r For standalone VR headsets like Quest and Pico,
it's important to set the safety boundary slightly larger than your actual room.

o

Otherwise, when the headset triggers a safety alert, it may interrupt SteamVR's tracking data.
Once tracking resumes, you might experience a misalignment between your head and body orientation.
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Erraironiment

When using Virtual Desktop for streaming,
make sure to keep these two options turned off

N
Setup requirements for a VR headset

Before using the Rebocap,
please ensure that your VR headset
can successfully run VRChat through SteamVR.

Avoid returning to the system desktop on a Pico headset, as this will interrupt SteamVR's tracking data.
Consequently, the Rebocap may record an incorrect orientation during calibration,
causing alignment issues.
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Launch SteamVR,

Hold the Home button on Pico/Quest right controller,

Reset headset orientation,

I Adjust until SteamVR virtual horizon arrow aligns with your central view
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Recommend using the same settings as my screenshot.

. : . . .-  One Handed Callbration
This helps provide a reference base for Q&A and avoids configuration deviations.
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First, open the small menu (the one that moves with your hand). Allow Sending Head and Wrist VR Tracking OSC Data
Click on the gear icon in the bottom right cormer and then navigate to "Motion Capture & IK.” [l mirrors
Callbration Range Under the Mirrors tab,
(D User Real Helght: This refers to the height of the VR headset from the ground, W user Intarface @ Calibration Mirror : ON
i = . . . - - . . Confirm Calibrati - ’
not the physical top of your head Disable or reset the [Horizon] function. The right image shows the misalignment resulting after setting the angle. Prp— el o
(2 Avatar Measurement: Make sure to select "Height.” Lcan be re-enabled after completing body binding y @ FBT Tracker Model 1
1 Tracking &I
(@ FBT Spine Mode (This item will appear after full-body tracking is connected): :f g ﬂ ‘. nﬁ it
Lawneh Pad Woulds e i e &
Recommended " Head ” MNext, enter the large menu (the one fixed in position and not following your hand)
This way, your character's entire body will be led by the VR headset, which is ideal when interacting closely with others. Motion Capture & IK - tab.
For Dancing: Select "Waist.” This will make the waist the leading control point, and the VR headset (@ Use Legacy IK Solving: Keeping OFF
will only provide the head's rotation angle. However, when sitting down,
this may result in a discrepancy between the VR view and the character's head position. (@ Tracker Motion Prediction: Recommended setting is 90-100%.
| This mainly makes your movements appear smoother to other players.
(@ Display Calibration Visuals Visual Feedback: Turn it ON
This allows you to see which control points are connecting to your character's joints.
(@) Calibration Range: Recommended setting is 0.40 meters.
(© FBT Tracker Model: Set to "Axis"
This helps you observe if the control points are properly aligned after calibration. |
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For VRChat control structure, there are three sensor configurations: 10-point, 8-point, and 6-point. e .
D Recommended settings - Enable [Merge Leg Nodes]
If you need gloves or other requirements, o . .
you can use up to 14-15 point sensors, but this is only suitable for technical players. If you need to manually specify whether control points are displayed in SteamVR, This switches the leg control points in SteamVR from bone-based |
Please refer to the UDcap Gloves documentation page below. you can madify it here or use [Hide on off] . | rules to joint-based display rules, matching the interface specifications provided by VRChat. |
B pose
A pose T pose S pose Shift the S-pose chest and waist capture
You can lift the controllers out of your hands to prevent thigh sensors Keep your muscles relaxed when raising your hands, Try to avoid left-right leg imbalance affecting to a bowing posture to avoid body twisting
from capturing magnetic fields from the controllers. as tense muscle memory might cause arm tilting. sensor lateral shift. caused by half-squatting.
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Open the PC desktop within SteamVR to operate the Rebocap software. This prevents the headset coordinates from going erratic when outside the SteamVR interface. | Use the VR controller to click [Calibration] in Rebocap J When working normally, you'll see Rebocap’s butterfly icon.
If you launched SteamVR afterward,
you need to run the motion calibration once more,
this will activate the SteamVR driver to start working.
If [Anti-foot sliding: Enabled] , wait 5-10 seconds for the avatar foot control points to auto-reposition.
In SteamVR, when you look down, Open the in-game mini-menu. Ensure the directional axes of both foot control points align with the avatar's orientation. If .
: X i . - ) . i .. you want to see how control points affect body movement, . : - :
you can see virtual control points at the corresponding positions on your body. | Click on Calibrate Full Body Tracking. The green spheres and blue indicator |Ir'!E'5 show .'W‘hld‘l nearest control point the character joints are At this , the avatar body binding is complete. open the main y m ;It-:k u:n[:ntahtlE the hzm right ﬂ;:ehi:r:;: menu.
- - connected to they don't need perfect alignment just symmetrical placement on the body. - J you can then view the control point positions through the map or personal mirror. L move men from front.
Finally, simultaneously pull both controller triggers to confirm the binding.

If no icons appear in SteamVR, ] T If no icons appear in SteamVR,
or if there are too many/too few control points or if there are too many/too few control points
First launch SteamVR, i I
"then click Rebocap calibration - this ensures SteamVR drivers activate and run properly.
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Open Rebocap log - The misalignment may be due to mﬂvement after completin
“if it shows "SteamVR driver not detected,” you can click the help button next to it to check the official documentation. the calibrag’]cir:rn e:-:er::i;:;s in the Rebocap software or maF; neti‘:h::ljinter‘ference Clicking [Reset Yaw] will make Rebocap forcibly correct the avatar posture to face forward.
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e _ Hold down the right VR controller Home button
- Then, follow SteamVR prompt to restart SteamVR. | B. m. [F?.tleset VR Headset Origin] while Flllh}"EiCE.I”‘)" tu.rning your b::ud]!r, .
. . \ Use the [Reset Yaw] function aligning the VR headset SteamVR orientation with your body direction.
B TS T rR e e e T | to resynchronize the direction between Rebocap avatar and the VR headset.
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N e 1.if the tracking system restarts due to screen sleep or occlusion, This is the same as holding the right Home button on the VR controller
- T - after restarting it returns to SteamVR's center origin point and arrow direction. to trigger the [Reset VR Headset Origin] function.
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e Body and headset are not facing the same direction. . ‘ —
Please check if the corresponding output control points — e
"in Rebocap software are either multi-selected or unselected ﬂ i T
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The principle behind why this issue occurs g] P e m————s.
Virtual Desktop streaming function conflict - =
When [Center to play space] is enabled and you double-click the left Home button to return to VD's computer desktop, : ; wE TEE S
"the headset in SteamVR experiences issues like tracking stoppage, 180-degree rotation, and height dropping to ground level 0.0, ==
which prevents Rebocap from obtaining correct headset coordinates during calibration. This is also why it's required to be turned off during the preliminary preparation process.
Rebocap doesn't experience the chaotic coordinate issues that VR headsets do after restart/reset.
Whereas in the SteamVR coordinate system,
when VR headsets go haywire, they enter a Schrodinger’s state where it's impossible to determine whether you're just turning your head or
3.Principle analysis rotating your entire body.




