VRC
owo | World Integration.

In this documentation we will teach you the basic install, setup and
use of the OWO World Integration (O.W.1.)
This includes:
e Unity project setup (Basic vrc unity knowledge).
Installing the O.W.I. files.
Setting up the integration files in your vrc world.
Learning how to make sensations.
How to apply dynamic sensations to a collision object.
How to apply static sensations to a collision object.

In this documentation we use O.W.I as an abbreviation of the OWO
World Integration name to makeiit easier to read and less repetitive



VRC Project Setup:

i i (if you already have a project with VRC SDK 3.4.0 or greater you can skip this page)
I I
(@) CreatorCompanion .
= P s Requirements:
roje Y Q Search Projects... = List View Create New Project -
rojects ; Half decent Pc
L= i pia e = Current VRC supported version of Unity
Bt B VRChat Creator Companion app With SDK 3.4.0 or greater
®roiecs | New Project (if you struggle to find what we are talking about take a look at the
Select template .
Learn ) S — iy images on the left)
Aorlds = {Avatars’® ' ° m Custom “V 5‘:‘/ ) &
3 Tools / 7 @ - - X
R A AT e S Using the VRChat Creator Companion app, we want to make a new
Configure Projeet project, we can do this by clicking the Create New Project.
Project Name
OWO Integration Setup R 4 « . »
Once you are on the next page we are going to click “World Project”,
Project Location . . . .
c{\un.typw.s\wcm.p,o,ms S name the project and pick a location for the project (we suggest you
ol ot oeion: EET ) make a folder for the project to go into and not put it directly on your
Bloss 52 Create Project Cancel drive')
83 Settings
@ Projects < OwO integration set up D . . A
it T It should bring you to a screen that looks like the following.
Sy | DR © s | scemsnnen: < | Al] you want to do from here is press “open project” in the top right.
3 VRChat SDK - Worlds 330 . 330 Official o)
(5 VRChat Package Resolver Tool 0124 o o offcal
:“"‘""‘““"' C o o . Congratulations we have finished setting up the base project.
53 VRChat Client Simulator 127 ooz Curated ©)
B EasyQuestswitch NotInstlled o2 Curated [©)
% VRWorid Toolkt Not nstalle o a1s Curated ®
& Audiolink NotInstallec . o3 Curated ®

@ update
B Logs

83 Settings
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OWO World Integration(OW.l)/ Integration
Setup:

3 2 AdeOns  Awio Al Decenvalzaion  Essentle

" Oer © Rateaty

B 0w integration set up - Untitled - PC, Mac & Linux Standalone - Unity
File Edit Assets

GameObject Component VRChatSDK Jobs V

Wi OB D@ %X [Ecenter ®clobal #

Sell Assets

f1 Personal <DX11>

;  Sci-fi Chair

. prsony Korablew

FREE

P

© 10 views i the past week

Addto My Assets V)

There are some free models that you'll need to import before importing the OW.I files,
they are listed in the read me section of the GitHub; make sure you have downloaded all
of them and import them into your project before moving on, or some prefabs will not
work.

To import the files from the links in the GitHub ReadMe.md file open each of the links
and check you are logged into your unity account.

= Hierarchy S i  # Scene o Game > Animator @ Asset Store Udon Graph . . . . s
v Shaded - (8w [EF B0 - Click “add to assets”, once this is done you can go to your unity project, at the top of the
v € Untitled

@ Main Camera
@ Directional Light

#Scene o®Game  Animator | @ AssetStore | Udon Graph

€ > TG "M Categories ~ SollAssets | Fecdback FAQ @ My Assets

Sci-fi Chair
50% off: Shop new and popular assets ~ Fresh Ass}

vm

& unityAssetStore  Sale v

Q  Search for assets

View Results 25

Release Notes

Equipm. First

ating Thro

First release

Al

v € Assetscene.unity
« EChairFex
@ Chairprefab
@ Demo_Scene.unity
v B Materials

v ®eathermat

+ ®metal 05mat
W Shaders

M Double Sided Shaders
v E

Diffuse.shad

v mTexures
v Eleather.tga

v leather_normal.tga

v Eleather_spectga
v Emetal 051ga

v Emetal 05.NRM.tga
v Emetal 05_SPEC.ga

None

tandard Diffuse Bump.shader
Transparent Diffuse Bump Cutout shader
Transparent Diffuse Bump.shader

Cancel  Import

Viewport click “Asset store”.
Locate the assets you just added and click “download”, once downloaded press “import”.
An import screen will open on your project, just click “import” and wait for the

importing process to finish. ( the importing process is the same for all assets from the
Asset store).



