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The VR Stack
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What Is thet ©OSVR™ Software?

* A multi-platform, standardized interface to virtual reality
devices and peripherals.

* A set of high-performance rendering utilities

* Highly extensible

* Free and open source, Apache 2.0 license
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Hundreds of devices (see osvr.github.io)
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bundled with O

analog \ e
button ¥tern: ed using VRPN
ker uration files

T-LA linear actuator

Oculus VR

ERINE | ines
Unity

Unreal
CryEngine
WebVR
SteamVR
Blender

Monogame
DirectX
OpenGL

And more
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Dynamically-loaded plugins

Dynamically-loaded plugins

Dynamically-loaded plugins
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OSV Rl nterfaces
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World Interaction

osvr::clientkit::Interface lefthand = context.getInterface ("/me/hands/left") ;

OSVR ReturnCode ret = osvrGetPoseState(lefthand.get(), &timestamp, &state);
or

osvrRegisterPoseCallback (lefthand, &myTrackerCallback, NULL) ;
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YEI Tracker OSVR HDK Tracker

"dewviceVendor": "OSVR",
"plugins™: []1, /* only need to list manual-load plugins */ "deviceName": "Hacker Development Kit (HDK) Integrated IMU Tracker"™,
"drivers": [ "version™: 3,
{ "lastModified™: "2015-11-05T20:44:16+00:00",
"plugin": "com osvr Multiserver", "interfaces™: {
"driver": "YEI 3Space Sensor" "tracker™: {
"count™: 1,
} "bounded": true,
1. "position": false,
"routes": [ "orientation": true,

{ "angularVelocity™: true
"destination™: "/me/head", }
r

"source": {
"changeBasis":
"X": "X"r

"analog": {

},
"semantic™: {
L }md" : {
"Starget": {

(Iy": (IZ(I ;
"Z": (I_y"
},
"child™: {
"rotate™: {
"degrees": S0,
Tlaxisﬂ . TIXTI
b,

"child": "/com osvr Multiserver/YEI 3Space Sensor(0/tracker/1"

|

"status": {
"reportVersion": "analog/0",
"videoStatus"™: "analog/1"

H

"automatichliases™: {
"/me/head": "semantic/hmd"
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"field of view":
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ortion":
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"yendor™: "vuzi
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Uhnity linte gration

https:// github.com/ OSVR/OSVR-Docs

| = Hierarchy | & -= = Project ' &% -= B Inspector | B Occlusion 3= Lighting =
Create = Qrall Create = O s T W Clientkit & Static -
¥ YRFirstPersonController b Fauurites. Assets » Tag % Layer T
Graphics Q all Material & OSWRUnity Prafab
¥ YRDisplayTracked Q all Models & Plugins
YRWiewerl Q} all Prefabs v/ Transform [ K-S
clientikit Q all Seripts Position X0 YO Z 0
 room Rotation 20 ¥ 0 2 0
Point light B Assets Scale % 1 v 1 z1
85 OSVRURT
Recenter oo v [@ ¥ Client Kit {Script) %,
=85 Plugins - : :
Script B Clientkit @
Clientkit must be in ey OSWVRE scene. App ID com.osvr.osvr-unity. firstpersonsample

" add Comporent

= Hierarchy | & .= ™ Project I
Create = Srall Create ~ 9
¥ YRFirstPersonCaontraller v W Favorites
Graphics Q all Material
e
YRV iewerd Q all Prefabs
Clientkit Q all scripts
F room
Point light B Assets
Recenter b 85 OSVYRURIty
85 Plugins

The DisplayConfroller component sets up rendering
for the HVMD as configured in OSYR Server.

& -= | O Inspector | B occlusion 3% Lighting B =
a % x W VRDisplayTracked M Static -

nssets * Tag MT LaYEr H
: PolS'-.-'.RLlnltyr prefab © Select | Rewert  apply |
ugins
v Transform [ 2,
Position = 007999992 % 0,4499999 Z 0.24099949
Rotation ® 0 T 0 Z0
Zcale o1 Tl 2 |1l
[ ¥ Display Controller {Script) W 5,
Soript B CisplayController o]

Show Direct Mode Preview &

T add Comporent
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OSVRIRendei Manager
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OSVR Plugins
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Some Ongoing and Future Work
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Summary of OSVR Advantages




