based) 2014 T ]
Right Hand Snap Turn Action Y UserReference J&EHE., 43 ) 7E P> UserReference J& M AE T
) Reference J& P HE S A 0 (B A2 22 11, 7 550 3 09 %8 35 4 v 43 5 48 & 9 & b XRI RightHand
LocoMotion/ Turn A1 XRI RightHand LocoMotion/Snap Turn SER{%Bc ., XA T4 i 2% 00 #%
Frm AL EC 28 1 10 5 10 F oy B im) sh A . 08 5 iU 1Y Inspector TR 5-5 Fi7s .

TE Inspector A M HF 4k 22 WM 5% Continuous TurnProvider ( Action-based) #l1 Snap TurnProvider
(Action-based) X WIS, T IRX AT &A@ EREM .

Continuous TurnProvider (Action-based) T AR PEUI T

Turn Speed.: f5 il Jig 5% 3 5 , BRI BE/FP, T7 ]2 I £

SnapTurnProvider(Action-Based) TR BT,

(1) Turn Amount: $§ % 53 B ] () s /N LA

(2) Debounce Time: %% ] [a] i 5 /NS5 A ]

(3) Enable Turn Left Right: X A™J@ MG T & A LI B KM H SnapTurnProvider
HEAT 2240 07 1) R G o A SR Ja T T R I, DU e 5 RT DA ] VIR 45 i 4 A9 A (9 A8 AT
R0 A e B S A B AR AR LA W 1] R AS HT T MR I, DN Be G0 T vk AT A2 A iR HUBEAE
HoAt gy 1) b () G 2 Ly D) BER .

(4) Enable Turn Around: X @ PERE T B E R F KM SnapTurnProvider #£47
WEI J5 5 . Qa7 R 3, A ] 5 AR 3 VIR 45 i & 48 AT 1 Be 28 0] LAk i 52 ) 180° 1Y
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B
ol
Ik

r v Locomotion System | @ i
2]
Timeout 10
XR Origin \ B XR Origin (XR Rig) (XR Origin) @
B - continuous Move Provider (Ac.non based) e
® v Character Controller | \ o 3t
B - continuous TurnProvider (Action- bsed) e
“"»,, -:_n ng nu urnf r
Syslem :‘m! i W2 XR Origin (XR Rig) (Locomotion System) ®
Turn Speed \".:,h_ 60

Left Hand Turn Action \
Use Reference

Action "‘1;. a + -

Right Hand Turn Action -

Use Reference 'T'J;’,. E |

Reference \ | 5 XRI RightHand Lecomotion/Turn (Input Action Reference) @ :
v Snap Turn Provider (Action-based) @ 3

| . Actions
System y A XR Origin (XR Rig) (Locomotion System) ®
Turn Amount 45
Debounce Time 0.5
Enable Turn Left Right v
Enable Turn Around o
Delay Time (1]

Left Hand Snap Turn Action
Use Reference
Action o+ -
Right Hand Snap Turn Action
Use Reference ‘
Reference |

v

» %RI RightHand Loecometien/Snap Turn (Input Acticn Reference @

Add Component

B 55 HEIEHMNEXEE

D7 1) AR At R i (R ) S5 . G0 SRAS AT T e S I, 0 Be 5 f R AT 8 e e L IS RE 41
B ) 180° 1 18] B )5

(5) Delay Time: MFEUCEN e [a] 45 2 B A5 5% 7] 2l AR 18] 19 SE 38 520 5 T

FEN A 43 91 0 3 2 2 1 A G B ) RO .

TSR 3 A o L U ) i A R RS B AE Inspector TH AR H A) i
Continuous TurnProvider (Actionfbased) 20 4 122 4 A B0, ) s BT /A) % Snap TurnProvider
(Action-based) 41 {4 fiff 1% 21 1 Bk

5.2.3 MikANEES

TE Unity gk o8 85 Play #8240 . 8 F VR kW27 X637 56, AT LU 2L 3, o oo 4
T ARE S T R T,

1225 W o3 B S 1) o A SR el 43 B ) 8 A2 80, WU 5 2 7E Inspector THI AR o BT 2) i
Continuous TurnProvider ( Action-based) 2 4 fifi % 4 {4 B2 Kk, &) #%£ SnapTurnProvider
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(Action-based) 28 {4 f8 1% 41 744 3800

FRIRAE Unity g8 25 h 5oidi Play #4180 1 VR Sk 28 WL x5 5, v] LA 22 31 4% B
T UL 45 B AT O3 Bl )

AT DLAR S 18 A 5 A 28 08 T A OAS [R] e % JE X4 #F Continuous TurnProvider (Action-
based) 2H 4 Fll SnapTurnProvider(Action-based) ZH1F F 89 J&@ T, ) B R LR 25087,

AR T E AR IRANE

1 Hierarchy "' % f* XR Origin % %, 7£ Inspector T #& H' 3B il Continues TurnProvider
(Action-based ) @ 4, ¥ #H [F] B9 Inspector T #X F A LocalMotionSystem #H 1 & 5, 3|
Continues TurnProvider (Action-based) ZH 14 ##) System J& PE#E #, ) #% Continues TurnProvider
(Action-based) 4114 T Right Hand Turn Action #84 T FJ Use Reference J& PEHE , 7 Reference
JE M1 B A XRI RightHand LocalMotion/ Turn