VRC OWO World Integration(O.W.1)/
World integration.

Integration Setup:

To start setting up the OW.I files, you need to download the .unitypackage from our GitHub.

Vishat-OWo-Integraton Once downloaded make sure you have your project open, then open the .unitypackage file.
This will bring up an import screen.

vm
B OWOUdonsharpScriptCreatorEditorcs
2 "
« B OWOSensationTestl.asset
-+ BOWOSensationTestl.cs
« @ OwOTestGroundunity
vm
B InsideTrigger Udon Graph Program Asset asset
+ 3,00, ron_ Maiden Udon Graph Program Asset.asset
 mprefabs
 m Animators
Rlo]r—
v I IronMaiden controller
+ W MassageChaircontroler
+ @normalanim
v W Avatar Objects
& OWO_Avatar_Object Debug prefab
 © OWO_Avatar_Objects.prefab
W General Sensations
@ OWO_Micro_Sensation_Creatorprefab
@ OWO_Test Object Windprefab
@ OWO_Three_Part_Sensation._Creatorprefab
OWO_World_Rain_Source prefab
% OWO_World Wind Source prefab
+ W lronMaiden_FBX_0BJ
 mMeshes
 ®02_Defauitmat
 ®03_Defauitmat
 ®07_Defauitmat

Once the import screen is open, and wait for the import to finish. (
in some cases the loading bar may disappear for a second but then it will come back, we advise
R O R A R you to wait at least 1-2 minutes for all the files to import properly.).

Once the import is finished the first thing you need to do is go to the Avatar Objects folder
i under the following dir “Assets/O.W.|/Prefabs/Avatar Objects”.

OWO_Avatar.. OWO_Avatar..

§ fRggAIAaagngaangaaeg 949 1

Once here you'll want to drag “OWO_Avatar_Objects.prefab” into the scene. This object
spawns all the colliders onto the players so that collision detection works.

Al None Cane.

= Hierarchy S i # Scene o Game » Animator @ Asset Store Uc
+v o Shaded v 20 @ W @& v g0y v

< map* H . . . ,
) Main Camera Now we can move on to setting up colliders and sensations for your map and we're almost

done.
9 OWO_Avatar_Objects

£ Directional Light
&2 Plane

& VRCWorld

) spawn
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= Hierarchy 3 i
vl &
v & map*
@ Mam Camera
¥ OWO_Static_Sensations_Creator >
© Inspector | @ Lighting T Occlusion  VRChat SDK ai
OWO_static_Sensations_Creator Static v
7 Tag Untagged
Prefab Open Select.
.

~ Layer Default
Overrides
Transform
Position

X -1.295117 Y 2.966608e- Z -1.616407
Rotation X0 Yo
X1 Y1

Scale

OWO Udon Sharp Static Script Creator (Script) L

This

Qe
5

nd may

Script FileName:

File Name NewOWOUdonStaticScript

Chained Sensations
Sensations
Size )

Script FileName
File Name

Chained Sensations
Sensations
Size 2
demo sensation
Sensation Name
Frequency
Duration L 2
Intensity Percentage
Ramp Up
Ramp Down
Exit Delay

Muscle Overrides

v  Assets > OW. > OWOSensationStaticUdonScripts

-cR°AR

NewOWOUd..  NewOWOUd. Shocksensat...

Shocksensat. StaticSensat.

