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LRARES, RERAPRFRFFIMARS, RESNEHERE,

7. M

BEBIN RS, TFREAMERL, AR IEEESBRBZN, H2, B EsE
RTS8 SR AR 5 N TR B, T DA b 38 % AR 3R 77 TH A 44 = R 5K
AT GRSITERAPAL, ARERHERSIE DR R PO RS b, XIEE
IR B 7 X P g HR T AR SR, T SG BRI K A FI T X A ) &

8. MINg®H

AN ARG S @R TR KA S8R B2 B S B R &
FI P B iz 3 R i A R A AR AR 4

9. AbrEsg

WbERE AR 1 BT 5 BRI S R B A FR e, SRS, BoRtE. ESECK
H AL A B —RE A5 B, BRI R IR AR, AR R IR R S5 B S BT
BMEGENME, BEERIERRE LA AE. AP ] RS B B i
IER, BEEBARMGE IR NOE, MRS EE R, HRIl ke i E ez,
198 T A S A R R A R S

10. RESHEZE

AR REH)— PRI REIME B SN HANLSEEE . AR RGN BEHLEE 3k
S BHUIC R B S AR, XN R AR R RCHE . XA FR I B P AN B
BB BARERBHEBR PR WAL A BEEACBUCH . E5— B Bob T LLE FRHIE A
WA, WAl kil BEARTI . AR E R E A E B BB BB —
BrBORS R R E S AR R, EREEAT, HREZESMNTGTHE. £ W
B ] S A B TSRS R (R LT, U AR, fa B ie s, F/R 808
PR F IR . FELRMEMRA. FRESHE. £ AR B, TSR ERE 5IFENM A,
HFEESEHRIRAREEAROC, BRI SE IV 2 71 B LA 0 7 VE R AR B8 U428 4k 7K I

11. £H

AR &M EIME ERZ S PR H, BiRS AMNE R ZE X 3D kL2 8]




1% AR Foundaton A7]

SINRES, FRETEBLSE S 5 EHME BT A0 . XN AR P BRE s, MaEi
FFERAESIZE, nhEERE KA R B R AFEKETERSE.

1.1.3 AR BEARNH

AR ZGEA 3 NRHMIFRE A

@ EsttFAERUE SEE;

@ HA LA EH;

® fE=4E a1 @ AL AR T4 1 i S 1

AR HARE LUK BAME BB MBI Lt F 2 b, lﬁ'ﬁ%ﬂﬁ%@ﬁﬁ?%ﬁﬁf@ﬂ’]fﬁﬁﬁﬂ?ﬂ
RIBHE S AR HiARW 2 N T Wik R U= 5 5 5 ) S 4k, AR UF
M B IFAERE T FHL, MAEE T NDS. R KB DuE &1L _FEBORAE,
SRJE DL A TSR AR S R A R M W AT RS B 2011 4P4ER % 3DS EHLAER “AR
Wexk” "R HBRGCLIAER “AR R, FIH AR AR RE LA REI M) A2 LA 4 —Fp R
JREIEFEREN; 2019 4 A, EW AR REFU (—ERIEK) L4, K& Pokémon Go
ERZ MPRWERR . EBRE . WS, AR IEATHRER BN .

FRubz b, AR HEARAEICE. Eih. Y. 2R, K2R, TE, NAUER/ER. H
B, #2Em). Dkt B2 ZERSES). ITII%G. 0. RFEWE. &5 &
PR SR ) W ) S AT 5

. EAGF: 1. EUNE. EUGEE . EURDEABAELZIR L& mey dr it
D EALAEE, AR XFE, EHR, 3D HA UHEFELEE, PRI =FE

WigF | A2, EANRINEHRE S SHELHK=4; 2. Unity, Unity3D 4 Unity
3D 5| %3 #; 3. Vertex Shader, T S & ® # . T,& Shader ##8T & Cg X%, Fragment
| Shader. K& % . H It Shader 45 B 7T Cg R,

e il

AR WQAﬂﬂFAT#)WEAE[EJJ%‘ﬁi PEL, LA, AI%?Eu ‘r’é@%& T, itE
PREESRIHARISE, MIFRARME, THLSREEA B TEH AR R M afTA
FiR: BERHABESAL, ATELFHARS TR AT A LA

121 BB

IR S BRI 2 AR FIFEATIRE, BIES & fr -5 B B (Simultaneous Localization And
Mapping, SLAM) & 7E A& AIFREE i B 1) —FhiB T HoAR FBr, H R A Smith.
Self. Cheeseman T 1988 “E42iH . SLAM HARMER M 0] AR Ry 5 — UL ATBAR
MR RO E, BEIENEAZRT LG HZAEN 2B, B xe K
(Consistent Map) & 48 A i AR SZEASHIGE AN AERIHE . SLAM fEA—FhEEREEOR,
BERHTHESR (MEEEREMME T SLAM 4R, s, BFFEANAKRAN . 240,
TEZSBATT LRI GPS. At ESMAG LI EREHE R ENL, XEAR BT EHMIEALL
e, mMENCAMKRBNEREL . NERENFENELE N, SLAM BARZEH



12 ARBAEE

[l B HY . SLAM — A B AL 4% Track A1 Map Pi4> . FTiBE A Track A& FSRAEMAHLAY
fLZEHT, WAYFTYE, 170 Map #4> (i) MR A7 IR R Mg, i 5w i PRERSE AL U 15
FIMPLIKALES, R =Mi% (Triangulation) THEAHRNAFE AUKRE, AT 4 H03 58 Map
S e, EEH K Map [FIE AT G $ (L &
MR Ak, FEaT DU F AR . SLAM
AL AR AR B B 3 AR EA
K, IEERKEBEHEFEHR, B 1-2 & Kumar
HIZ AT SLAM SEI6 ) 7R

EN SR RSRL AR 3R, HRIE
AR L, s A 500 A 8 R H
FIHE B P M BE 22 48 (Visual Inertial Odometry,
VIO) FISN RS . SEEH VIO 51
PG AT R G0 AT LB I R SE B BRI
[ E PR ER7S E BT, VB -2 Kumar B SLAM S
VIO {EMWIRIH Z TP AL E, ARE
N R, VIO #E WAUAFEF 30 AL L. REHHHEHTREPKR, BT &
%) RGEBI St F A — S SRR R — W EILE, MTEEH RS,
M SFIARS GREINE AP B Y SR BRI & 56, Bl Inertial Measurement Unit,
fEIFR IMU) ] DUBERFH P %%, VIO 5SS ARG IFTIHE, FEitExeE, RRE
JEPH A% (Kalman Filter) 8B NRGEMHIHS R, PPAEI—A RS IR fh I 5 B0 H -
EI’] “ESZ” LB, MWImfEHERE. e SRERGEEHA T E=4 R MIEs, 1EHZEL

RERBEREM®ETS.

. Bt (Degrees of Freedom, DOF ) 2 E ¥ L PR — MNP HERA, Ti
I ERANERE YNGR RE, B A EERRE N RAES R

FiRT | WOEAEEWRNLAK, £ZHLRE PR - MIRE SRR
 BEBE6AH WS, W 6DOF, fxth yH s HF A LW RESH (BH)
R/ s RS (B

B SRR G R H 2 IMU FEEEUGE KL A 1000 REGFD, FF B &5 F g i
) CR&BE), ATLRMEE AR, @I NAHES (Dead Reckoning) RJIAT {3 I & % %
Bah. MEHES R —MEE A, BUTRE P, REbTEES. HUHRNSGERS
HiRZE, FHXKREELHRE R, BTl IMU MRS, BN REMIERGEFEAL
AT fmt e, BB S EL M B MERRE .

VIO fi 4 S REMMAS B, WADIZER N 30 fPﬁ/*ﬂ»ﬁEﬁ‘Eﬁi% REXME (AFK
BRER A FTARD. B HEEERNEK, RGN EREW AKX (B A#ESH
BERW), U BT, REREKX.

HHEFMAGSMENERASE SHRANA L, BRI N EZET T4
AEIBIE T, ENZ AR EHEKBRRR. XEWREEER G LEE RER—
BA MRS (Blinas) WEESMARRETAEY 1T/, SEHR&ETE
&G T, RN ERFETUERE —NMEBRESMREE R ERRE. RS




%1% AR Foundation Al S

AW HE R R RA, A SEIRR E PRER .