1E Inspector M Mz H 4k 22 iB 1 SnapTurnProvider ( Action-based) 4 -, ¥ #H [5] 19
Inspector T Mz [~ #) LocalMotionSystem i %, 2] SnapTurnProvider ( Action-based) Z 4 i%
System JEMEMEH , 4] 1% SnapTurnProvider ( Action-based) 414 T Right Hand Snap Turn
Action #8 7> T 1Y Use Reference & T #E, 31 ¥ Reference J& M % B & XRI RightHand
LocalMotion/Snap Turn,

SR 75 EINIR S M8 %% m) , ) 2] 38 Continues TurnProvider (Action-based) 4 14 {8 H: 4= %%,
B 2] 1% SnapTurnProvider(Action-Based) 2 {4 H 2R %%,

R 75 AR 2 B S [m), U BT ) 18 Continues TurnProvider ( Action-based) 2H 4 fifi
KA, Bk SnapTurnProvider (Action-based) 2H {4 H A= %% .

5.3 & Character Controller iR [ XR Rig ¥z

H B4 R AR R 2 b XR Origin, 7£ Unity 448 &% o0 5if Play $% 81, WS 2l 3k 25 0 8 i ]
L& BLEIE XR Origin BRREL 2D # 3 T . XR Origin T Character Controller 2H 4 i) Ji
FEIR Collider R PAFF R A D) . XK T8 XR Origin 55 Character Controller A9 # 2 [H]
7 22 L B AR Be K 19 XR Origin 7212 3l Al 5 31 5% B gl i 25 ) 30 1n) &, 4 1#] 5-6
JIi7R .

5.3.1 MR EEHS

THAZA Unity VR T & H 1 Character Controller (F 442 il #8) 20 14 B /E A .

T Unity VR H &+, Character Controller (f {635 il #8) 2H {452 A T ¥ Wl £ {678 i $L 3
SEFR G v RS B RN A L) — AN WA . B SRR R B A M S AR 8 1 F8 2  BRER | Al
T RGN 25 D) BE 2 ) A R L0 S A e Y R A R o 2 —

Character Controller 44 F) FEIJBEM T .
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& 5-6 XR Origin 5 Character Controller i & = 4 {f &

(1) #3h#EHl . Character Controller 4 SV I S 3 J A iy 45 ] £ € 76 1 00 30 5 $1 58
T TR Bl JE e g R AR R A €0 B A R ) TR R A T LS I AR AT OE L A L AR A
k.

(2) RifERII . Character Controller AJ LA A 0 55 PR 5% 2 6] /) Ailf 48 , £ 45 5 Hh if L 555
BE B A A5 O REE  30Kf A £ BR 6% 7 38 30 R A 40 I 45 LR AL Bl BCHEAT AR N Y S NE . DA T 1 5
R AR BN Y LSRN B2 B

(3) #EJJFPEER : Character Controller £H {38 23 7% 1 11 8 J7 2E &%, fff £ 4 58 16 75 Hb
T b 32 B E S 52 m, I e AT BRER A SR . FF & 38 BE AT LA 2o 4 8 ok 455 i £ € i ik Ry
JE RN BRER g B A 2 R, nT L S e P T e AT B € R Slope Limit, DL AT 85 0 B
Step Offset %8 J@ 14,

(4) ZhEmA N . Character Controller SRV FF & 35 MR 48 A1 €4 i B A () 40 Be 52 1) 42 3l 4%
FAE) R b S AN Ta) (4 gl VE i 1 491 an A% 3 i 1] (KBRS . X AR (0 BE S AR A B K R AE EAT
S R - ELAE T i Xk BN T A A2 B

5.3.2 {# Character Controller ER [ F {7 =

IR A P Character Controller AR XR Origin £ 3 W) B8, W7 28 m—1
Character Controller Driver 244,

1£ Unity VR JF & #, Character Controller Driver 204 X 4 WE?

Character Controller Driver 4 4 J& T % # VR 3k %5 09 3k 3B IR 5% 4% 1 Unity 1
Character Controller A RYFFGE . & S VR IT & & I F Sk 2 09 057 & F1 D7 1) R 455 ) £ €5 16
000 52 B 55 vh (9 B8 2 FOBERE 5 DA o Be K i DT IR SN 38 HL M

7 Hierarchy H1i& " XR Origin, 7E Inspector MM F ¥ i Add Component % 4H , 7E 7
B %G HE 138 &R Character Controller Driver, 1% H1i% 25 H 58 AGE ERVE .

W% Character Controller Driver 204 #YJ& £ , /] L & SLAFLE— 1> Locomotion Provider
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JEM . M Inspector H A _EJ7 % Continues Movement Provider 2H 44 ¥, %] Locomotion
Provider JEM: #E . Min Height & @ ﬂ] Max Height JEEH T & @10 E I HE 1 K %
Collider W7 35/ & B A K 2, X BB N BRAfH . Max Height B9 2RIA{E infinity f 2
B ZJt L BR . Character Controller Driver ?ﬂﬁ: M5B E WA 5-7 Fras .

