Osaka University Knowledg

Unity & HTC VIVE #FB LI al—YaviER

Author(s) |#kH, 3=3k; WA, =i
Citation |H A /N—XF 4 FPHPCY v+ —FJL. 2018, 8, p. 21-28

Version Type

VoR

URL

https://doi.org/10.18910/70827

rights

Note

Osaka University Knowledge Archive : OUKA

https://ir. library. osaka-u. ac. jp/

Osaka University




Unity & HTC VIVE 2B L= 22 L—2 3 UERD 3D-VR ®RFAFM

A kL A R
'O R SR, 2 B SR ERT BRERESE 2 v — T

1. [XL&HIC

VR 7 — LD R EZF T, mZ—FT A A |
REECE B OFA[L-3]D A 70 6§, FHREHE
WFFE T VR AN EERIZHEA TV 5[4-8], HEIT,
HTC VIVE[9]% % U VR EENMEAHKIE L, 77
T4 w7 T, ZAOMRES M E L, B2 Unity[10]
<° Unreal Engine[11]% 0 ¥ 7 b 7 = 7 BAZEERET AN 36
JLIZZ LW, BWES )L > Tnd, VR ZEH
WTHHEICERL, Y Ialb—va VR, R,
BT 3 RoTAkE D22 MIRRENICZE T OE AME S h
HEHFL TS,

KIRKRFH A NR—=2T 4 72 =%, Ay
—BEX[12]E LT, ZANETOT 4 21 v a Al
AT (24 1 RBSARER RV AT b (RICKR Y
WHF v 738R) | & 115 m U v KU USRS
IRVAT A (T 7ur BRI 9F 5 & 72l
R EfEmEIcER L Tn S (K1),

ENOLORMEMELTH, FoBRETHOa Y
TUYRMIIAERCTHD, A TIX, TR
3D-VR FHROAME LT, BiZxoRnar 7y
REL, 3D 7V 2 THbHnbind 3D 7—4 %
VR ZEMIHICRRT DR FiEEZH O MNCT 5 2
& T AT 3D-VR AL E OV F OFETE % 5 D
HZEERBAMNETD,

B, BEOHLpFESIFIal— 3D
fEREFRSELHET, BRI R TIEEMR 7 1
7T LOHBEPLETH D, Bl2IX, PLHO AL
77U VMDI[13]X° AVS/Express D F % %D E F
3D-VR IZZ&HT % I KLy =7 (EasyVR X° AVR) %
MM 250, MBICHEET 2LV . EBELICE
WTIIRIERNTHD EEZBND,

AFETIX. HTCVIVE & Unity Ik v, 3DF—%4
% VR ZZMHPIC KR T DR FIREABT T 5,

X1 KEKZEDOEAR 3D-VR A LERE

2. HTC-VIVE & Unity [ZDLVT

HTC-VIVE (X, PC ™D VR #— L F " 1f 2L LT
ROLELLTNDT A ATHD, FMGED TR
LD “N—AXHr—)” TO VR PA[REE o7
FWEe 7S —LH VR T34 A Th D (1K2),

2 HTC-VIVE &, GPU #&H XY ay



Unity 137 — 220 EIEEIL, 3 IRICZERIN D
WIRIZOW T, MBS FEFL 2 L D=y Ry —
ABHBENTZS — ARBOT- D OFRAERE TH
5o BE, A —hxm Y & LTERZ B DI, Unity
& Unreal Engine T& %, Unity (ZEIFE AT D VY
Ty =7 LTERERTEbDTHD, —T7,
Unreal Engine |Z7 — AN LIZLOTH B,
Unity <> Unreal Engine I%, ALY 77 X v 7 FIH
FEEELTH Y HABKS TH S, Unity 215 A U
> N, Unreal Engine (21t~ Assets &\ 9 BIZE S H4
MIEFELTND LR, ¥ —Fy F ETOER
MENZ ERET D,