Shocksensation

demo sensation

@® 100

S0

(=}

OWO Sensation Collider setup using Static Sensation

Creator (5.5.C):
To start this process drag the “OW.I_S.S.C.prefab” into your map from this dir:

“Assets/OW.I/Prefabs”.
We will be using this to make our static sensations when a player’s muscles collide with our
game object.

Open the script section of the S.5.C in the inspector, in here we will make our sensations.

We need to make a empty udon script in the follow path:
“Assets/O.W.I/0.W.I1SensationStaticUdonScripts”.

You can do this by right clicking inside the folder heading over to “Create” then “U# Script”.
We need to put the file name for the script into the S.S.C file name box

In the S.5.C we need to set an amount of sensations to make the overall feel of the interaction.

Once the amount of sensations is set, we can then move on to making each sensation.

Sensation name: This is what you want to call your sensation. It has no effect.

Frequency: This corresponds to the frequency of pulses going to the selected muscle.

Duration: This corresponds to the amount of time the sensation will last.

Intensity: This corresponds to the strength of the event.

Ramp up: This corresponds to the time the sensation takes to hit the set intensity.

Ramp down: This lowers the intensity as it reaches the end of the sensation. ( The larger the
number the sooner the intensity will start to ramp down)

Exit Delay: This is the wait time before the next sensation starts.

Muscle overrides: This sets the individual muscle intensity limits. (This limits the intensity world
side.



Vi>le OWO Sensation Collider setup using
World integration. Static Sensation Creator (S.S.C):

Now you have set all of your variables, press “generate script”.

Now that we have our sensations script, we need to make an object with a collider and a rigid
body.

Generate Script This can be done by looking in the hierarchy, selecting your object. Using the inspector press

Muscle options: This works by telling our script how the “add component” now search for “rigid body”.
sensation should behave according to what muscles were
hit. There are four options:

This causes the sensation to only be played on the first We now need to add another component called a collider, if you want you can use a “mesh
muscle that was hit. collider”, but it needs to have “convex” enabled or the script will not work. We suggest you use a
“Box collider” instead.

This causes the sensation to only be played on the last

muscle that was hit We are now at the last step. Drag the script we made onto the object in the
inspector to add it as a component, or you can search for the script by its name when clicking
“add component”.

This causes the sensation to play in the order that muscles

where hit. Once this is added, we have a few more things to set.

Sensation priority: This is used when you are already experiencing one sensation. If the new

This causes the sensation to be played on all muscles at the sensation has the same or a higher priority then it will override the current sensation and play
same time that were hit. its own.
Muscle Options 1 Play All Muscles Triggered » Collider capture timer: This is the amount of time we allow for the script to capture each

collider that was hit starting when the first collider is detected.
Sensation Priority

Collider Capture Timer 0.1
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= Hierarchy a i
+v o
v € map*
€0 Main Camera
¥ OWO_Dynamic_Sensations_Creator >
© nspector @ Lighting % Occlusion  VRChat SDK a
OWO_Dynamic_Sensations_Creator Static v
7 Tag Editoronly > Layer Default
Prefab Open Select Overrides.
A Transform o
Position X -1.786459 Y 1.157051e- Z -0.6304385
Rotation xXo Yo zZo
Scale X1 Y1 z1

OWO Udon Sharp Dynamic Script Creator (Script)

This s for dynamicly creat

Script FileName.
File Name

NewOWOUdonDynamicScript

Chained Sensations
Sensations
Size 5

Script FleName

File Name dynamicsencation

o Assets

W.| > OWOSensationDynamicUdonScripts

BERER

DynamicSeri..  dynamicsen.

dynamicsen. | NewOWOUG.

B OWO Udon Sharp Dynamic Seript Creator (Script)

This s for dyna

Script FileName
File Name

Chained Sensations
Sensations

Size

demo sensation
Sensation Name
Frequency
Duration
Intensity Percentage
Ramp Up
Ramp Down
Exit Delay.
Muscle Overrides

Second demo sensation
Sensation Name
Frequency
Duration
Intensity Percentage
Ramp Up
Ramp Down
Exit Delay.
Muscle Overrides
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tal and may

® 100

OWO Sensation Collider setup using Dynamic

Sensation Creator (D.S.C):
To start this process drag the “OW.I_D.S.C.prefab” into your map, from this dir:

“Assets/OW.1/Prefabs”.
We will be using this to make our dynamic sensations when a player’s muscles collide with our
game object.