© Inspector il
@ v XR Origin (XR Rig) Static v
T Tag Untagged ¥ Layer Default v

+¢

Transform
XR Origin

i

i

Input Action Manager

T+

\
c EI-Z:EEHEE)-

N

Continuous Move Provider (Action-based) |

#

]
]
]
Locomotion System e
]
Character Controller ]

]

95 3| B B9 B

+¢

Continuous Turn Provider (Action-based)
B it 5
System B XR Origin (XR Rig) (Locomotion Sy: ®
Turn Speed 60 \
Left Hand Turn Action
Use Reference
Action 0 o+ -
Right Hand Turn Action |
Use Reference % [

Reference 7 XRI RightHand Locomotion/Turr @
u

v Snap Turn Provider (Action- ;Iased)

v Character Controller Drivel ‘
ik Mot v . =

Locomotion Provider B XR Origin R Rig) (Action Based C @

Min Height 0

Max Height Infinity

Add Component

& 5-7 Character Controller Driver A& &

5.3.3 M2,

£ Unity i & P 8oty Play 4541, 80 E VR Sk 28 0058 4 8 75 vh (0 T 0k 3 5t W] LA 0L %%
F3 T A2 FEH SR A S BER XR Origin {7 )5 » Character Controller 414 1] LLIE # #R
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TE Hierarchy 13 TeleportationAnchor Xt 4, 7 Inspector T H B Add Component ##%
L 7E 50 H A XHEAE 18 2R TeleportationAnchor 411, Fii 1% 4% H 8 i1—4 TeleportationAnchor
M1, 7E TeleportationAnchor ZH 4 T 1] LA F | Colliders J& %4 3] . M\ Hierarchy ¥
Cylinder #i .5 TeleportationAnchor 2114 T 1 Colliders J& ¥ F H , 5 M Hierarchy H4%
TeleportationAnchor X} 4 i B, #] TeleportationAnchor #H {4 TeleportationAnchorTransform
JEPERE H IXRE— A R B A BB R S T AL 5-24 IR,
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O Inspector

Teleportation Anchor Material (Material)

Shader Legacy Shaders/Transparent/Diffuse

Main Color

Base (RGB) Trans (A)
Tiling %11
Offset X 0

Render Queue

Enable GPU Instancing

Double Sided Global lllumination

Y 1

5-21 Teleportation Anchor Material #Ji% &

B 522 EEEIHNEEERE

& 5-23

REWAME
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= Hierarchy 2 i @ Inspector a0
- o
ar % Main VR Sce E“ 8 v TeleportationAnchor Static ¥
v £ -
) Directional Light Tag Untagged > Layer Default -
£ Plane
0 Plane (1) P8 Transform e i
@ XR Inl_er_acnon Manager Position X 0 Y 0 Z 0
£ XR Origin (XR Rig) )
= Ry TeleportationAnchor Rotation X 0 YO Zo
| & Cylinder Scale ® X1 1 2 )
v Teleportation Anchor o i i
- Serif A TeleportationAnchor O
Interaction Manager None (XR Interaction Manager) (0]
Interaction Layer Mask  Default -
Colliders 1
Element O 8 Cylinder (Capsule Collider) ®
+ -

nce Calculation Mo Collider Position
Custor i None (Game Object)
Multiple

Single

4 4« ® «

Focus Mode
Gaze Configuration
Teleport Anchor Transfor !.‘.TeleporlalionAnchor (Transform) © ]

Teleportation Configuration
Interactable Filters

Interactable Events

Add Component

B 524 EEHEAMAHERE
VER LR R 3N HARMES 1 A4 B AT 1A B B 50 1, 4 53X A X g2 52 i 5 T DA o &2 il 1Y
TE Hierarchy J1i& " TeleportationAnchor, # REEHE Ctrl+D &l 3 W ¥ EHl )5 2T E
x Bz Bl R ) 3 Plane (1) A B A [6) b 53, 4 1& 5-25 Frs .

ey & & > b 9D QO Layers
# Scene i = Hierarchy o ?
D @~ | B~ @ - W~ O 2 @ & 2+ @ mvQ~ +~ 2
r— * & Main VR Scene 3
v D Directional Light
b y l @ Plane

» @ Plane (1)
N €D XR Interaction Manager
) XR Origin (XR Rig)
0 TeleportationAnchor
& TeleportationAnchor (1)
) TeleportationAnchor (2)
I £0) TeleportationAnchor (3)

B 5-25 £ %l 4 4 TeleportationAnchor 3t 5
78 Unity %% i Play #2418 770038 0 1 VR k28 2% 22 T sl 4 4 2 19
Trigger HHEfh & 626 B 3. L% B0 LU Trigger B0 75 4 > Al A4 1) 56 906 £ 5 3)
[F] Fif 7 B B0 E Plane (1) 3 B N JG 35 £4 2% B4 05 LA A9 #1607 07 1 . 3X & Al Plane (1) H &
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pi

KWk E N Teleportation Area,

5.6.4 HEEBNMHANERBINEEE

0 320t R b ) B i IR A% 5 S B0 S B 4K T X 1 T [l B ALY

TSR A AR S AL 6 B Sl BBl U A SR ) DU AT DL P sl s BT 7 A R 0 4 AT
WH ., TF Hierarchy F % ¥ Teleportation Anchor, 7E Inspector Iz # 4% 3] Teleportation
Anchor 1} T Teleportation Configuration #843 ) Match Orientation & . ¥ X 4~ & M 2
%K Target Up And Forward, X/~ 50 ) 4E & 008 DU R AL 3% 2] 24 17 4 45 )5 Forward 5
] %t 3% Teleportation Anchor Xf% Transform AR #R%H Y = Bl F J7 18] (% %5 k) , Upward J7
] %t 5% Teleportation Anchor XF 4 Transform A FRElAY v Bl E 7 a] (SR A HT KD .