3. HTC-VIVE ®F /1 R DERRTE
SIVRTNARAOBEEY I bV T7DA VR =)L
HTC VIVE ZFH3 254 . NVIDIA O K7
A N&A A =L, ViveSetup % F4T L T,
SteamVR ZE AT %, FIRIILLTO®EY TH D,
(1) HANC, Windows 7 v 77— R & FEITT 57 L
LT, NVIDIADHF LW KT A NERET D,
(2) Iz, ViveSetup Z#if U T, PC 7 — AfilfzgY —
)b [Steam) #A > A h—/L 9%, (Steam OT 1
YV MERDBRETHS,)
() Slx#ix. SteamVR %A > A h—/LJ 5, IFfH]
TR C ViveSetup & H W 7220541, Steam O H > Z
A7 7 YT, SteamVR ZfR#E LA VA h—/LT 5,
BEERF S TO/N— 3 1% 1515522829 Tdb - 7=,

3.2 VR T4 RDFIRZE(E

RIZ, HTC VIVE OHIHIEREZ1T > 7= (X 3),
1) r—7VEBRETD, B - ER.,
SteamVR % #1925, (5 A2 kv 7 ? SteamVR O
TA &Y v 73 %0, Steam LT SteamVR %
TUAFETT D)

(2) N RTNA ZADER% ON IZL T, ~v R+
Y RTF 4 AT LA ELE B, B —DEHICE
WT, T ARk S5,

@) W—Lky NT T EEITL, TLA I T E
RE LT,

B3 FTARALRADBEEN—2EZY NT VS

4. VMD TD 0BJ 7 7 1 ILDIERK

BTENFVI 2 —va oL TR AN
55 VMD TlE, Wavefront OBJ 7 7 1 /L& H 14
LIENTED, 22T, radBoTr—#1F
D FNEZ TR,

VMD . Nanotube Builder &5 FERET, 71—
N T ) Fa—TDRAREZERLT D ENTE
% (B 4) AFRL LI=ET V% (X5 O & 51T Ball-stcik
RKBUET L, 6 OFIET Wavefront OBJ TEA.D
7 7 A VI3 %, Wavefront OB 2= Tl .objJ
Elmtl) ®2 50RO 7 7 A ARH TS5,

4 VMD @ Nanotube builder ‘® CNT O1ERL

X5 VMD T® Ball-Stick #RDEHE



K6 VMD TMDOBIZ77ANDTY AKR— |

5. Unity 2FALE=7 7)) ORRFIE

Unity 2017.3 Z 1 » A h—/)L L7222, Wavefront
OBJ D7 —# %, HTC VIVE THERIE L7024
BLRBEFIEZ RS, VRAOAI ATy b7 v
T e ATV FORE] D2ODAT v T %
Fhid 5,

51 VRAAASOEY 7Y T
(1) Unity 28 L 72 Y =7 FE{ER L (K7),

X 7 Unity TOFRTe =7 FOER

(2) [Window]-[Asset Store] C. Asset Store |2z L .
[SteamVR] =M L7z, Hniz7Ey hoN—v
213123 Th b, Download | #3E1TL7= (X8),

X8 Unity 7y b lSteamVR|] X7 mr—FK

(3) lmport Unity Package| . [SteamVR plugin] %
A U AR— |k L7z, [SteamVR Setting] Tl& [ Accept All |
23R L, RO E o> Assets (2 SteamVR D 7
IWEPMER SN TND Z & &R Lz (X9),

M9 7y b [SttamVR] DA v F—k

@) WiZ, W ATZOREEIT->To, BEBIZIE, K
10 @Y . o THierarchy)] OHIZ&H % Main
Camera % H!|F: L . [Assets]-[SteamVR]-[Prefabs] &
\Z& % [Camera Rigl % [Hierarchy] IZ K7 v 7'&
Fe w7 L,



