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aximize On Play | Mute Audio _Stats | Gizmos -
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Hierarchy
| create | Rl
v €} Main -
Root
Directional Light
P HoloLensCamera
¥ office_building_fbx
» assembly_point_grp
P entrance_arp
» aground_grp
b icons_grp

|_wing_fifth_floor_glass
|_wing_fifth_floor_wall
|_wing_fourth_floor_glass
I_wing_fourth_floor_wall
|_wing_first_floor_glass
I_wing_first_floor_wall
|_wing_ground_floor_glass
|_wing_ground_floar_wall
|_wing_roof
I_wing_second_floor_glass
|_wing_second_floor_wall
|_wing_third_floor_glass
I_wing_third_floor_wall
|_wing_top_wall

¥ lobby_arp
» r_wing_grp
¥ Cursor
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MSpECtor

[ [r_wing_third_floor_glass | [] static ~|

Tag [B1-W1-F2 :| Layer | Default 3]

Model | Select I Revert I Cpen |

¥ .~ Transform [ %4
Pasition ] ¥ 0 Z|0
Rotation X|0 Y 0 Z0
Scale x[1 v 1 | z[1

@l

¥ .. R_wing_third_floor_glass (Mesh Filter)

Mesh |!r_wing_third_floor_glass

[
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[

@ Inspector | S
1-|4 [« 'r_wing_third_floor_glass [] static =
Tag| B1-W1-F3 +| Layer | Default 3|
Maodel | Select | Revert | Cipen |

b .~  Transform ﬁ o,
...  R_wing_third_floor_glass (Mesh Filter) ﬁ i,
b | ¥ Mesh Renderer ﬁ'ﬁ'r
v g ¥ Box Collider G %

Edit Collider
LJ

Is Trigger

Material Mone (Physic Material) (o]

Center X 0.059996 Y 0.070202' 2 -0.04788:

Size X 0.080141 Y 0.015129 Z 0.096543.
v @ [+ Floor Interaction Manager (Script) ﬁ o,

Script FloorInteractionManager o]

@ =

a glasses_cl
Shader | Standard
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= public void OnFocusEnter() & this.gameObjecttag £ -"B1-W1-F2"
1@ {
[ ] 11 ar floorNo = this.gameObject.tag;
=3 12 } =303ms elapsed 4 Jo this.gameObject| {BaseObject: NotAvailableDuringDebugging} =
13 & active true
; K activelnHierarchy true
8 E};_l_: id r & activeSelf true
14 T public voi OnFOCUSEXlt() b A gameObject {BaseObject: NotAvailableDuringDebugging}
15 { & hideFlags None
16 & isStatic false
17 } & layer 0
I @ m_CachedPtr 1318434752}
18 & name 4, - "r_wing_second_floor_glass"
19 // Use this for initialization|i M scene {UnityEngine.SceneManagement.Scene}
0 references K tag Q - "B1-W1-F2" :E
208 = void Start () { b M transform {BaseObject: NotAvailableDuringDebugging}
¥ Static members
21 I @ MNon-Public members
22 1
| Building &
Clz=z
= Fields ) ] ) ]
. i E | A
@  Address @ Wings Wing Room
@ BuildingName |- 2oy Cla= =
@ |d
. =l Fields =l Fields
@ WingMame @ [sFire
\ 4 @  IsSmoke
@ RoomMumber
@ Temperature
@ Floors @ Rooms
| Floor A
Class
= Fields
@ FloorNumber
e o

[
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Apply HoloLens Capability Settings

[ ] Microphone

[ | spatialPerception
[ ] webCam

[« InternetClient

Game Objects

Holographic App

Azure Bridge

‘ UnityWebRequest }17
Service Request—>

eleQ UOS|

Model Datag—g{ Converts Json Data to Building Mode!
Data

JsonUtility

—Service Request / JSOM ResponsegP{ Web API
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:
“'l