TeleportationAnchor 2 {4 %) 58 8 % B W& 5-26 Fs .

@ Inspector =
@ v TeleportationAnchor Static v
v
Tag Untagged ¥ Layer Default v
M. Transform o
Pasition X 277 Y O 730
Rotation X 0 Y 0 Z0
Scale ® ¥ o1 2
v Teleportation Anchor e 3
B Telepor nAnchor
Interaction Manager None (XR Interaction Manager) @
Interaction Layer Mask Default -
Colliders 1
Distance Calculation Mo Collider Position -
Custom Reticle None (Game Object) ®
Select Mode Multiple v
Focus Mode Single v
Gaze Configuration
Teleport Anchor Transfol 2, TeleportationAncher (Transform) @
Teleportation Configuration
I Match Orientation  Target Up And Forward > |
Teleport Trigger On Select Exited v
Teleportation Providel None (Teleportation Provider) ®
Filter Selection By Hit
Interactable Filters
Interactable Events
Add Component

&l 5-26 TeleportationAnchor ZH 35 EE X FE T A [

5.6.5 MiXFNEL

FRUGB AT I, A% 326 3 & Al 507 B S, W8 31 Be 28 3 1) 5 8 a5 1) Forward J7 In] — 2,
AT F R REIT
1E Hierarchy Wi @ Plane X4, BRIA % R M Plane(1), ¥E Scene H M ¥ Plane(1) ¥
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LB S PNPA Plane SR M AN .

TE Hierarchy T #dt— 25 X2, Ay 4 N Teleportation Anchor, 7F Teleportation Anchor
T Cylinder FXF4

1E Project HAR T EIT Assets—Materials, H #—4~ Material & I L4, v 44 M Teleportation
Anchor Material, ¥ Shader JE & BN Legacy Shaders/ Transparent/Diffuse, &2 Main
Color J& 4 , 18 F v @ AUS 182 2] B 2 W & 1) RBG 1% B B alpha {8

1 Hierarchy H1 8 7 Teleportation Anchor, %" Teleportation Anchor X% T [ & £
1 Cylinder, 350 @ 1941 i % 5 X Teleportation Anchor Material 46 B, 3 [ A& | .

TE Inspector T AR ¥ Transform 44 T B Position B E N X=0,Y=1,Z=0,
BN Teleportation Anchor #H 4. )\ Hierarchy AvKf [& A& Cylinder X7 4 i B, F| Colliders
JEME B F h, BB Inspector | J7 fY Teleportation Anchor 4 4 #i B, 3] Teleportation
Anchor Transform J& PEHE

Sl 3 R X% Teleportation Anchor, ¥ & A & 76 3% 5t Plane(1) IR E .

TF Hierarchy # 3% # Teleportation Anchor, 7E Inspector I A # #% F| Teleportation
Anchor 2} #) Teleportation Configuration J& 4 1% & B3, K Match Orientation J& PE1% &
A Target Up And Forward.,

5.7 HBHEX Ray Bjsp

IR S B 1 DIRG9 b A% 08 B 8 7 05 o 3k — 9 4R 824 G AT B 2 SO G AL 35 78 B
2 Ray HYSMIL .

5.7.1 EEHEZHE&HE

A X Ray Rt

TE hierarchy W& 77 XR Origin—> Camera Offset, 3% ' Right Teleportation Ray. 7E
Inspector T AR P #£%] XR Ray Interactor 214 T B Raycast Configuration #4384 Fe L 8l
B LineType /& P HE % & Bezier Curve( Il 22/RM1ZR) .

D ZEIR M2 (Bezier Curve) J& —F 1 T iH B HLIEDE 22 R G sk iy h 4 Lok, &
i L [E 7% % Pierre Bézier 7E 20 H22 60 4FACHE 1, 8 )iz b v I T it Ze 82 L AR 00t
Zhim g 1E . CAD/CAM RGe 4%, D ZE R Ml 4ol o 22 1 a0k 2 S, i 42 iy R AR 3k 2 458 1] 6
M7 B 7R IR H T HE R Ze 3% 4 Bezier Curve J5 45718 i 2 MBI 1Y 42 2%
S Y i £ 5-27 IR .