10 VRADH AT DHRE

5.2 F7vxH tOERE

(1) 3D-VR 7 —# % Tl TAssets] (KT v 7&K
a2y LTz, 11 {Z1%, 3D-VR ¥ —X L LT,
CNT.obj & CNT.mtl D27 & Hu v iA A 724K fE A 45
RLTWD, Assets DD [CNT.obj] OT A 22
% fEflo THierarchy) IC KT v 7 & KNua v 7 L7,
ZDt%., Hgo IScenel OU 1 Kz, 3D A7
Y7 MRFERINI,

11 CNT.0bj & CNT.mtl DA v F— k&, FRFEE

() ATV FONERAE, A5 —/LOEEIL,
FEflo> THierarchy] TXGDA 7V =7 b 3R L
7B, EEEAETS, ZoL &, Play £— RAMVE
IRRRE T2 uiE e 572\, R B Play R & >
L, Play E— REETLZ (M 12), Tk
D, ~v Rvo 2 MHIZ, CNT.obj ORNEDELE X
BN RRSIND Z & AR LT,

X 12 OBJ OEFHHE L VRER (Play E— F)

6. WTEAH v FEREDERE

Unity T3 [Cross Section Shader] &9 7t v b
ERNDZE T AEEME TOWE S v FAEHRT
x5, £ IVRTK] tWH 7Ty hE2HWHZ &
T, WIENLE %2 VIVE O/ RTS8 2280 #PE
A[HE L 72 %, Cross Section Shader (X/3— = > 1.0
Z., VRTK D/N—2 3 3321 =2 NEHW T,

6.1 MrEb v FEBEDIEM
(1) Assets Store C. [ Cross Section Shader | & 'VRTK |
A AR—bFL7E (X13),

X 13 Wiy v MERBRRHOT 2y A R —

(2) £ T[Hierarchy] @ H T, [GameObject]-[3D
Object]-[Quad] Z &R L. lquad object] % ik L7z,
4% [Quad) 7>% [Cutting_plane] (ZZ5% L7,
F{lo> Tinspector] T, [X) & Y] Ofiz 3] (2



FE L7-, [Mesh Collider] »IEH o [Convex] ™
Frxv IRy 7 AEonlc Lz (X 14),

X 14 Cutting_plane DE&RE

(3) [Assets]-[VRTK]-[Scripts]-[Interactions] D HZ & %

I'VRTK _InteractableObject] % . Z{fil¢> [Hierarchy]
@ TCutting_plane] ({2 K7 v 7& N w7 Lz, A1l
@ llnspector | ¢, 'VRTK Interactable Object (Script) |
DIHHAH D Tls Grabbable] DF = > 7K > 7 A% on
IZ L7z (M 15),

15 Cutting_plane % Grab AIfE L T HRE

(4) =51z, AMlo Tinspector] @ [Add Component]
C[Physics]-[Rigidbody] Z BN L 7= (X 16), #Hi7-iZ
BINEi7z [Rigidbody) ®IHHEH @ s Kinematic)
DF xRy 7 A% onlZ L7, [Use Gravity] %
off (Z L 7=, [Assets]-[Cross Section Shader]-[Examples]-
[Materials] @ #1 @ [ DoubleFaceTransparent | % .
[Cutting_plane] @ Tllnspector] (Z K7 v 7 & Ku v

L= (K17),

X 16 Cutting_plane ® Rigidboty 8% & DB

B 17 Cutting_plane @ Rigidboty @ &% E
(5) Assets/Cross Section Shader/Scripts D H1Zd 5 A 7

J 7" [OnePlaneCuttingController.cs| %, A EIRT
EHEL (1X18),

X 18  TOnePlaneCuttingController.cs] &R



(6) TAssets] H10> OB DT A =t AR LT, A1
@ [lInspector] 1Z& % Import Setting ¢ Materials @ H!
C. Import Materials @ Location M®IHH %, [Use
External Materials (Legacy) | Z&®IRL, A7 V=7
I @ Shader s € 2288 L7 (1X19),

