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Getting Started

HoloLens

eWindows 10 PC

eUnity3D 5.5 beta (or 5.4 HTP)
eHolographic Academy
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PPEEEEEEEEENNNNNNNNNNNNNNNNNNNN_=———..
=HoloToolkit-Unity e Available on Github

This is etfectively part of the existing HoloToolkit, but thisisthe | @ Consta ntly updated

The HeloToolkit is & collection of scripts and compenents intend

targeting Windowis Holographic. o Sta rt p rOJ eCt W | t h |t

HoloToolkit contains the following feature areas:

1. Inpul

2. Sharing

3. Spatial Mapping
4, Spatal Sound
5. Utilities

6. Suild



https://github.com/Microsoft/HoloToolkit-Unity
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Interface
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Click "Scan' 10 begi pre gane

SCan of environment. Say Pay 1

S10p scan and stant game. Say
"menu® in game o bring Lp actian




v Simple Tagalong (Script)

v

v

v Billboard (Script)




Cursor

Ul
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Scarch

B HcloLens Input Mocule
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Gestures

eAir Tap
Ready
Hold
Drag
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Voice




v Keyword Manager (Script)
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Spatial Mapping




EOPLE UNDER
THE STAIRS




apping Manage







VROC

Spatial Understanding







Spatial Understanding

eMore than just a mesh
eCategorizes surfaces (ceilings, walls, etc.)
eSearch for shapes (objects) in scene

eFind spaces to place objects of arbitrary
Sizes
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Persistence




Spatial Anchors

Not one world coordinate system
eAnchors GameObject to part of real world
eSpatial Anchors adjust position over time
eSave/Load from Spatial Anchor Store
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Shared Holograms
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. &)
© NASA Jet Propulzsicn Labaratory ; Youtube
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Build and Deploy
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Working Around Limitations

FOV
eBattery life

Mobile GPU / CPU performance issues
eControl constraints
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It's called MIXED Reality for a reason!
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Thanks!

e www.flarb.com
e www.ralphbarbagallo.com

e@flarb



http://www.flarb.com
http://www.ralphbarbagallo.com