1E Unity gaig#8 ooy Play #4247, 8 [ VR L Z 5 F ¥ 25 A9 Trigger #i4#
ﬁﬂﬁf?iﬁ%@%ﬂﬂﬁﬂ T I8 1% £ 7% 3 B b5 # 5 E’J Ray M JE A (Y B 2 &AL O — 2%
PRyt e 2 A, ax Ak i Zemmy D1 2E JR M 48, T LU 3 Inspector WA HY LineType T HYJE
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5-27 EEBERIHEEZETAHAEARNNERMNLE
PR il ik At 4y S0
T Hierarchy " £ 57 % /b Right Teleportation Ray, fE Inspector M #Z # ¥ XR Ray
Interactor 44 F Raycast Configuration—>Line Type F ¥ End Point Distance J& ¥ 8B N 5,
¥ End Point Height % & & — 7, % Control Point Distance % & & 3. ¥ Control Point
Height B8 5 —0. 3, XFERLTE M 1 iX 5% D ZER I & i BE L an &l 5-28 Fiow .

© Inspector =)
@ v RightTeleportationRay Static ¥ 1
T Tag Untagged ¥  Layer Default v
A, Transform o 3
Position X 0 Y 0
Rotation X0 Y 0
Scale RN X1 il
v XR Controller (Action-based) o 3+
v XR Ray Interactor o
rif B XRRayInteractor
Interaction Manager None (XR Interaction Manager) (0]
Interaction Layer Mask Everything -
Enable Interaction with Ul Gz v
Force Grab v
Ancher Control v
Translate Speed 1
Rotate Reference Frame None (Transform) ®
Rotation Mode Rotate Over Time v
Rotate Speed 180
Attach Transform None (Transform) (0]
Ray Origin Transform None (Transform) (]
Disable Visuals When Blocke v
Raycast Configuration
Line Type Bezier Curve v
Reference Frame None (Transform)
End Point Distance 5
End Point Height =7
Control Point Distance 3
Control Point Height  {-0.3
Sample Frequency L J 20

5-28 Right Teleportation Ray HJi% &
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Xf Left Teleportation Ray WL 2RIk & .

1E Hierarchy ' & 7F XR Origin—> Camera Offset, % # Left Teleportation Ray, 7E
Inspector R #7 #& #| XR Ray Interactor 44 F #Y Raycast Configuration &F 4} . ¥ 14 3 &
B LineType J& 14 % 4 Bezier Curve, # Raycast Configuration—>Line Type F i End
Point Distance J& % B & 5. % End Point Height i & & — 7, % Control Point Distance
BEE N 3. % Control Point Height 1 # & — 0. 3., X FE L5 W T 22 T D1 2€ /R il 26 19 1%

Pad

E . Left Teleportation Ray ) Raycast Configuration %% & I I 41 & 5-29 fiw

Raycast Configuration
Line Type ~ BezierCuve =
Reference Frame Mone (Transform) @
End Point Distance 5
End Point Height -7
Control Point Distance 3
Control Point Height -0.3
Sample Frequency ® — — 20 |
Raycast Mask Everything -
Raycast Trigger Interaction lgnore -
Raycast Snap Volume Intera Collide -
Hit Detection Type Raycast -
Hit Closest Only
Blend Visual Line Points v

5-29 XR Ray Interactor £H 44 T Raycast Configuration 35 H)i% &

5.7.2 HEXHZESHERN

R kst £ 1k Ray 3 S S P, 7F Hierarchy #1457 Right Teleportation Ray X
G AEMEESE P S 3D Object—>Cylinder, 7 & — A B AR 73 4. XA B AL AT 4
Cylinder ®EAy 4% N Reticle,

1F Hierarchy ¥ % ¥ Reticle, 7E Inspector I Mg # 4% 3] Transform #4) . ¥ Scale J& P
WE N X=0.5,Y=0.01,Z=0.5, [A#: & Reticle 2 B P IR . ¥£ Inspector [ L * ¥
Reticle B Capsule Collider 2H 4 # 5 . f 2 Hierarchy 45 4 #1 Inspector & & 5-30
B 7 .

T Projects M H & JF Assets—Materials X} 32, ¥ Teleportation Anchor Material
¥ %, 3] Hierarchy % Scene AY Reticle X % F, ffi Reticle i | Teleportation Anchor
Material #1 5T, 4 5-31 F7R .
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= Hierarchy =
S
R Main VR Scene*
fp) Directional Light
0 Plane
£ Plane (1)
0 XR Interaction Manager
* F9) XR Origin (XR Rig)
v () Camera Offset
v B0 RightTeleportationRay
£ Reticle
) LeftTeleportationRay
71 Main Camera
£ Left Hand
0 Right Hand
fp) TeleportationAnchor
) TeleportationAnchor (1)
) TeleportationAnchor (2)
» B TeleportationAnchor (3)

O Inspector & i
? @ v Reticle Static ~
- T Tag Untagged » Layer Default -
v A Transform @ 3+
Position X 0 Y O Z0
Rotation X 0 Y O Z 0
Scale ® X 05 Y 0.01 Z 05
» B cylinder (Mesh Filter) o 3+
+ B8 v Mesh Renderer o
Teleportation Anchor Material (Material) 7 L
> Shader Legacy Shaders/Transparent/Diffuse v Edit..
Checkout
Add Component

B 5-30 f#& FHi% E Reticle ¥t 5 J5 B Hierarchy £5#] 5 Inspector i &

v 7 RightTeleportationRay
b0 LeftTeleportytionRay
0 Plane
0 Plane (1)
B Project @ Unity Version Control =
+v a A& € x BN
* Favorites “ Assets > Materials
O, All Materials ® Balck
G, All Models I ® Teleportation Anchor Material
Q, All Prefabs
v [ Assets
I Materials
» B Oculus Hands