K19 F7¥=2 +® Shader REDEHE

(7) Mo THierarchy) 1T OBJ 7 — & [ZPH#E L 7=
FA TV POTRTEEN L, [Assets]-[Cross
Section Shader]-[Scripts] 7 + /L X DD A7 U
=" I TOnePlaneCuttingController] % 451l @ l'Inspector |
WCRZ v 7&Ky 7 LT, 2 EWDNRVIGETT,
EHANZ KT v 7&K v 7 Lz (¥ 20),

K20 FATVz7 F~OBEAZ VT FORE

@) FA 7=/ FOETEBIRLIIRAET, Ao
[Hierarchy ] #' @ Cutting_plane | % 451l l'Inspector |
D IHH [One Plane Cuttting Controller (Script)] @

Plane] &, FZ7 v 7&FKmr vy 7L (X21),

21 FA 7Y =2 F® Cuting_plane D E

©) THT Vs DT T EBIR LI RIETHR
@ Tlnspector | IZRRENDH Y = —HITDNT,
[CrossSection]-[OnePlaneBSP] Z &% & L 7= (IX] 22),

K22 F7 Y= b shader ~® OnePlaneBSP DR E

6.2VIVEay bE—5—DEYy b7y T

VIVE D/~ RTFAAL 22T 272012, VIVE
ay he—I—0OREEIT-T=,
(1) Mo [Hierarchy ] T, [GameObject]-[Create
Empty] Z3#4R L. 2 -2 GameObject & 1Eik L 72, 4
A%, I'VRTK_SDKManager] & [SteamVR_SDK |
WCEE L7z (K23),

K 23 VRTK_SDK BIE DDA 7V =7 b OIER



(2) [Assets]-[VRTK]-[Scripts]-[Utilities]-[SDK] ® 1 >

'VRTK_SDKManager] & ['VRTK_SDKSetup| % .
YERk L7= TVRTK_SDKManager] & [SteamVR_SDK |
WZ&EA2 Ry 7& Ruvy 7Lz (K24),

K 24 VRTK_SDK BEDHRE

(3) ZMl®> [Hierarchy] (Z& % [[CameraRig]| %

[SteamVR_SDKJ & FiZB# L7z (X 25), (b L
<E., Wolz A, Z HIBR L
[SteamVR_SDK] @ FIZBML7=,)

[ [CameraRig] |

X 25 [CaemraRig] DFRE (BH))

(4) =M@ THierarchy] T [SteamVR_SDK| #% R
L. A8 Tnspector] ¢ IN'VRTK_SDK Setup (Script) ]
o> TQuick Selection] » 7 /L%t % [Fallback]
e [SteamVR] (ZZEF L7 (X 26),

K26 VMD TMDOBI77ANDETY AFR— b

(5) [Assets]-[VRTK]-[Scripts]-[Interactions] D HZ & %
['VRTK_ControllerEvents], VRTK IntaractGrab| &
I'VRTK _InteractTouch| %, [[CameraRig]] @ FiZ&
% TController(left) ] & TController(right)] (2 K >
7&RKw w7 L7z (K27),

K27 v bur—F—DMEEDRE

(6) T Controller(left) | & T Controller(right) | @
lnspector] MIAH 'VRTK Intaract Grab (Script)] @
7T [Grab Button] %
726 [ Trigger Press| (258 L7z (1% 28),

[Grip Press]

K28 zvbe—F3—0Dh) H—DORE

(7) Mo THierarchy) 124 % ['VRTK_SDKManager |
ZiIR L, AW Tnspector] OIEH [VRTK_SDK
Manager (Script)] T, [+] O~—27 Z#L T, HHH

[Setups] Z BN L7-, = ® & & £l [Hierarchy]
@ [SteamVR_SDKJ %, £ifill®> Tnspector] ?DIEH

[Setups] @ [None (VRTK_SDK Setup)] IZ K7 v 7
& Fwm v 7 L [SteamVR_SDK (VRTK_SDKSsteup)
WCEDD Z LR L (X 28),