R L, A TIRERETEA, VIO RFERMMKA ZRPGSFER, RIEX 4
ALE AT AR TR, ABRERAURE SR 3D 5, —uePRERae b A bk LR AL, R
FA P &AL AT, WAL R A BE S, RIS R SR AT T B e R —
AABYLES, AT RASeHEE —REE, REBNE T — M EHTE KR, B T ETHE,
i IMU Fi 28 HE S0] DATH S VB e B O B 2 R) A B B AR 5 B AT AR T B (AT LA 2
AR LR R AR . N T IRERE IR, REMKHE IMU KB ATEHER, M IMU B
EICF fom EE RN TR) 0 e, AT DA R AN A R IR T R Ve R B BN (R SRR B (A
K §=0.5XaX ). A IMU B HMER M IMU HFR 218 2 DERERS T IS I & 458, &
BEB LB 2N, FHERIZIT 1000 K, — MM RS ESIR R FIRER R .

GREEARAL AT DAHS Bh 1% &4 3G 5Rx IR IR R . TEMRAHAE s, R ARLG 48 i &% M T
Rl BEERRE LRGN BRI EE IR KM . (HRREMNIEERER, Fik Rk
B o e {8 IR B ARANL A BR R I & FERE . B 3 R & B IR BEAR AL 40 88V [t EL A TR,
EREERE N HESEFH EREERERE MR ORI, 73 7R AL 847 T
WL B 5, IR A3AH1E R (Original Equipment Manufacturer, OEM) H A #fi&# 4 7E
FHLEKERH.

34K RGB sk RSk B B T A& 2 KU 3% 5 (EAMAK RGB Flfa gk B
BIBEREERE . BlES @SR TR A 2F R A A EeE, ER N — iR kn]
PL7E i [ P A 2 R R AR FIHEE, Tango A Hololens Fiff A IXFh 7535) . H HAHX VIO

& AT B AR A R R AR SRR A B o T TRk 2 M B RO
AL b AL % PR R PR A 3 L 2 3 B ) O 4 JEE K B () AR D LZE R B T B A R 22
EATPLEBIBCK) . BRILZ 4, TOF (Time Of Flight). 45445 /7 A AEPRE 1) & R 24+ .

HLEAREFR. A BESHHEE, VIO 454 IMU #7401 B & A BREH & UL
— BRI [A) P9 1 2R

1.2.2 RERA

T AR BE W RS A M VT A SR AR R8s B R 5Pt R i “ 87, |MEBNLES T
AT RS I RAE

JUTREHE: S FARAL A ST FLAE B OR IE Bk AL B FOBE A R . 8Bk, By

KR MBI S LR, KHIF RN R ULERA OEM # B LT (] B A Fi S
AT AU AT SR LE, Wil 1-3 Bras.

dx h
dy el ooooo\.*o
00000 000000
000000 - 0000000
EEEEREEREX R EERE K
A EEEE N ) ® @ @ ® © & O
\
A B

AB1-3 NEGEBHRTILARARER
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HBERME: JERMEY RRERA, BHER OEM 25, BB & MR

BB B MO LHTTRIAE DA B A R BT P R P RV YR, R — R T A B R 3

MomRST. B, EAEHISREGE R R M TSR SRR A, AR L — MR

BB BERTHERT EEONREL, RENETHERBREHTNREE. HER

HEXE T AR BRERAR I A0 R 4R 8 T (R SUS thh 7 e 0 A KO UC AT, R e T SR B B e L A
98 ) e DU LD R

1.2.3 RMERE

LIAHEH IR IMU I, — 20 E IMU 2RISR g T AR R B Y, X AIRE
o IMU B s U R E B T 5 RARZE S BEE I (A FOHERS DRI R B, REAEATEARE AT H bt
RN E R R WHORE. BRI, MR IMU K] DESEALEA LA
Kirabi TR P ERSk, BER T RAE R EANTE AR E K. M IMU &
PR RO SR — R, (BN IMU A7 9T, R ERRIITA ORI, W5
A S o BE AR DX R, W] MM SE IS . R TR RRTE 2, RER
WA TR, (R DEANSERARRNRE, HEWRER ET5, B4
X F A B ) 5 SE AT AE PR S A D e 8 = AR AR A « SR IMU RS HE AR A IR 2

£ IMU 2 FRZERRIE, ENMTREMHIOFLIE B —THSEE T H T
sEeMFER T AR MBS, MH IMU % H AR T REMLIE, B2 IMU §% H R
FIHL SR (6 e Br R B+ UL G, X R IMU A 5 @ R . M IMU H3R1E4EH
R AR A, X T i) RS, DATHERATE SRIZMIREN R . Google ATHEKE:
FERANIH B SR BRI E G A, DEHBRSSMRE .

124 3DERE

3D #E# (3D Reconstruction) RZHEW T H 75 P A SEMER AR FIG58,  FEXT FLSE
WE#AT 3D B, U] CUSEELE AN RS H Sk R AR B, Wl 1-4 fos, &
KRR R R Lk G, MO aEN ESEY TR S ERE. BETRE 3D =i
AHBREZHEAFETR, AT sIm AR A A FF 3D HE, Fitk AR PHREHN RE—
BIFEEEYARRITE .. 3D Bt Mg h kB EN S s (HRHREAHEYIE#H RGB
L), K H MR, FRR Mg tLEsy 3D B RS GER ALY, REHAESE
TH S X A B B AE AP IR R b 7EX ESERRE AT 3D E s X Zat el LA
SHSEYIA D), SEHURLE GRS

2B 1-4 Magic Leap jERHEFBR




% 1% AR Foundation A[7]

@L@%@%EX REHIRE . FACREL, SLAAUCE IR B HAIIIL AT R, S4aER
VbR IW IS8, MATURE =4GR ER . BT 3D E@MERZILERE. REBYLKA
S BYREER RN, REERMSMHANIRER. RED, FREIFHMKE HLY)
R =g L. RIOIRTH—T 3D EEMME, AFHRIALHE 3D E@RMHKHA
o (H3D EREME AR REWREE BTN EE, 3D HER LM ALYIE S EHYE
filf 488 BRARE 1 HO R i
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2017 4, Apple AF]5 Google AFRAH4HMHEH T & HIK AR JF& SDK Iﬁ’@. ARKit Al
ARCore, 2>HI%tRE i0S “F &5 Android *F4 AR ¥ K. ARKit fl ARCore HEH 5, HRAMAE
BET AR FER BRI KRR, K AR MSEIG = N T Wil %3 5

ARCore B 7 #4t T Android. Android NDK. Unity. Unreal ZJF &4, ARKit B /7 Hik
HBtT XCode JF &AL, IX I T FFH HAh T B BT R (IFF R & 15 2 RA  FE XA IEHL T,
Unity #8 T —/ AR FFEF 4, X AR Foundation, X/NMFHL2EMILE ARKit £ ARCore
Zz b, HEREEFH Unity B FERIEE —F5FETRM AR FFRHEE. #AEK,
AR Foundation ¥} ARKit #l ARCore #4177 B E 3, IREEGH KE B KA M, FFl
P RATE & B 3hE A& RE/E SDK AR,

R, AR Foundation & ARKit XR ##if (com.unity.xr.arkit) 1 ARCore XR ##if} (com.unity.
xrarcore) (S, BEIRMAA S ARKit 8t ARCore, {HF R Unity BRESE, E5E

4 (40 ARKit i F1 ARCore SDK for Unity) AHEt, CHIEF S 54 API BA AfF .

AR Foundation f] H¥r AR PR T ARKit 5 ARCore, E M HinZER— N —. M
AR FF &6, i, AR Foundation fRA Al fEfE T —H K EHHAIAN AR SDK, #—HF
B AR FFRIFHE . EE4ER BT, AR Foundation MY 2 I ENH AR BT K, T2
ZF A AR BB K.

M TR R LA £, AR Foundation JE A 424t AR H)JEZE T & API, X4k 55
EHEH AP H% =75, 1 ARKit. ARCore. SenseAR #&fit, Kt AR Foundation %} %
45 S8 5 =75 T BB IR S EE Lk LA M ( AR Foundation ¥ 35 55 = 77 SDK 4% 5 T BE 2 AR 75
B [E] D o

1.3.1 AR Foundation 5 ARCore/ARKit

AR Foundation $#2fit 7 —/Nill3Z FF & B4 AP1 Al MonoBehaviour, K, JF&# 7] LA
BT AR Foundation ff# /] ARKit 1 ARCore 3£ 4% O D e H 22 [F B & I T~ i0S A1 Android
PTG AR MR . Beaifidl, XW kT EERFEIT R —RNH, gL E
FBHATFERRE L, AU SE).