5-31 %t Reticle 52 F§ Teleportation Anchor Material #f /&
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T Hierarchy # & JF XR Origin—> Camera Offset, ¥ ' Right Teleportation Ray, M
Project M H ¥ B & X 7% /5 Reticle XF 2 46 B, 3| Inspector M AR P 41 {44 XR Interactor Line
Visual T Reticle J&PEHEH , A& 5-32 fis .,

= Hierarchy 3 i @ Inspector 8 i
ar
+- & @ ~ RightTeleportationRay Static ¥
R Main VR Scene i v
) Directional Light Tag Untagged v Layer Default -
0 Plane
71 Plane (1) Ao Transform e
€0 XR Interaction Manager v XR Controller (Action-based) o
@éﬂcifrfg:a‘)é'q":\z] « XR Ray Interactor o
tTeleportationRa © ¥ Line Renderer bris
RightTeleportationRay @ v LineRend o
L @ R,?,“CI,‘? = ) v XR Interactor Line Visual e
£ LeftTeleportationRay
0 Main Camera n L
£ Left Hand Line Width e 0.005
@ nghl.Hand Width Curve
0 TeleportationAnchor X X . =
D TeleportationAnchor (1) Override Line Origin
@ TeleportationAnchor (2) Line Origin Transform None (Transform) ®
D TeleportationAncher (3) Line Origin Offset 0
Set Line Color Gradient il

Valid Color Gradient |

Invalid Color Gradient

Blocked Color Gradient |

Treat Selection As Valid State

Override Line Length i
Line Length 10
Auto Adjust Line Length

Stop Line At First Raycast Hit v

Stop Line At Selection

Smooth Movement
Snap Endpoint If Available v

Line Bend Ratio @ 0.5
Reticle Reticle ®
" Blocked Reticle None (Game Object] ®
€ v Sorting Group o i
Sorting Layer Default -
Order in Layer 5
. Default-Line (Material) 0 :
S Legacy Shaders/Particles/Alpha Blended Premultiply +  Edit...

Private Add...

5-32 Reticle 3 & X Bt XR Interactor Line Visual 224 T ) Reticle B £

Tt Hierarchy A7 3% #' Reticle X &, #2 g4 Ctrl+D & #§l b X £ Reticle (1), ¥
Reticle(1) i B F] Left Teleportation Ray X4 T , FHE A& N Reticle,

TE Hierarchy #1 B JF XR Origin—>Camera Offset, % Left Teleportation Ray Xt 4 , )\
Project Mt H ¥ B & X 7% 55 Reticle X} 4 #i B #] Inspector [ #iz ' XR Interactor Line
Visual fL7FF (Y Reticle J& PEHE W& 5-33 Fi7R .
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= Hierarchy 3 i @ Inspector S i
v o
+ & ® v LeftTeleportationRay Static ¥
AP Main VR Scene i -
» 01 Directional Light Tag Untagged ¥ Layer Default -
0 Plane
) Plane (1) . Transform @ it
) XR Interaction Manager ¥ XR Controller (Action-based) [ I
£ XR Origin (XR Rig) = =
9 Camera Offset v XR Ray Interactor o it
) RightTeleportationRay @ v Line Renderer e
@ Reticle  XR Interactor Line Visual o+
D) LeftTeleportationRay
0 Reticle o L
g Main Camera Line Width ® 0.005
() Left Hand Width Curve
£ Right Hand o o
0 TeleportationAnchor Override'Line Origln &
ﬁa TeleportationAnchar (1) Line Origin Transform None (Transform) ®
() TeleportationAnchol (2) Line Origin Offset 0
D TeleportationAnchor |3)
Set Line Color Gradient e

Valid Color Gradient |

Invalid Color Gradient

Blocked Color Gradient |

Treat Selection As Valid State

Override Line Length v
Line Length 10
Auto Adjust Line Length

Stop Line At First Raycast Hit v

Stop Line At Selection

Smooth Movement
Snap Endpoint If Available v

Line Bend Ratio L 0.5
Reticle t Reticle ®
Elocked Reticle None (Game Object) ®©
I£ v Sorting Group o
Sorting Layer Default -
Order in Layer 5

- Default-Line (Material) o :

Legacy Shaders/Particles/Alpha Blended Premultiply +  Edit.
@ Private Add...