W1-B1-F3

W1-B1-F2

W2-B1-F2

W2-B1-F4

= Hierarchy |
Create = (orAll
¥ & Main* =
Root
P HoloLensCamera
Directional Light
b office_building_fbx
P Cursor
¥ DialogCanvas
¥ Panel
. Tge.
¥ FireImage
FireText
¥ Templmage
TempText
¥ Smokelmage
SmokeText
Close

| £ Asset Store

v||2D || & | <

O &
S

EventSystem

I
g
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vEE ¥ canvas Group @
Alpha
Interactable
Blocks Raycasts
Ignore Parent Groups

OO &=
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Chapter 7: Build End-to-End Retail Solution -
Scenario Identification and Sketching
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XyZ Inc Systems

Integration Layer

Merchandising

A 4

Catalog API @

Visualization

Assets %

A

Operations

Order API @

A

Integration Layer

Catalog API @

Received Catalog, including items

Visualization

Assets

5

collection and asset details

Download assets and dynamically

Order API @

load holograms within application

Place order for selected item

A
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[ ay

Show Help
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Object

w * [

Multi

frame._a...
Select
Select All
Deselect All
Select Hierarchy
Invert Selection
Select Similar
Make Live
DG Traversal
2
% painting_a
Paint 4 frame_a
Metadata " =
Actions

Scene bly
Material Attributes...
n New Material...
n Favorite Material
isting Material
Remove Material Override  »
Baking »
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Chapter 8: Build End-to-
End Retail Scenario -
Developing Application and Deploying on D
evice
(]

Q Unity 5.5.2f1 Personal - Main.unity - AssetBuilder - PC, Mac & Linux Standalone® <DX11> ol O X
File Edit Assets GameObject Component Window Help

‘:: & | S = | EI ®0 Pivot | @ Global [} L Hl | % collab - | @ | Account = | [Layers - |[Layout |

‘= Hierarchy = | #scene -= | © Inspector Services a~=
Create ~| (crAll Shaded Gizmos ™ tv Import Settings &, ~
v € Main* = ' | Open |
Main Camera
Vv | [IEEM  Rig [ Animations |
Tv_geo = wech
» light / Sshes -
» WallPaint Scale Factor 1 ]
File Scale 0.01

Mesh Compression
Read/Write Enabled W
Optimize Mesh
Import BlendShapes
Generate Colliders ||
Keep Quads O
Swap UVs L]

B3 project € Game
| Create ~ Q | 4| LY ‘ * Display 1 Free Aspect
» 7 7Favorites Assets » FBX »

& light.fbm

& tv.fbm
&5 wallPaint.fom
& Wallpainting .fb
» i light

> 53 Assets

» by WallPaint
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Azure
@ N D
Azure Cosmos DB
S0L (DocumentDB) Web API
2 1]
T o =
c
3|8 E
- | (-9
52 =
<

( Holographic )
App

Download Asset

A J

Bundle

Blob storage — Unity
Assets

Iy

A 4

AZURE Upload Assets to Blob Store
Unity 3D
%) J J
Asset Asset Asset
Bundles Bundles Bundles
ON-PREMISES
Azure Blob Storage Azure Cosmos DB ‘ ‘ Weh API
sCreate a Blob Storage #Create a Azure Cosmos DB sCreate a new Web API
sUpload all Assets Bundle *Provide Product Details in Project
sTake the reference URL for Collection *Write methods to consume
each Asset Bundles *Map each Product with by application.

Reference URL from Blob
Storage

*Deploy the Web API

[
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Blob service

chB8assets

+ Container U Refresh

Mew container

* Mame Access type @

3dassets Blob

ok | Cancel

3dassets

Container

NAME

light

tv

A Upload ) Refresh [ Delete container 3= Properties  JB Access policy

Location: 3dassets

Search blobs by prefix (case-sensitive)

wallpaint
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Blob properties

light

! Download M Delete

light

https://ch8assets.blob.coreavindows.net/! | .

Read-writeKeys | Read-only Keys
% Overview
URI
B Activity log . [}
28 Access control (IAM) PRIMARY KEY
ST ST RIS T AT TS TSI SR At sa g W Q
& Tags

SECONDARY KE

AR AT A DDA RSN i [ RS

XK Diagnose and solve problems

& Quick start PRIMARY CONNECTION STRING .
#' Data Explorer (Preview)

SECONDARY CONNECTION STRING
SETTINGS
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MNew ASP.MET Web Application - WebApplicationl ? *

Select a template:

Microsoft Azure APl Apps provide a rich platform for
ASPNET 4.5.2 Templates hosting REST APls, as well as an APl Marketplace in
which you can publish your APls so customers can find

F“ F“l A rd 3 them and easily consume them from their own mobile,
= I = I | = . =

web, or desktop apps, or used as dependencies in their
Empty Web Forms MVC Web API Single Page own APl Apps.