WIFTHTIR, AR Foundation SEIILJEZ SDK IThEeL tE AL A me, PRk, dnSRakdiies
JF A AR Foundation A2 #FIIThEE, AT LABASAE T R0 R AE SDK. H AT, WREATHm
1] ARCore HHTFF &K I-A HIRBUE RIS, A Google Ay Unity Jf & ##4LH) ARCore




" 1.3 AR Foundation i

SDK for Unity; H1 R ifi[a] ARKit BHTH K I EIRI R D RESE, A3 A Unity $RALHEH
T Unity FF &) ARKit 8 (Apple FFK#4E Unity /9 ARKit SDK F &1, 7E AR Foundation
RIERKLUE, Unity 5 SRS ARKit ffif+).

AR Foundation Z2#F ARKit il ARCore 2 I, 5 ARKit. ARCore ff5¢ &M 1-5 iz,

W el —

- OSH#iRE AndroidBs3h %4 Android 3 1 OSB#RE
2B 1-5 AR Foundation 5 ARCore. ARKit 89 %&E
£ Unity 5% |-, AR Foundation 5 ARCore. ARKit [fJ[X 5103 1-1 &R,

*F 11 AR Foundation. ARCore. ARKit k& 5X 3
SDK it
AR Foundation # ARKit fl1 ARCore [{IJi&/Z API 35 B35 B — /NG — . FFilHIHEZE
AR Foundation FHIROL— LA S ShEE, Q0 Session B A B EE, PR T RS oh B
TR ¥) MonoBehaviour

1% SDK & ARCore S #f Unity FF RO B4 APL, JEFE Unity # i Android 7
EATFXEE AP, PAA IR Z A

ZAE R Unity JF &) ARKit for Unity #fF, FAF7E Unity HHIEE ARKit BT, B
Unity ARKit Plugin Unity A 7 CHI ARKit Objective-C AP, LAEH & &R . &t d gt — Lok
BhEhRE, TTLAEZS 10S B4 (MR B AUS B 5k

Google ARCore SDK for Unity

1.3.2 AR Foundation X#&tThaE

AR Foundation 5 ARCore. ARKit #B1EA T K EH, ARCore A LREFFHH
BEAT — IR F HIAE, ARKIt O£ %3] T ARKit 3, 14 ARKit 5 ARCore FZH]
AR Foundaion 1 &2 # # v3.0 hi.

{HUIATSCAT ¥, AR Foundation ZhEE I SLELE LR E I A APT FHiE—1%, R 12 BART
AR Foundation. ARCore £l ARKit ThfEXTH: .

#*z1-2 AR Foundation. ARCore. ARKit I gEx Lt
TFFIRE AR Foundation ARCore ARKit
i B T A \ v y
7 1K Xt v \
RPAE UK v VSRR AE SRS v
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%1% AR Foundaton A1) S

Bk

XIFTNEE AR Foundation ARCore ARKit
Je Al v \+Color Correction V+Color Tempetature
GHERRY I (Hit Testing, XFAFAE s 5 1)) y A N
PR IR 7 ¥ v v
3D YA I BRI A = N
5L (Environment Probes) \/ \ !
{53t (World Maps) v - \
N6 PR ES (Pose~ Mesh Region. Blendshape ) \ v v (iPhoneX K HEHS)
ZoHli 5 (Cloud Anchors) V \ —
ZEFiIR (Editor Remoting) FRH \-Instant Preview V-ARKit Remote
Hifpl 2% (Bditor Simulation) \ — —
LWRP 38 (3ZF#{#F ShaderGraph) v IR FR S
B4 {4 AP1 (Camera Image) v \ —
NEENERHE (Motion Capture) \ — J (iPhoneXR K H Ei%lE)
NFEiERY (People Occlusion) N — v (iPhoneXR M E &AL T)
% N V ¥ Y\ (iPhoneXR FHE&EALS)
£ AW E (Collaborative Session) v — Y (iPhoneXR K HifMT)
£ EHR R \/ y V

AR Rif R EasmR N, MRk, AN rh o g U AR AN AT
VR, AR HIEXTEREE. RIL S BREREAT SEIN R BT B SRR R 8 4 MR IR, — 2
%% AR RiF R ASfEBFIOAL TS (BU4E CPU I GPU) EAfRIEAT. FrT 4325 Apple 58K
B A A S A A e ), ETE ARKt 3 PHEH TRZHIRE, HiTH A Android %
i A 8, ARCore it 245 %7 Android ARG R AR A BRI DI RE

1.3.3 AR Foundation 3/ gg#f ik

AR Foundation 5 2% ARCore Al ARKit FRUci 38, 333 AR HIR/Z AP Dhfie, #EL,
AR Foundation FUE—MNIIREIMEE T . Bk, JKZ APL AR, AR Foundation AT REA
(AR Foundation S¥sIM—LsiBhsh RE LA AT (B 5 T % AR N, [FE, AR Foundation e SCIA
(K ThEeth SRR SDK FIfEF- &A%, 4 ARKit 5 WorldMap Jifig, 1fii ARCore BA, Eik, BME
AR Foundation 3¢ £ WorldMap ZhfE, XA ThREt HAE7E i0S P& EAH X £ Android “F- &
fkat e HiAl . SRR AR Foundation STHFHIThEE SRz SDK A2 IHIH, Jit B )= SDK iR
AR Foundation TEEEBEA B L. 2448, W5 ARKit Al ARCore #iSZ ##21fE, AR Foundation
B T A A E G PR AR - G M PR A VI B FHUECZ SDK., I8 — VT hm R v el Lo

237, AR Foundation FEZHFITIREINEK 1-3 Fom.

#1-3 AR Foundation £EZ#HITh&E
Ih#e iR
BRI (World Tracking) e B2 ] R P R AL BT IR ()
SEi#E (Plane Detection) ot 7K S L5 5 LS T kAT A




Bk
Ihek i::p%
2% 4 (Reference Points) X4 S R AS IREE . ARCore 55 ARKit HF7A Anchor
JEHE i (Light Estimate) Sy SR o 1 G RS 59 S 5 [l AT Al o
AW BREF (Face Tracking) R HER B A
NI Z 5 #2 (Facial Expression Capture) | il A 2214
P& EREE (Image Tracking) HR R B2 A R ) 2D AR
)R BREE (Object Tracking) PREZY 22 8] a1, H A A S2FRF ARKit

YRE NILEY R, IX{E ARKit HFRNE AWME (Collaborative session)

Session 5% At 7 (World Maps), 7E ARCore H1#54 Cloud Anchor
NESEHHE (Motion Capture) TRIARS, Sl J57 e 22 () B 2 =2 ) o f) N 1 e s 1

" ; F AV BB SR T N A R A B, SRR T AR B AE 3 b i
NS, (People Occlusion) 67 8 SIS0 P
EHLEMR APL FRESHEPEBIRE SR, HEF RN AT R BAL SN A

1.3.4 AR Foundation & & Z2#g#fR

4R AR Foundtion /£ Ji&/Z SDK APl Z L FRE 2%, 1H Unity N 7523 AR B5°F & K
T RETAE, &8 7T —DIFRERAEN, EX MM AN EKIKE SDK, BXHH
Aif J LA J5 HABJE 2 SDK BN, %M 7%, AR Foundation # & — MK %3 AR M
Mg —F&.

NEBE AP 4EH), AR Foundation #.7F—RFIHF &4 (Subsystem) 22 L.
Subsystem 3} J& T UnityEngine. XR.ARSubsystems iy 44 25 [8], 41 57 SCHU4F 2 IR ThREAR R, 17
ZEAEIEF &I, B Subsystem A5 & oK HI4F 2 BEHR TSI . 4 XRPlaneSubsystem
PITEIFEA N BoRTiRE, EMER, WE\EARKEZEITEE B3R REZER SDK.
M AR, R % EURH XRPlaneSubsystem I RE, 111 AN H & e & IX N SEI T 108
A4 Android, BIXF&EIEH.

XA BB T 5 e BRI TIEE, X F A ATE LU I KB RN [ R 2
SDK, MMM —XI K. B aMEN s, HEMWE 1-6 Fimx.

s
T R TS
Sr s  saen |

AE 1-6 AR Foundation &= Z& 2244

135 HERE

1. H5RERER ( World Tracking )
PR BETE AR B & AR B 5 o AR A BRI M I BE 77, 78 2D A1 3D 2 (A

11
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e ARFoundauon)\ﬂ e
BREEH P B s Fr i & e e AT B AT AR MR R, i A eI St SRR g
FHf, AR Foundation £ ilit— M4 NIFATIIEE 5 MY (Concurrent Odometry and Mapping,
COM) [f)idt FE R FLAR S 2h W & AR T Bl i L 47 B . AR Foundation 245l A% L E%
AR IR AL O 22 A AE. (FRORMFAE ), JFA X e ok A B AR . XS5 B S
B IMU SRS RE S, — R T 0555 Sk b o i a4 #8 iAo A FE A A
(AL EFTT )

B EYE 3D WA ERIEEIINESLS AR Foundation AL )15 &8 A% 3k (10 & A5
35, LRSS N IERA B A BEE Y R N 2, TE SR 0 AL 5 AT DLE n 2\ 8 2% AR Sk R
MEZ L, bR A EEERRBEEH TR —H5.