5-33 Reticle Xt % 52 Bf XR Interactor Line Visual ZH 4 T & Reticle B

5.7.3 M2 E

it Unity Zi #4519 Play s 170058, F 28 A T 61 45 19 Trigger #1088 fill % A% 12X 7%
By, e ISR 2 5 T A 4 Y DL A E X IE N B R R BB O R T,

AT EELIRAE

7 Hierarchy H1i%& H Right Teleportation Ray Xf 4, 7E Inspector M # 1 4£ | XR Ray
Interactor #H 4 T B RayCast Configuration #F 43, & B LineType = Bezier Curve,
EndPointDistance= 5, EndPointHeight = — 7, ControlPointDistance = 3, ControlPointHeight =
—0. 3,
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TF Hierarchy "' 3% " Left Teleportation Ray X %, 7 Inspector M it ' & 3] XR Ray
Interactor 20 fF T HJ RayCast Configuration #F 43, & ¥ LineType = Bezier Curve,
EndPointDistance=5 , EndPointHeight= —7,ControlPointDistance =3, ControlPointHeight =
—0. 3,

1E Right Teleportation Ray B & B+ F X4, fir % A Reticle,

P Reticle XF 2 5 7E Inspector M ¥ Transform 404 T 1Y Scale @M X & N X=
0.5,Y=0.01,Z2=0.5, Bk Collider 4. *T Reticle Jij i Teleportation Anchor Material
I

% H' Right Teleportation Ray XF 4 , £ #|| XR Interactor Line Visual 2144, M\ Hierarchy
B WA B 2 Y Reticle X4 4 B3| Inspector BY Reticle BYEHES

¥ Reticle X 2 & #l & 7 XF % 3 #i 8 3| Left Teleportation Ray Xt & T, ¥ Left
Teleportation Ray XF % T ) & il Reticle %} % & iy 4, #i B 2| Inspector M # K XR
Interactor Line Visual Z4:3%54> T 1% Reticle R MEHE S,

5.8 (EREIETHEIAEERERHI

L A Rl B0 58 9 AR 1 PR 00 T 42 o % ok & A% 26 8% 2l T 48 78 A% 35 8% 3l H A B9 45 7R
2 Ray B2 R IHY X BARZAG A,

5.8.1 EHIEXETHERNER

R TP A AL 7 AR XR Origin gl A —ANH 8 B 8 SIS 20 11 o 45 i 4% 2% 45
IR Ray RTE®R E 136 .

XA A B AR R AR SR R R e A A T A 4 2R 1Y Trigger 6
B (B AR 2 0. 1, R X AN B W 1 I B K 4% T Trigger FBEACTR , AT LA E i K &
Kl fih &A% 1% 8, e 2 B Left Teleportation Ray B{ Right Teleportation Ray XF 4, 5
KA F A 45 1 Trigger 4% 88 B AE AR T 0. 1, W358 B o 52 5K Al fih 50 H 2 5% 30AiE fi 31
Trigger ¥4t A A fisk & A% 326 % o 19 52 &1, BU RS 2L Left Teleportation Ray Ml Right
Teleportation Ray XF 4,

1E Hierarchy H#%# XR Origin, 7F Inspector MM H 87 Add Component ¥4 , 75 3§
H XS HE Hh Bl New Script, ¥4 1tk B & A 4 744y 44 & ActivateTeleportationRay, Ul
Kl 5-34 iR, feJa fili Create and Add #5640, 58 i H 5 A BB N

v Activate Teleportation Ray (Script) @ i
4]

Add Component

B 5-34 €1E B E XA AMG ActivateTeleportationRay
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Wi Script BYHEHE, FTIF VS BIA 4%, TR 9W 5 ActivateTeleportationRay I 4% [1)
HARNE,

B3R T AFENA, 945 XR. Interaction. Toolkit £4 Fl InputSystem £ , /¢S
mr .

using UnityEngine. XR. Interaction. Toolkit;
using UnityEngine. InputSystem;

WA ATFE AR, &M GameObject 25 19 /3 4% 4 left Teleportation A
rightTeleportatlon, XA N AR dg 7E Unity 4 58 #5 89 Inspector T A # B F 56 Bk
Hierarchy T leftTeleportationRay #l rightTeleportationRay X % ,fCHSUITF ;

public GameObject leftTeleportation;
public GameObject rightTeleportation;

k27 B P> InputActionProperty 288 B A A5 5 leftActiviate #1 rightActiviate, JH
FTREAL FEH 0 Trigger 8 0EE ACB T .

public InputActionProperty leftActiviate;
public InputActionProperty rightActiviate;

FH=FA AT HE UpdateO) pREL, 1 Update %55 1 F leftActivate Fll rightActivate
MEEZ S KT 0.1 /F 0 B sl B B leftTeleportation Fll right Teleportation ) ¥ Wi
FIE.

ActivateTeleportationRay JHIZR i) 22BN AT .

/155 8B - RIEREE RN R RL L IER ML — A ActivateTeleportationRay
using System. Collections;

using System. Collections. Generic;

using UnityEngine;

using UnityEngine. XR. Interaction. Toolkit;

using UnityEngine. InputSysten;

public class ActivateTeleportationRay : MonoBehaviour

{
/172 T B4R 3K 16 75 B 2 (U X0 5 )
public GameObject leftTeleportation;

/145 T 19 % 2K 45 7 i 42 (e 0o %)

public GameObject rightTeleportation;

/172 A% 3R W0 S e A ORI T A0 4 AL )
public InputActionProperty leftActiviate;

/776 T 16 W S AR e 1 CH T A 0 4 A )

public InputActionProperty rightActiviate;

//Start J& Unity (94 iy J&) 0 O 2%, 76 Ui X8 T 4 st 9 FH —



114 || VRIIFXE LB R B — [0 — KA & B Unity FF &2 215

void Start()