1. 8HYIC

ARTIE, T2 3D-VR AfE LT, 3D 7V~
2 THHWHEID 3D T —%# (Wavefront OBJ )
% VR ZERICRK R T DA FiEEH LML
72o HTC VIVE ® Lk 5 72— LI VR @4, + 3
2 b= g T — Z T O FIR 225 BB ZE R
FIH L. AREE 7ot RBIZESZ NG R C RIRR T
DE A 3D-VR Al HLEE OIEH 2 7R L T D

ARTRIT LT HET, Bz, K290k 51z,
BMEE (FIB-SEM) TEIZ Lo Azl
7o K0 3 WThEMEE 2. Al BIERALED
5. M BERSMOBHZBEET 5 LR TE D,

X 29 ETFFEHSE (FIB-SEM) TEBZELCIAFOF/
RIF D 3 RTAEE[14OWTE S >~ b VR LS m D5

SEOBETTIE, FRERAMDIDIZ, #BEx ok
W T Y xR E Ly, ARV Unity 1347
—LMMEFBRECHY |, BExOS a0 a v T
VY DERRFRETH D, 4%, BiEobba
T U B, A BT S AHYERBLT 2 00
BEtbLED T PETH D,

ARFFEIE JHPCN AZEakE (% 5 : 10-MDO1,
11-MDO02, 12-MD03, jh130028-NA19, jh140026-MD02,
14-NA28, jh150002-NA01, jh160036-NAH) <>, HPCI
INGERRE (FREEZE S hpl30062, hp130122, hp140191)
REDFEMAZE L THONTMAO—HETEH LT
Wb, F7o, —E#O VR AL OBGFHI H 7= 0
AR KT KE EMEHERGR .. Wi —BRECE ., KBk
K% T BErlBdz. ghE ElEE0R. 26 @i

Bl HEFERTZEPH SEREME 110 EURRR I 1. SOpCHT T
RE B RAEHR, VA Ry P AT A JBER
Bt BBk KW R, AR
PCHEERTND, ZIWEHOTERT D,

SE XM
(1) Stein, J: Why Virtual Reality I1s About to Change the

World. Time http://time.com/3987022/ (2015).

(2) AER : VRIAR EROMER, RN—rT 21
(2017).

(B) HARN=F v LU T VT 5 :
U7 VT 1%, (BR) LEMAZ (2010).

(4) Balo, A. R., Wang, M., Ernst, O. P: Accessible

N—F ¥ )L

virtual reality of biomolecular structural models

using the Autodesk Molecule Viewer. Nature
Methods, Vol.14 (2017) pp.1122-1123.

(5) Norrby, M., Grebner, C., Eriksson, J., Bostrém, J.:
Molecular Rift: Virtual Reality for Drug Designers.
J. Chem. Inf. Model, Vol.55 (2015) pp.2475-2484.

(6) Garcia-Hernandez, R. J., Kranzimiller, D.: Virtual
Reality toolset for Material Science: NOMAD VR
tools. in Lecture Notes on Computer Science
\V0l.10324 (2017) pp.309-319.

(7) Hagita, K., Matsumoto, S., Otha, K.: A study of
commodity 3D-VR for computational material
sciences. F¢Fm S .

(8) #HIFIZE, MAAEA, EHE 5. FKEFIEAE: Unity
ZRIALZY 2 b—a UEERO VR FoRIC
B 2 AT EYERE O 1 5 E B EEAI U O R
w, B v

(9) https://unity3d.com/

(10) https://www.unrealengine.com/

(112) https://www.vive.com/.

(12) http://vis.cmc.osaka-u.ac.jp/.

(13) Humphrey, W., Dalke, A. and Schulten, K.: VMD -
Visual Molecular Dynamics. J. Molec. Graphics, Vol.
14 (1996), pp. 33-38.

(14) Hagita, K., Higuchi, T., Jinnai, H.: Super-resolution
for asymmetric resolution of FIB-SEM 3D imaging
using Al with deep learning. Sci.Rep. 8 (2018) 5877.