2. TAJERER ( Trackable )

A PREEFE AT DA AR WK I/FRER O HSEAFE, BIQARES . P, A, AJE. 2D
E&. 3D Mikss.

3. $E/ ( Feature Point)

AR L& FH AR LA EHR 20 T R BRER IR A A T 2 A S B R € 1, B ARS0k
MScE s BAREKEG, XEAAEHRMEERS. FMEAaEE TUERK 3D
SRR SEARFAE i PO ER 6, 8 A B A AU B (1) B R

4. £1i% ( Session )

SERIThEE R AR RZENRA, 2 ARAPI FFEEA O fEJF 4R H AR API T,
AL B ARSessionState IRAE KA 24 A B & A& 5 L KF AR. Session i JfAbEEEE> AR
N B4 A, 25 AR RGURIE T B AR (SR KRR . VIt BRI BT URSE .

5. Session 8 ( Session Space )

Session 75 A B AR Session #I4f1k f5 BEIL TR AAAR 22 (], Session 23 [H] R £ (0,0,0) A4
Bz AR 2157 B . AR WA IREERIALRE S8R ALTE Session ZE[AH, FEMLFEEAR,
BN H M\ Session 25 [A]HE He ) Foqth 23 7], XA FESACL T B B 2% ()R thE 5 2 ) ) A

6. St£k#&M ( Ray Casting )

AR Foundation | F § 2R MK IR BT BL T FALF R (x,y) %5 GEIE SRR H ¥
AR HoAth 22 B30, B — 5 S LR B FAR SL B ET o, 3R 1 X 2k S 26 TR 2 RO £ 1 1T B
REAE A5 A R b1 A7 B AR PR st R 2 () o RS, XAk P ] DA B3R I A 4

7. #3EER ( Augumented Image )

R G (RGEN) TTCAA BRI NASE 2D BB (/™ mm B AR B B )
) AR NiFH, PR LA AR L S R e BRI ik AR MRS, Bilan, AbATR BRKFALE
PGS HE R HEAR, BB, BRE SR — DR, v S ik R LG g B AR AR
] PAEEIE AT I SER W 225 48, AR Foundation $5AG X se 45 . BFL T, 2R )5 B4
PEPJEERS o

8. # = ( Sharing)

EBhF ARKit F19%2 AHME Session (Collaborative Session) 5¢# ARCore ] Cloud
Anchor, 7] PARIEIE A F i0S 3% Android & K2 AFLZ R A . 7E Android HEH =4 &1
— G W %] DR s R LB T FRRAE i ROE B I AT RS, FF 0T ORI L 5 R — 3R
H Android 5108 ¥4 I FHARR P 3L 5, AT LA~ RERE [ 240 AH [ 9 AR 445 . 7£ ARKit
i, FIFPME Session Bi# WorldMap tH 7T LAE B/ S 577 3L = AR A%
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9. ¥ (Plane)

AR RIS WA ERFTET FHEFATER, WRANEEN, A TER 2] 1 P A& Y
o A RETCE . SFIA 2 /K. EEP, Plane fiid T Lt R —A 4P H, W
MG PEE x f1z fly K. AR-FRZ KA A0 P g4 8 =F
WA, SR RIEERE. WTIKEIRES. AARKEIRE:. AERERESFHASFHEHER
Al REAHER . FANECE Z2AFIE 2% H 3 & 3T,

10. #7% (Pose)

7E AR Foundation fJFTH API H1, Pose &2 ik MAA I 5 HRAL AR 2 Bt AL bR 2R 132
#:, BI2KE AR Foundation API [¥] Pose AJ EA# A [A]2A OpenGL M Y4E R DirectX [ 5t
fifE. Ffi%E AR Foundation X FASEERIIAMIINGR, ©R B shRB ALY RUEH 5T L H
{%J’—? ﬁl FEk, iR EN BN AL T —N5E 2L R AR 2 E]

. JHB{HIT ( Light Estimate )

fﬁﬁﬁﬁﬁﬁ?’*ﬁﬂ]?ﬁ&@é? Aﬁlﬁ]é?'ﬁﬁfﬁﬁgﬂ;ﬁm%ﬂ AT LASREC S ATAHA AL B R
SR, B RULEOEIRITH, AR THE Rt BN BB R SH AL, HHA
IR Y HE 77 ) % AR R B ARIBA RS 7 ), S5 R I A ) LSRR

/ § Gmes

FREREE

AR Foundation #& Unity glgﬂﬁﬁ/\lﬁﬁéfﬂﬁ: Bl E T RN 2 B/, B e E %4 Unity
518, FHRATRE G| F1LF 5EK Unity 5| 2S5 E.

(1) F#EIH%H Unity Hub. 7] LLEFEM Unity B 7 Wuh B4 (https://store.unity.com/
download-nuo) Unity Hub. Unity Hub A Unity £ B # TR, 37 Unity & RA M 23 E
T E G W R AUE EAE TAE, F#k Unity Hub I F5Z260 & Unity I J K5, %3% Unity Hub
HEE, EEAMPETRFER “235%7, FmnE1-7 fin (ZERIMCERET 3 ik
ff] Unity, 25— IK%3%5¢ Unity Hub 3E4T /G, XPFIRZAZTH).

o 3E gpidk AMEER
wE , )
. < < <
2019.3.0b6 (| Bein 2019.1.0f2 201822111

AE 1-7 Unity Hub 23R

(2) 7EE 1-7 w1, s B “2236” 4, S9TIF Unity WA RZEERATE, Wk 1-8
FFr7R o

MFIRFIEREFTTH I Untiy A . WAEHA £ A4 Final JRA (&M, HH a A
Alpha fiRA, #H b B8 Beta R4, # A LTS 124 Long-Term Support fiRA (K BASCHRFRRD »
1 H FF R 1 20N N 24 3% #F FRR KA LTS iR, Alpha fR A5 Beta MR AT fE & F & Ak fa A Bug.
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1% AR Foundation AT

o Uity i A

€ iz —unityira " R

MR EHB B, HEE BHEHME. T HBetahf A Betas, FHHEIEM T #Patch
kiAs: Patch.

R ESRE

O unity 2018.4.8¢3 (LTS)
(O Unity 2017.4.32¢2 (LTS)
RIER AT

(® Unity 2019.2.9f1

O unity 2019.1.74f1

(O unity 2018.4.11f1 (LTS)

BL3H i T—#
AB1-8 Unity BRAZRIEERE

! ERAFHRERART, AMAEFHA, RNEHT FAARAN Unity,
7 ARKit 3 93 %  Unity 2019.3.0, XCode 11 M _E B4,

(3) £K 1-8 hikHF—MRAR, Hdr “F—2” S4THF Unity THEEBRHRESE R, 40

Kl 1-9 Fhw.

@& iz uninies © res=wE s
FyUnity 2010.3.067 FFNREIR - SEIMz=E 3758 68 - FEAIETE 98 68

> [l Android Build Support 251.5MB 1168
. i0S Build Support 660.1 MB 27G8B
[J tvos suild Support 338.1 MB 1.5GB
|:| Linux Build Suppert (Mono) 56.5 MB 259.5 MB
D Mac Build Support (Mono) 87.0MB 489.5 M8
D Universal Windows Platform Build Support 281.2M8B 2.1GB
[C] websL Build Support 248.4 MB 912.0 MB

BUH i ] N

ABE1-9  Unity TheefE R B R0

BEE T LURYE B OB TR I EcE B Th AR, JEHE RN SARE KA TP G
Android Build Support 8(# i0S Build Support ZHRERLEL, HW, 7E TFEGIE 58 sk A
Fh. MR, XEEH. RERESKRAR, JEHEBIE Unity Hub 2238 51 B R 8 O 23/
Unity BRAAIN . Bk ThAERR B,

(4) Android Studio %% (W¥%). 1T Android JF &R, Android Studio AyaJ ik 2%
B, WA %% Android Studio, Unity 5| % 4E 2 mT <x H 3 F #JIF%3% Android SDK 1 JDK.
{H%2% Android Studio 7] BAJyiH B AR Android JF RIS, HECIEEITR, JFRERHE—
LeThHERIL & SDK fRAE 2, DR g i &34 . 7] LLE] Google B ™ F#X Android Studio, Android

14
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Studio FF & F-MH a1 1-10 A7~

Android Studio
k4 -

AE 1-10 Android Studio F & R

(5) £ Mac i EALH AT i10S FEFF RIS, TEFEZE XCode, A LATESERE M T
BHTIR XCode, H ZFRRATIHEIERE, XBEWFEER, Alpha R4S Beta A AA A 1)
IS Tov5 8 5% AppStore, TERHF R B LS IEARRA (BIAH 54 alpha. beta FFREMIARA .
I AR L ERELE Mac THEAML 3 AppStore %35 XCode.