{
/7R R S BT (] 40 463 1 12 R
}

//Update J& Unity ALy J8 01 5 5, B iis H—ik
void Update()

{
/7RI AT T 1A% 26O A E, AR (AR T 0. 1, IO A7 T 1% 698 78 S 4&

rightTeleportation. SetActive(rightActiviate. action. ReadValue< float >() > 0.1f);

/7R 22 T 1 A% 3% HOE B, WA KT 0.1, W0 76 T 15 3% 46 7 S ¢
leftTeleportation. SetActive(leftActiviate. action. ReadValue < float >() > 0.1f);

5.8.2 BELEBEXHIALAMHF ActivateTeleportationRay

Ml 2] Unity g% &% 510 . 76 Hierarchy H R £F#E h XR Origin, 7£ Inspector [ #i H % 2
A & LA ZH 1 ActivateTeleportationRay B 43, FF ii XF ActivateTeleportationRay 2H 4
TR A A B R T OCHR I

M\ Hierarchy 6 Right Teleportation Ray ¥ M. 3] Inspector IR H Activate TeleportationRay
HPFT B Right Teleportation J& 4., ¥ Left Teleportation Ray 4 ¥, #| Inspector T Hg 1
ActivateTeleportationRay ZH 4 T (Y Left Teleportation J& .

AL TE Inspector MM H1 2] 1% ActivateTeleportationRay ZH 44 F ) Right Activate #4)
T HY Use Reference i£HE , Action #EH XRI RightHand Interaction/Activate Value, k%L
% ActivateTeleportationRay 4} T i Left Activate T ) Use Reference EAE , Action 1
XRI LeftHand Interaction/Activate Value,

ActivateTeleportationRay ZH {4 () 58 5 % & W &l 5-35 FrR .

v Activate Teleportation Ray (Script) o i
-}

Left Teleportation LeftTeleportationRay ©
Right Teleportation RightTeleportationRay ®
Left Activiate

Use Reference 57

Reference XRI LeftHand Interaction/Activate Value (Input Action Reference) (0]
Right Activiate

Use Reference v

Reference XRI RightHand InteractionfActivate Value (Input Action Reference) (<]

Add Component

5-35 ActivateTeleportationRay 22 kB E & i& B

5.8.3 MiXF0E%

& Unity %8 & 1 5.8y Play i #ia 470008, 8 B VR Sk 2805 2200 76 T 8f T 45 1l 2%
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& T Trigger Ml &AL X F 5)  LEE B LA 4% T Trigger 4% 8 3 — 5 W, A 2 th A%
KRB IR R T

BT RN UpdateO Ml FixedUpdateO) BRECAY 5 1H] .

TE Unity IA<#, Update ) #1 FixedUpdate O & P #9582 & A 76 4 it 50 55T
TRt R AR AT R . BAREATRIVE L B AT T LR AT & B A — 2 X ),

Update () bR EOR 75 45 Wit b i 38 HT A L & F T B80T 0 0ok R IR 28 L0 & e % S5 5 2L .
— B T A 385 RO A A L Bl A A DG 2 A

Update O bR I8 FI AT A2 AN [8] 5 19 B T 3R 1 W, 7 B i, Update O BRI X
2 W T — W, G 2R 30 R T 3R S A AR A ) Update O bR 500 8 WKW 25 7% 26 AR
AL

FixedUpdate () pR £ 75 [f 2 1Y I (1] 18] B& P 5 0 00 L & T 4k 2055 0 JHRH O 1) 2 46
151 Gt IS 3 2y Al 48 A 0 45

FixedUpdate () bR I8 FH AR 30 02 [8 28 09 N 52 i Xk WOR B 82, 7E BRSO T . B &
FOUE FH — W JF BLAEY 3 2R 58 50007 2 5 AT o DR 40 B3 0 100 St M R Al 1

i1 T UpdateO) 2R E0H P8 F SR A B 2, T FixedUpdate O 2R S 5 AT >R 2 B 2 1Y,
It UpdateO) PREGE FH T 40 # 5 Wk X S AL & i A L 30 0 & 40 56 192 %8, 1 FixedUpdate )
BRI HSCHE T A 3R W R OC B 22 4 49 0 T A4 Bl Al A ARG I 4

AN T E AR L BRANE

1E Hierarchy H13% #* XR Origin, 7£ Inspector T A P #i 3% A & XA 4H 4 Activate
Teleportation Ray,

FIHF A 9 5 2 56, S5 AT 2 am 44 25 0] AR an R .
using UnityEngine. XR. Interaction. Toolkit;

using UnityEngine. InputSystem;

7 ] 8 e rh i AR T AR i AR AT

public GameObject leftTeleportation;
public GameObject rightTeleportation;
public InputActionProperty leftActiviate;
public InputActionProperty rightActiviate;

4’5 UpdateO) PREE 5, K A 22 47 PR 45 il 4 14 $ B B (2 A B o 0. 1, an SR ok, )
ULHHIT X 5 N Z W B 3, #7% LeltTeleportation 3{ RightTeleportation X £, /4 15
mr.

rightTeleportation. SetActive(rightActiviate. action. ReadValue < float >() > 0.1f);
leftTeleportation. SetActive(leftActiviate. action. ReadValue < float >() > 0.1f);



