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		Explore the latest features of Unity 2018 to create immersive VR projects for Oculus Rift, HTC Vive, Daydream and Gear VR

	
		Key Features

		
			A project-based guide to teach you how to develop immersive and fun VR applications using Unity 3D
	
			Build experiences with interactable objects, physics, UI, animations, C# scripting, and other Unity features
	
			Explore the world of VR by building experiences such as diorama, first-person characters, 360-degree projections, social VR, audio fireball game, and VR storytelling


	
		Book Description

	
		Unity has become the leading platform for building virtual reality games, applications, and experiences for this new generation of consumer VR devices.

	
		Unity Virtual Reality Projects walks you through a series of hands-on tutorials and in-depth discussions on using the Unity game engine. With its practical and project-based approach, this book will get you up to speed with the specifics of Virtual Reality development in Unity. You will learn how to use Unity to develop VR applications that can be experienced with devices such as Oculus, Daydream, and Vive. Among the many topics and projects, you will explore gaze-based versus hand controller input, world space UI canvases, locomotion and teleportation, software design patterns, 360-degree media, timeline animation, and multiplayer networking. You will learn the Unity 3D game engine via the interactive Unity Editor as well as C# programming. By the end of the book, you will be fully equipped to develop rich, interactive virtual reality experiences using Unity.

	
		What you will learn

		
			Create 3D scenes with Unity and other 3D tools while learning about world space and scale
	
			Build and run VR applications for specific headsets, including Oculus, Vive, and Daydream
	
			Interact with virtual objects using eye gaze, hand controllers, and user input events
	
			Move around your VR scenes using locomotion and teleportation
	
			Implement an audio fireball game using physics and particle systems
	
			Implement an art gallery tour with teleportation and data info
	
			Design and build a VR storytelling animation with a soundtrack and timelines
	
			Create social VR experiences with Unity networking


	
		Who This Book Is For

	
		If you're a non-programmer unfamiliar with 3D computer graphics, or experienced in both but new to virtual reality, and are interested in building your own VR games or applications, then this book is for you. Any experience in Unity is an advantage.

	
		Table of Contents

		
			Virtually Everything for Everyone
	
			Content, Objects, and Scale
	
			VR Build and Run
	
			Gaze-based Control
	
			Handy Interactables
	
			World Space UI
	
			Locomotion and Comfort
	
			Playing with Physics and Fire
	
			Exploring Interactive Spaces
	
			Using All 360 Degrees
	
			Animation and VR Storytelling
	
			Social VR Metaverse
	
			Optimizing for Performance and Comfort










	Comments

		


	[image: ]Add Your Comment
(HTML tags aren't allowed.)











	Amazing Books

	[image: ][image: AdvancED Game Design with Flash]

AdvancED Game Design with FlashApress, 2010

	Creating games in Flash is a never-ending journey of exploration, learning, and most of all, fun. Once you’ve mastered the basics, a new world is opened up to you, enabling you to take your existing skills to the next level and discover new skills that will in turn open new doors. This book is a direct continuation of Foundation...
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Studio and Location Lighting Secrets for Digital PhotographersJohn Wiley & Sons, 2009
Improve your photography with more than 200 lighting tips from a top photographer
    Written by Canon Explorer of Light Rick Sammon and leading fashion and studio photographer Vered Koshlano, this guide is packed with professional advice on the essential element of photography: lighting. It provides detailed information and insider secrets...
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Biohydrogen Production: Fundamentals and Technology AdvancesCRC Press, 2014

	Biohydrogen Production: Fundamentals and Technology Advances covers the fundamentals of biohydrogen production technology, including microbiology, biochemistry, feedstock requirements, and molecular biology of the biological hydrogen production processes. It also gives insight into scale-up problems and limitations. In...
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Knowledge-Based Configuration: From Research to Business CasesMorgan Kaufmann, 2014

	Knowledge-based Configuration incorporates knowledge representation formalisms to capture complex product models and reasoning methods to provide intelligent interactive behavior with the user. This book represents the first time that corporate and academic worlds collaborate integrating research and commercial benefits of...
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Raw Foods BibleGuru Beant Press, 2007
The name on this book implies that it is strictly about food. It is not. There are many factors that contribute to health and disease. This book will explore three main categories of health: Nutrition, lifestyle, and the mind/body connection. Picture a three-legged stool. If one of the legs is shorter than the other two the stool will be off...
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Small Antenna Design (Communications Engineering Series)Newnes, 2006

	As wireless devices and systems get both smaller and more ubiquitous, the demand for effective but small antennas is rapidly increasing. This book will describe the theory behind effective small antenna design and give design techniques and examples for small antennas for different operating frequencies. Design techniques are given for the...
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