(6) EZH5E Unity 51 % )5, BEFERN— FAHRTRKEE. Fra— 1 5H, T Unity
G188, {ERE, MKIKIERE Edit>Preferences, 17T Preference XT1HAE, 1K 1-11 AR,

il
il
|| Visual Studlo 2019

0u aie (gt ying the recommendesd A

B 1-11 Preference XiEHE

15
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%1 % ARFOU“datmnArJ — T —— —

fEX B AT ARG B A %48 IDE. B f %44, W& JDK/Andriod SDK/NDK. #1 Unity
TREAEG PRI AR o H B — SRR R Y ), 2 X B E A IEH . AE 1-11 BT LLFE 2],
Unity #EF# 4% FH 5] % 5 #7 % 3% JDK/Andriod SDK/NDK 77, HM KW FREH T X
JDK/Andriod SDK/NDK %23 #1% .

T e T YT A i ? BT i - 10 25 B2 *
{i el ke R =R s S s
b P
fioe i
s U
16 i { . q T
1 I i

AR Foundation X B FE&H Kk, BEAREFG, HARRKEEES KA EERBA,
R, HEEEE RN Android FF RS E 5 i0S R BEAC B Pl 0 #b AT vHg, A9
FFE4F%F Android FF K

151 #BHSA

MAERN B —NFIE, 33 A AR Foundation 1 ARCore XR Plugin. i il br 57
“FFih” S B eb (KR L8R B Xk ST Y Unity bR (B0 Unity Hub B#5) JE 30 Unity, H
i “New” ¥ig—AN\TiH, #4 A Helloworld, #A/5Hd “QIBTIH” #4, WA 1-12 fr.

Helloworld 2019.1.012 - preferred

| E:\Learning\ARFoundation\Project 3D

This'is an emply 3D project that uges Unity s bulian
refnderer.

wang xiangchun v ( U_N_' Enable Unity Analytics @

W 1-12 BRI B XEE

fF Unity Z& O )5, B Unity 3254~ Window> Package Manager, 1P 1-13 fii7R,
BFTHF Package Manager X7 iGHE .

leScene.unity - Hellowrold - PC, Mac & Linux Standalone <DX11>
Component | Window | Help

Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts > JL}!L'

Asset Store Ctrl+9

TextMeshPro
i General

AE 1-13 #TH Package Manager XHEAE



1.5 Android FF &SRB

Package Manager X TEHEBRIAA 7R preview RZ5[¥] AR Foundation #1 ARCore XR Plugin,
A XTEHE ) Advanced FHiZEHL, %+ Show preview packages, ¥f &7 T I preview i
.k 1-14 fion.

A 11 iiSw rvew packges Tﬁﬁﬁ
FEAMFIZF FEPE AR Foundation J& Al AR 2 BniZtm M E4E B, Bdih T A
f] “Install” Tﬁ’fﬂbﬁ?ﬁﬁﬁ:, W 1-15 fion. WitkEEfE, ¥ ARCore XR Plugin ffiff th 23647 .

N3 1—1 Coe X Plui iﬁf
2, BLKIFA Android AR N AT BHEHESRANT .

152 BREFARE

E Unity & 9, 4% Ctrl+Shift+B PREER, 8L 7E3E 54~ i+ File> Build Settings. ..,
FIHBERE . %P “Platform” F¥ “Android” &3, #R)5#idi “Switch Platform” %411
#:3| Android V& . 24 Unity brE HIUAE Android JEISHIARY , KAV & B I# % Android T,
i 1-16 fiors.

i N M) “Player Settings...” AL EEERE, WE 1-17 s, 4% Player, 7E
Player #%1(#] Company Name &5 Product Name M AHEH/3JEE AR L 574, E&F
Android /NEIFFR, 1E Other Settings HIH K H MIF& Vulkan, BN Android H FTANSZHF Vulkan.

17
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4B 1-16 Build Settings XiEHE AB1-17 Player g BXHEHE (1)

k516 F#E), fE Identification £2H, Package Name HEEMNHEFE4, @IS LK
Company Name Fl Product Name H 4N A 7] 44 FI7F= fh 4 — 3. XAMEZRME—, FEyang
vER—AMNARFREAHRANAS, TReFHREE. B, BRINEFERES ARCore
AN Android BIKMA, # %] “Minimun API Level” &3, M FH3gH, ®#F
“ Android7.0‘Nougat’(API level 24)” 8P4 I, @i 1-18 i, IEQIXAMEI A FE—FE, N
TEFF 5 ARCore ¥ AN4fE Nougat JRAZ BIf) Android %% Figfr. N, RIEFEXE
“Target API Level”, X HE 1 ERZ “Android 8.0 ‘Oreo’ (API level 26)”, FEAZE AT
BARAXAMEA, EHETREEHCHTERE, HEBRRENRFRIKT Nougat, ARIFKM AR
JSLFH % TE B AT -

TESER L L E R, i “Other Settings” W Other Settings % BHr &4, )5 H.f “XR
Settings "1 BB 2 , 7EMEH] ARCore JR4E SDK #H47FF R I, B3R &) #“ ARCore Supported ”
S GEHE AR RS2 45 ) ARCore HISCRF, {HZFE{EH] AR Foundation Al ARCore XR Plugin it
T Android AR JF KB —E A BE PZEEHE, ARRWIFRTE#AT, W 1-19 Prow.

e e R

AB 1-18 Player BB XIFIE (2) B 1-19 #{R ARCore Supported EEHER ik P

fE Unity 2019 BLJG, AT FWH P B4, Unity fE223 MM R A a3t 7 sail. W

SR B L 223 TDK Al Android SDK J52x H BT WA, W &AM F] Unity 407 LUSEAT
B ZSE (223 Unity N4 —3F%35 IDK M Android SDK), JiFHEH /2% JDK Al




15 Android FAFHEE

Android SDK.
fESER U E B R, BRATRAE AR Foundation JF & AR SLASERHHELE, IX/MEERHAE
RPTH AR NLHIEH -

1.5.3 EREBHHEZR

7E Scenes LFECHF¥, WATE ML YR CHA “Helloworld”. A4 —MLE B & AL
£, 7E Project & I Assets H 3¢ F & Prefabs. Scripts 3§/ 3C#F32, [Fi7E Hierarchy & [ H
JHI% Main Camera (X4 AR Foundation AR Session Origin i —1> AR #&{%#1), Directional
Light A fiR 4% & # e £ B MER, W 1-20 fiR.

Q Unity 2019,1.0f2 Personal - [PREVIEW PACKAGES IN USE] - Helloworld.unity - Hellowrold - 1
|

File Edit Assets GameObject Component Window Help

2B 12 Jﬁ%, @EEZFE%
£ Hierarchy & 19128 AL o, 7E5 H 38 HL 4K IRI%EFE XR> AR Session fil XR> AR
Session Origin, ¥ AR ZERlZH4:, & 1-21 Araw.

4 Unity 2019.1.0f2 Person ;;;;;ﬁrq - Helloworld.unity - Hellowrold - PC, Mac
File Edit Assets Gam 2D Object

Effects
Light
Audio
Video

v v v v v vov

AR Default Point Cloud
AR Default Plans
AR Default Face

A 1-21 7R00 AR Batidh ¢

fE Hierarchy & O ALG &, 7EHH KR PIKIKIEF XR>AR Default
Plane, ¥ Hierarchy & I 5 4 i i) AR Default Plane #i 5} £ Project & 1 = [ Prefabs {4
R, HE—APE R, & 1-22 s, 285 MR Hierarchy & B H ) AR Default
Plane Xf % .