Application
4 154
il

LR RNTd  Azure Mobile  Azure Mobile

Learn more

App Service
Change Authentication
Authentication: Mo Authentication
Add folders and core references for: =» Microsoft Azure
[]WebForms [ ]MVC || Web APl (~) [ Host in the cloud

App Service
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HOLO RETAIL

B

EHierarchy [ ]
| Create v| larAll \
TQ main* =
Directional Light

b HoloLensCamera
HoloRetall_geo
Light_geo
Tv_geo
Wallpainting_geo

HoloRetail_geo
Lights

TV

WallPaint
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HOLO RETAIL
2 TV BLIGHTS | OWALLPAINT

HOLO RETAIL
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Apply HeloLens Capability Settings

[ ] Mierophone

[ ] spatialPerception
[ ] webCTam

[« InternetClient

[
[

Holographic App

API Connector

UnityWebRequest |.

—Service Request—»

JsonUtility
e—Model Data—
Comers i s Praduct Ml Dt

=3eg was

Game Objects

quest | 1506 Respor

Web API
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HOLO RETAIL
TV
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HOLO RETAIL
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HOLO RETAIL
=2 TV

HOLO RETAIL __ ’
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Chapter 9: Possibilities

/ ) \“')‘\}
/ N ]
A .
. - _/‘.(')
s
Visualization Microsoft Bot
Framework
Holographic App
Bot Manager > DirectLine API
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Live

Encoder Program

Ty
/ \
e
{ TJ ‘j.x
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l R %<
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AT .
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( Visualization
Channel
Streaming
Channel

Holographic App

»  Video Player
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Media service

CREATE MEDIA SERVICE ACCOUNT

* Account Name (lowercase only)

| hololivestreaming W

* Subscription
DEENECNPy
* Resource Group @

(O Create new @ Use existing

holoblueprint bl
* Location
West LIS hd

* Storage Account
holoprintstorage

Please note you can only choose
Locally Redundant, Geo-Redundant

‘-’ and Read-only Access Geo-
Redundant as storage type to work
with Azure Media Services,
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[:J hololivestreaming - Live streaming

Media service

>

O Overview

H Activity leg

aha Access control (IAM)
' Tags

4 Diagnose and solve problems

SETTINGS
ﬂ Locks

Automation script

MEDIA SERVICES
'IT Properties
Account keys
Assets
i~ Content protection
ot Jobs

Live streaming

D Search (Ciri+/ + Cluick create + Custom create

Search fo filter items...

CHAMMEL NAME

halostreamingchannel
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Holostreamingchannel

L Settings @ OffAir  =» Liveevent W Stop s+ More MW Stop @ Unpublish
Overview Owverview
STATE Running NAME default
INGEST PROTOCOL RTMP DESCRIPTION
ENCODING TYPE Pass Through STATE Running
PREVIEW URL Il | e wmoow 8 Hours
5 A
INGEST URL PRAMARY o/ | T holostresmingchannel-dafat- 1491629290545
SEST URL (SECONDARY ]
INGEST URL (SECONDARY) P . Locators
LOCATOR TYPE URL
Live events
© Streaming ] .
NAME STATUS ASSET ARCHIVE WINDOW PUBLISHED
default V Rurning NN : ours

Azure Key Vault Visualization

Holographic

URI for Keys App
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Chapter 10:
Microsoft HoloLens in Enterprise

Feature Commercial Edition Development Edition
Mobile Device Management (MDM) v v
Windows Business Store v

Enterprise WiFi access (based on certificate) v

Identity— Login with Azure Active Directory v v
Identity — Login with Microsoft Account v 4

Data Security — Device Encryption (BitLocker) v

Virtual Private Network (VPN) 4

Microsoft
Intune

E§ [=] =
H ——
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