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Gear VR
Oculus Rift

Playstation VR Steam VR/HTC Vive



Google Microsoft Hololens
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- HFPALLEEHead Tracking (view matrix + FOV)
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* Single-Pass Stereo Rendering

* Graphics Jobs (Experimental)



E#HAIUnity 5.4iRAS7350culus, GearVR, OpenVR (SteamVR/HTC Vive) #1 Playstation VR
( PSVREEZEHMIRE )
RMHFE—APIRTHIARRIVRIREHITZE
Crai s INERYMIISDK ( B AR EREIUNity 1)
F—MIEREML (40 : Single-Pass Stereo Rendering )



Oculus&OpenVRHF&iFEIR

Oculus#50culus Rift & GearVRF A

OpenVR3z#5SteamVR & HTC ViveFf
.53

{FEAOpenVREREF L EESteam (]
SteamVR



PSVRF A& 17En

- FIFR_ERINoneRRINB FIRiz1THIRT

AEEHAVREL , EXERAILIG
WL ZEERELIEMERE , ARBILE
HEAVRIET,

- WRBLTHAME  AJLIEREE

Playstation VRIEIAEI EHE , iXEERE
B AVRIES



BT ZRIFTERER , BERAIRIEL | —RIETHARIRISHYESR

EEER FLIEMain Thread ERYEZRATEIES: , tBRTLAFE{ERender Thread ERTEFERYE
AT =]

B—LEHIATImage FXAIBEART(E , ZEEAINEERSTT



5.4 &5k EBmAs{ e EIhee
¥%Main Thread _EAER T ESBL—2BD25Worker Threads , iXBJLAKIEREEMain Thread 5§

FARYCPU
Forward RenderingfDeferred Rendering52£3z#FGraphic Jobs









SHFIUnity A ERIPlaystation®VREHITIEZRATS , Unity=MFiHtile CullingIfgg

ItIngERT LERE /9Lens DistortionSHHY , {bTFRZERMIMNERIXIS , £RHIH SRS
oI LAGIBRAREZ917 %B9E R | TDEGPU pixel shader time
TENREXEHEM PRI :



UnityZgiEssHVRIIE /&7~







Thank you