19
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-%1 #F AR Foundatiorim)“\"f‘h‘.l

File Edit Assets GameObject Component Window Help

coozllan ] e

AE1-22 FIEFEHHIE
f£ Hierarchy % Hi&H AR Session Origin Xf %, #R/57E Inspector T s “Add
Component” #4, HEBREFHA “ARP”, REXNHHEE HK M AR Plane Manager ¥l

A, WA 1-23 FiaR.

Q Unity 2019,1 042 Personal - [PREVIEW PACKAGES IN USE] - Helloworld.unity - Heliowrold - PC, Mac & Linux Standalone® <DX11> - O

File Edit Assets GameObject Component Window Help

A 1-23 7Rh0 AR Plane Manager 44+

¥ Project & [ H Prefabs U435 F ] AR Default Plane 5% ARPlaneManager 411F T i
Plane Prefab J&PEME, SER-TEIHIAKBE, WA 1-24 Fras.

2, AR NHMEMELERICERELF T, X2 —1 AR Foundation /& AR S 1)
FEAHAEZE, R .



15 Android FFEHHRE

A 1-24 2} AR Plane Manager /& Mt {&

1.5.4 AppController

% Project B[ Scripts SCHHICT HI2 (b, 7EBAH MISEE A RVGESE Create> CH
Script, HFrEE—MEIASIM, a4 AppController, 1 1-25 iR .

€ Unity 2019,1.012 Personal - [PREVIEW PACKAGES N2 f
File Edit Assets GameObject Component Winde

i IV S —" F IR S OV o

Show in Explorer

Spen | Shader > I
Delete Testing ¥
Rename " Playables > :‘
Copy Path Alt+Ctrl+C Assembly Defiriton
Open Scene Additive TextMeshPro
: | 3
Import New Asset... | Scene
Import Package > Prefab Variant
Export Package... Audic Mixen
e | Find References in Scene | .
e i Seloct Dependencies | Material
L | Lans Flare
Refrash Nk Render Texture
Reimport Lightmap Parameters
Reimport All | Custom Render Texture
Extract From Prefab i Sprite Atlas
Run APl Updater... [ SPrfes 2
{ Tile
Update UlElements Schema
i e : et Animator Controller
Open C# Project i s dimation
e it | Animator Override Controller

\E 125w Apntrolle mtr
X7 AppController B4, E Visual Studio "FgmiiZ A, WMUARREHE# 1-1 .
KA H % 1-1

1. wusing System.Collections.Generic;

2. using UnityEngine;

3. wusing UnityEngine.XR.ARFoundation;

4. wusing UnityEngine.XR.ARSubsystems;

5.

6. [RequireComponent (typeof (ARRaycastManager)) ]
7. public class AppController : MonoBehaviour
8. |

9. public GameObject spawnPrefab;

10. static List<ARRaycastHit> Hits;

11. private ARRaycastManager mRaycastManager;
124 private GameObject spawnedObject = null;
13. private void Start()

14 {

21
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ﬁ‘[ﬁARFoundatmn)\ﬂ

15, Hits = new List<ARRaycastHit>();

16. mRaycastManager = GetComponent<ARRaycastManager> () ;

1% }

18.

18, void Update ()

20. {

2L if (Input.touchCount == 0)

22. return;

23. var touch = Input.GetTouch (0);

24. if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithin
Polygon | TrackableType.PlaneWithinBounds) )

25. {

26, var hitPose = Hits[0].pose;

a Ty if (spawnedObject == null)

28. {

29, spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

30. }

31. else

32. {

33. spawnedObject.transform.position = hitPose.position;

34. }

35 }

36. }

37, }

7E RS, 15 3RAI{E H [RequireComponent(typeof(ARRaycastManager)) | J& 14 DR 7
IZA %) % _E %204 ARRaycastManager 214, [FIASTEFEMIIFHE A %] ARRaycastManager
LAY 1 Update() 71T, B I FHARIEBT LA, LERTINR] -1 _EcE — M ek,
INFAZ IR CAFAE, R R (A8 20 28 St AN 5 ~F T PO 4

1.5.5 i&%7 Helloworld

Zit A EBIR, Bk AR MR O EBEERT, NAMEER, BAIE Hierarchy &
Heh g —/ Cube, NHIW FaOM B, K Scale 48/UR (0.1, 0.1, 0.1), #izhF] Prefabs
A e b M ER Hierarchy 8 ) Cube, W1E 1-26 fiR.

A 1-26 1 Cube HHA

BJi—#, ¥E Hierarchy % 1% AR Session Origin, JHEFATTHIZ S ) AppController
JAs (ATLA#FH Add Component fEA#ZAE 442 AppController 7R/, tHA] LAELHAE AppController
JHIA#E %] AR Session Origin Xf% ), FF6 E—BHIfEM Cube 63 AppController JHI A ] Spawn



15 Android Fx7mEeE [

Prefab J&MHEHEF, WIE 1-27 fiR.

AE 1-27 ¥ Cube B%

AR N EFF AR, $ZHE ARCore (FFHLIET USB BL# Wi-Fi A K ITHENL (A
BINEES M 1.6 15, HEEE Cul+Shift+B PRiERE (BFE LT File> Build Settings) {TJf Build
Settings X EHE. FEFTARIXHEERRUEE P SIS, WA LRGSR, aTREA T
Add Open Scenes. Hiil7 “Build And Run”, &EAAMEHMIETFH, BGHES “Save” 1ZHIT 6%
PR apk, AR apk FIFH 4 H A LB BER T LI ENET, W 1-28 Fivs.

FHoIFEA AR, 7F Helloworld AR MRFTHIG, #H—HEx-FHE SR b+ 5 1-F
[ A A B s FHLEAT AR . FERNEPE, HFiEAE TR O 2,
¥ BT _EnE— ANk, Wl 1-29 k. Bk, FA6EH AR Foundation 1% [
Android Helloworld AR & FH &2 #%3; .

AppController izt &9 Spawn Prefab &4

Build Settings

AE1-28 HEFHEITNBIERE 2B 1-29 NARFETHRE

23



ééH“§£m;dihﬁsuﬁa;ﬁéaJ(rim“mmwmmmqummmmwmmmmmmmm”mmmmwwwﬁmmmmhmmmmmmum&mm”mm“wm”m.H,

iaEigﬁj wiﬁi ﬂflgi,ii *@f?““”ffl W
i "'”\.“..:,r; e S ,.. it _“\v‘H f i

EAR PR IE R A ﬁ%ﬁﬁ%‘fﬁﬁﬁﬁfﬁ?ﬁﬁiﬂﬂﬁﬂiﬁﬁ AATH, BATR B
# Android FHLKFAFEHA, @i AERAEEED USB 5# Wi-Fi WA . SRaAk
WIERN AR ENUEAFHBTH AR B, XWEER, HERiE 8N E AT .

1.6.1 #TFFFH USB i

N T TR S FH 9 PR R B FHLAH IR, 3RATFE 2 HFHLE) “Developer Option”,
RJF A kI, P RE GBI, B8, s BRI R I R A e 3, x4
THRETT R #E s v LA USB # MERETHL, HEEATH Lzed, kg cmrmaEry. il
TF R E G DAETHENFI T M R . TV L3N R H SEEE A &
LA, HATUEE Android RGN —SHHMER . BT, TFRFEIRFN,
B AT OB - BR B AL B “ B E> KT FH > RAE B> WM T " KD &
FHIHEW (HFEMAFHEEA TR BN RF “EZE X B LTI R E " 1)
Ron. EFREERDIF, RODEFEF I “USB R ”, XFERNIA fgid USB B: 7EFH1
FiIRRIE T AR N A, W 1-30 k.

TR FIATFTFRF LT T XL —H, FFNFFALR, BRET K

S =t ¥
Vg | B ) ‘
‘ P BHEE, TUEEFIEARARBAXT I,
CT "4 9MOFEEM BN ™ 4 100% 0 FF 8:58 gRe ® 4 100%0 FF 856
< BiHeR O Yy (® ¢ FREEm .
o EREF
Androidfi s RUSMEE , SR # @
'S 11 B
o HERWNRZS W SROE
Samsung Experience ki # DA . R
N WebView &3
e CHrare
‘”mt Rz LGS LBHBF
e i G o B ERS
P B b

¢
T e i RIBQNF A B

pii w ‘
ot KST2018
T
SRR —_—
Androld 89 SE B Teew, mampus bl
=4 IR 81000008
06239 2018 {

y FEED #E USB RN
Ll
Knox ffi# i

Ko AP evel 258
TIMA 330

@I R
o A0 T A O R W

Kpeate
(a) (b) (c)
B 1-30 BEEFEEE 1-30a P “RERS BUASTARELT, LEE 1-300 POFKE
EIHABTITAFRERT, 78 1-30c by "USBBR" 2/ USB IBitmhte
HEREERHHREZSH, REREXNMHIRE T RNMARZITRSREHD, 4
IS H R Re i@ AR, EE UL EATRE 7. TIPS IR R BATs T
PLiE I USB & FH S IHHARIAK AR MM 1.
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1.6.2 REFH Wi-Fi i

fifi f USB Rk AR ML FH#SE R %, H AR AWK TFZNLBFI, FUFL
firERSF R, FN, 2%k USB KiEH Alge< 33 USB #H4K, 1 HKHS
FHL R B SRFEFI ERER, FTHRMAAF A Wi-Fi KiFiK AR FA .