Open the script section of the D.S.C in the inspector, in here we will make our sensations.

We need to make a empty udon script in the follow path:
“Assets/O.W.1/0.W.I1SensationDynamicUdonScripts”

You can do this by right clicking inside the folder heading over to “Create” then “U# Script”.
We need to put the file name for the script into the D.S.C file name box

In the D.S.C we need to set an amount of sensations to make the overall feel of the interaction.

Once the amount of sensations is set, we can then move on to making each sensation.

Sensation name: This is what you want to call your sensation. It has no effect.

Frequency: This corresponds to the frequency of pulses going to the selected muscle

Duration: This corresponds to the amount of time the sensation will last

Intensity: This corresponds to the strength of the event

Ramp up: This corresponds to the time the sensation takes to hit the set intensity.

Ramp down: This lowers the intensity as it reaches the end of the sensation ( the larger the
number the sooner the intensity will start to ramp down)

Exit Delay: This is the wait time before the next sensation starts.

muscle overrides: This sets the individual muscle intensity limits. (this limits the intensity world
side. )
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© Inspector @ Lighting & Occlusion  VRChat SDK 3 i
@, v cube Static v
" Tag Untagged ~ Layer Default -
A Transform o :
Position X0 Y 0.465 zo
Rotation o I Assets > OM.I > OWOSensationDynamicUdonScripts
Scale X1 Y1
B cube (MeshFilter)
Mesh Cube
B8 v MeshRenderer
Materials NewOWOUd..  NewOWOUd...
Size 1
Element 0 ® Default-Material o)
Lighting OWO Udon Sharp Dynamic Seript Creator (Script)
Cast Shadows. on - This i for dynamically creating Udon OWO Script n the editor. s experimental and may
Receive Shadows s
Contribute Global lllumination
F Slobal Light Probes
Probes
Light Probes Blend Probes ¥ Script FileName
Reflection Probes Blend Probes ~ | File Name dynamicsencation
Anchor Override None (Transform) ] Chained Sensations
Additional Settings Sensations
Motion Vectors Per Object Motion - size 2
Dynamic Occlusion v s saastion
& v Box Collider o Sensation Name demo sensation
Edit Collider A Frequency ® 100
Duration L 2 1
Is Trigger o pereant —~
ntensity Percentage
Material None (Physic Material) ® 2 e < = <
Center X0 Yo zo Ra'“" Al .
Size X1 Y1 ] ampbown g
Exit Delay ® 0
. Default-Mater (a figig x o Muscle Overrides
Stand o - Second demo sensation
Sriga Sensation Name Second demo sensation
& Rigidbody 2D Frequency ® 100
e scnm X Duration o 7
Intensity Percentage 50
Ramp Up ® 0
Ramp Down ® 0
Exit Delay ® 0
Muscle Overrides
Generate Script
Sensation Priority 1
Collider Capture Timer 0.1

OWO Sensation Collider setup using
Dynamic Sensation Creator (D.S.C):

Now you have set all of your variables, press “generate script”.

Now that we have our sensations script, we need to make an object with a collider and arigid
body.

This can be done by looking in the hierarchy, selecting your object. Using the inspector press
“add component” now search for “rigid body”.

We now need to add another component called a collider, if you want you can use a “mesh
collider”, but it needs to have “convex” enabled or the script will not work. We suggest you use a
“Box collider” instead.

We are now at the last step. Drag the script we made onto the object in the
inspector to add it as a component, or you can search for the script by its name when clicking
“add component”.

Once this is added, we have a few more things to set.

Sensation priority: This is used when you are already experiencing one sensation. If the new
sensation has the same or a higher priority then it will override the current sensation and play
its own.

Collider capture timer: This is the amount of time we allow for the script to capture each
collider that was hit starting when the first collider is detected.
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