HAFEMAM T AR adb, XEZ2MNH TR, B7E Android SDK %% H 3 T platform-
tools T H3& A . 1 Wi-Fi Kk AR N & EFHERIE RGN root BFR, FATH AZETFAHL
| F# %% Android Terminal Emulator 3E47 4Bl .

BETFHL Wi-Fi R 5 BT

(1) ¥ Android 145 Hr 3 H .

X— B REAER shell, FUEFAHL LB Zumtiiilds, 771 %%H) Android Terminal Emulator
2, AR NARISE . 1-2 FrAlis.

R £ 1-2
su / /3RBL root BLIR
setprop service.adb.tcp.port 7890 //WEMNIMNKD, WOSWLIAENL, 7890, 5555 ZBIAK
stop adbd / /%M adbd
start adbd //EH 5] adbd

S W N =

2) FHLEEE Wi-Fi J5ic PR IP Huhlk (GERFHLN 192.168.2.107).
HEBE> KT FH>REF I LLEFR FHUER Wi-Fi 54 1P #uit, @ 1-31 Fix.

< ORE

SIM EKE

IMEI (8

AR

Samsung

tt
fef0: 2eleddiffedl bEZb
1921682107

AE1-31 BEFFNLEN P it

(3) HEN LT HGSE D, FARIEER 1-3 fiaai s,
KA H$ 1-3

1. adb connect 192.168.2.107: 7890

| 2. //MBRAHAIRIG, BRINR 5555, HEXMH O SBAEH, MRE 1 HHAEXNHOS, .
192.168.168.127:7830

(4) BRI, BT8R “connectedto X X X X X X X7, RIE#AI LLEREFE T,
WARHLTE . 1-4 AR .
KA H £ 1-4

1. C:\Users\Root>adb connect 192.168.2.107:7890
2. connected to 192.168.2.107:7890

K H Wi-Fi ik, im0 S%ERN-1, FHEESE B, 7 Wi-Fi #fik, &
fI1EE AT LLFE A USB £RIIRA T, XFESE /7 (i AR RH .

25
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%1§ARFoundanon }\[_J oo s a1 S e S

1.6.3 1Hid AR N H

FEf# A USB B Wi-Fi PN I, AR S g 26 H4E1% B FHL L 75 B8 S AR K 1),
5 AR MHERIRET )G, BRIVAREZEBTHNSRTAREFHI S ET I bR
EREE. ERTRE, BITHENIE AR MHAABITEETRREE THAHR, Filk
ERBTE R BTN B, FEAERRE SRR, -

FAEN PR AR MM E, BEPTU TSR, YR EEE
ITH) AR N HRR T TR .

H5GiEid USB B Wi-Fi E#EI#%5) %, R/54TIT Android SDK %3 H¥, BEAF
SDK H3% FH Tools ¥ H3&W (—MfE C:\Users\Administrator\AppData\Local\Android\Sdk\tools
H3%), Xifi monitor.bat, TJF Android Device Monitor (Android ¥ & MALE8). H &M%
H R B R 2T RN B i &, EHEFRERIAK RS, 7€ LogCat & & ] AR
NG S, #izh LogCat & H, A NEE DK —METR, WHE 1-32 i,

0 Android Devico Monitor - oo ox
Fis Edit Run Window Help

(ouick aceoms IJ o @ ooms e AEQ

s 0 oy PSSR S eS|
Davices £ | = | togta 1), Thieads| @ Hesp| 8 Allocation Tracker| ¥ Nytwark Statistics | §1 File Explorer | @ Emulator Comtrot| 7 System informatl., = 13
w0 ne A=
Name | : e ol il e B L . =
B w455 vl i Swuditers A = | [Soirk lor niessager Aizepte Isvs regeses. Srefe wilh pick app tag: o tet 1o | [verboss | W 18 [ITE
‘ | A mwssages (1o filters)
i o, L. Tiew mo no Appiication Tay Temt
° G815 Z1:58:00.784 138 TR0l Sensunghisme. .. setinexsct In
2 BE-18 2L:68:100. TN 1388 2 Cornectivity... Cilvesfetvork
w: CORMESTED/
1laole
] CF-1% J1158:05.778 18 937

0 DE-18.20:88:00Th0 1388 1832

D 08-15 MoSE0NEL0 3885 3%
D 0815 FL:SE:0L.485 1385 2547

D 0fe1s ILiSRiORINE 2650 IMEY

DE-15 T1:58:08, 8460 2668 2997
OB-16 T1:8:00,976 1345 W
$e18 11 380 ™

BE«1% 2158104071 1385 $88)
0218 71:98:06:341 2850 2947

D DE-1s 21
BT

< ERIRRAImRELEE > |« AR

[ iosmofenm @)

4B 1-32 &/ Android Device Monitor & AR NAIfE &

BEEEFVMHES, TSR T AR MABITREMFER AR NH, XERATIT
RV R T RS0 RIGEHEMBYE, 78 LogCat & [ HIRATHT LLE B M. H 27 ) Debug.log %
o ZAEHREREA LIS Android Studio —EHEAT, XAV R LWHER, (HREXEM
WMHEERZT, MHMREBEERINELAL, FILTERE—F Um0
HEHL.

N TRBIBAIROEE BIHFREEMIAEE, BATYHENBHT L0, S
ELBRUT .



17 i0S ARTHEE

(1) #3 Android % & LA & 1.

(2) Hiifi LogCat> Saved Filters [HIR H1 ISk NS 1% G L 4% .

(3) AL IERFLFK (I Unity) FHERLS (40 Unity) B2 — P HRE 848 .

(4) Hiy “OK” BSINTRiEes.

WL ER, RATKEACOHEBLEE T, HEEEAmMEMER, Wk 1-33 fix.
e 1-33 HERATETTUER], BRTMHHABESC (Log Tag) @I IEARSL, &R LLEEH
HEWE (Log Message). PID. R JH#F (Application Name). HEHEY (Log Level) kAl
LAy, SEBA R R FIEE TA g E R il pE s, I HoRINE SRR & TN .

auiea mueEs | sy
|3 LogCat 2 1'& Thnads‘ ﬁ Hgapl 7] Allocation Tr, ackerl bl Network S(Eh!(lcil w Fllq Explonr . Emulutor Cnmvol |C ﬂ s

%8
<
|

; lSeau'n for messages. Accepts Java regexes. Prefix with pid:, app:, tag: or text: to limit scope. J Evavlu

‘ . Time PID TID Application Tag Text
08-15 22:25:04.430 1385 2582 WifiConnecti... soa
0B-15 22:25:04.819 1385 2588 WifiConnaseri,.. E15
0B-15 22:25:04,870 2850 2997 RetworkContr... onS|

) =1
| . x | lew
piContz... getl
Logcat Message Filter Settings banecti... rea

Filter logcat messages by the source's tag, pid or minimum log level. Ata ]

(Empty fields will match all messages. . 420
I:kcantr... ons

I
‘ | Filter Nal Unity
‘ | bl TR e

—————
by Log ag: [ Unity| )] ] lews
by Log Message: J L-Eom:-_n o gedl
FkContr... onS

by PID: - J B
by Application Name: l | lew
PiContr... get!

by Log Levet: [yerbess |
P e Pyl ____Ensors_hal proi

i1 o | 510,
‘ o] [Temel 7] |, o
[

‘

il ™ - - 420.
1 | D 08-15 22:25:13.876 2650 2997 NetworkContr... ons

AE1-33 FALRBLRETES

fic B — A WA TR E AR SR Unity TERBRRERININ TAEER BT, A
TR EERE BN BINA IR L.

U ios 75

RIHBRAT#3 7 Android B r“ﬁﬁ M RA SR B 5 R AR, A EEWMAE Mac 715N L
fi ] Unity 7F& AR Foundation N FIMIEEC B 5 & A& . AR Foundation 7£ i0OS “F & f#
ARKit JKZHA, IH Unity TREARRE— YRR 10S F3C1H, Unity #JA AR Foundation &
i i0S AR R FHE S AP : 8B—H8H Unity 425 XCode TAE A % —FIH XCode %
B AR SCAF R AR ipa NEFH SO, A SCBREH EL48 %% Unity 2019.1 & XCode 10 PA_EfRAR.

171 #BHSA

Bl — N HE, 35 A AR Foundation Al ARKit XR Plugin. fEFEFHE# dock £
7 Unity BIbR (303 Unity Hub EI#5) J83) Unity, 7 New $rE—HH, GHHHRK
R, HEIHZFATERAFALE, THG AR Helloworld, E/GHdA NA “BI8” %4
i H, miE 1-34 iR

27
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L 17] I8

O et 2 @A MEHER
&
~

@ A0 With Extras ng

/Users/wxizhangdi/D a/Davidwang/B_| ...

(o} 3 ERRITE A7 (L

b

High-Refnisn Lig RP YR,
RE

= .
W el |

AE1-34 HE—AIE

#¥ Unity & H4THF/E, i Unity 32842 Wmdow>Package Manager, ﬁﬂ@ 1=35 F)? i
4T JF Package Manager XG4 . 3 3

Package Manager XHEHEERIAA BRAE T preview
HRZ) AR Foundation 1 ARKit XR Plugin, 7%
IHHEH ) Advanced THISEH, %+F Show preview
packages, KR/~ preview ffh, Wk 1-36.
Bl 1-37 Fion. EBEATR LA, RERELATA
f# “Install” %@JITF” o, SERIEEEREA

A 1-35 ¥ Package Manager XiE4E

AE1-36 BRETE preview B4

AB 1-37 S A AR Foundation 5 ARKit XR Plugin



17 i0S FRFBRE

172 REFEHRE

£ Unity & 19, # Command+Shift+B b, siE 7SR H1E#E File>Build Settings...,
FIFFRER . EFE “Platform” I “i0S” LI, #RJF Hidi “Switch Platform” 41 11#E] i0S
A, 2 Unity b HEULE 108 &30, BATFERMYIERR0S T, W 1-38 Fir.

: A ‘1 — ‘b}]'] iOSSfo:T

AL R “Player Settings. .. ” A4k 4L 5 4L B . KK SGI%## Player, 7 Player
F£+ Company Name 5 Product Name HIHE AR & 57554, WHE 1-39 fis. %8 108 F
&/NEFR, BIT Other Settings ST+, 1 1-40 fiiR. .

(o

AE1-39 RENAERAFES (1)

B 1-40 1, 7E Identification £, PackageName 3AE N FHfEFE4, 25 1-39 # Company
Name F1 Product Name #1458 & 7= G4 —8, X/MEERME—, FARES R —
MR EAHENES, TSRS, REREBFNHABETFHRAES .

dkstm) MR, ESBEHEREER, X2E AR MASE— RS 3 H H P iE R AL A
BB, BB Target Device, HPridt#& W L2 iPhone, F]J LA iPad, 7] LLJA iPhonet+iPad. [Al
REAVE BN LBEAT R EIR, X B Target SDK A Device SDK. ¥ B &K i0S HiA N 11.0,
PIASZRE ARKit HOBRAK 10S MUAE 11,0, e BRIy ARM64, & 1-41 .

29



30

JE1-40 RENARFEEL (2) sB1-41 RENARFES (3)

MOMEE TR CL AN, B 1-41 #F —4 “Requires ARKit support” &I, X/
WA LA ik, AT IAR/AE, B AR Foundation Nk . i, BAIE %K T FIAH
AR Foundation }f % i0S AR [ F fJ 3R 35 i B T4k .

1.7.3 HERERER

el LB S, BAIKMEE AR Foundation JF& AR M IKFERIAESL, XA FERHAE
B BT AR SLFHIE F - 7F Project T M Scenes SCAF e, AT E Ay 4 375 4 4 Helloworld ”,
[ G — T E B & 2K, 7E Project & [ Assets H 3% F#i & Prefabs. Scripts #/N3CF:
% . SRJG{E Hierarchy & I | Main Camera (AR Foundation AR Session Origin #75 — >
AR $&#H1), T Directional Light T T*ﬁ%%’%#&ﬁ% MER, Wk 1-42 Fros.

A 1-42 B8 AR M MERIELR



17 OSFETAER
£ Hierarchy & 1 H {1725 [ &b A 7, 7E 3 HA RS R AR AR IR 16 XR > AR Session fIT XR> AR
Session Origin, #HEIX A~ AR a4, wWE 1-43 Fix.

AB 1-43 #E AR Session 5 AR Session Origin B AR EAi4H ¢

£ Hierarchy & [ HR 1948 G b4, 7E#H A3 E R IRIEFE XR> AR Default Plane, ¥
Hierarchy & [1+4E K AR Default Plane #E3/%] Project & [ " ] Prefabs JXfFR T, #il{EF
TP A, B 1-44 FiR. 5ELZ JEMMER Hierarchy & [ ) AR Default Plane X 4.

Fo) 3+ BB o i IETa

f20 || @ || s -]

B 1-44  HIEFImEIA

{F Hierarchy % 1% AR Session Origin X%, #A/51E Inspector & FH18d7 Add Component
4L, FEER I RAE RN “arp”, SRJ5 W18 &K 1K) AR Plane Manager #2414,
P 1-45 Fizs.

¥ Project % 1 H Prefabs S {43 F ] AR Default Plane #5%] AR Plane Manager 211 T )
Plane Prefab JETEHE, #E AR Plane Manager Z1{4/@ M, W 1-46 FiaR.

2k, AR MARZERMER C LA 7, X2 AR Foundation JF& i0S AR N #2
AHRELS, WFEEA . X EE Android FREEREE AT UKL, TEEERHELEHEE |-, Android &5 i0S
HWRIVF7EA 8, FXHRMBSER, HERAEELEES BN, X2 AR Foundation

31
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#£1% AR Foundation A

HIESG —Y0t k. 2 FEHE, RTHRREAHAR, b RES5EHS
H5es—8, é%TF?’iAﬁ%ZiTHEF AR LI 38 2 R BR A o

AE 1-45 M0 AR Plane Manager H#F

G W Asdeson gl | stk
‘ [ —

A 1-46 ®E AR Plane Manager B4 E M4

1.7.4  AppController

£ Project & [ Scripts XfFR T, FAMAE, FEHHKISEEAKIKIERE Create>CH# Script,
FrE A 34 % 8 AppController, W1 1-47 s,

2B 1-47 $# AppController il 3454 A AppController



X i AppController A, 7E Visual Studio 4w iZMA, HMMARLELR 1-5 Fin
R,

KRG HE 1-5

1. using System.Collections.Generic;

2. using UnityEngine;

3. using UnityEngine.XR.ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

5

6. [RequireComponent (typeof (ARRaycastManager) ) ]

7. public class AppController : MonoBehaviour

8. |

9. public GameObject spawnPrefab;

110 static List<ARRaycastHit> Hits;

11. private ARRaycastManager mRaycastManager;

12. private GameObject spawnedObject = null;

13. private void Start ()

14. {

15 Hits = new List<ARRaycastHit>();

16. mRaycastManager = GetComponent<ARRaycastManager>();

5 L7 }

18.

19. void Update ()

20. {

21, if (Imput.touchCount == 0)

22. return;

23, var touch = Input.GetTouch (0) ;

24, if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithin
Polygon | TrackableType.PlaneWithinBounds))

25 {

26. var hitPose = Hits[0] .pose;

27 if (spawnedObject == null)

28. {

29. spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

30. }

31. else

32. {

33 spawnedObject.transform.position = hitPose.position;

34. }

35, }

36. }

3T

£ EiRARRG H, & 53R A 1M [RequireComponent(typeofl ARRaycastManager)) /& M Aff (75 i
A X B A2 ARRaycastManager 444, PRS2l 75 22 F #1) ARRaycastManager 4
. 7£ Update() 7755, AT FHABRAEHATH AR, EAQI 2T EBE — R,
WRAZENYME CAFAE, WK ZREIRRE B B 5 Aol 5~ T AR

23T CL AP YR, K AR MAMER O &M EER T, ATEER, A Hierarchy &
F i /£ —~ Sphere, J9FMK E4 M, #4 I Scale 4E/HAL (0.1, 0.1, 0.1), #I/EMK Prefab
FMIB% Hierarchy & 9] Sphere, #@THI1A A 1-48 Fis,

#¢J5i, 1E Hierarchy % [19i%H AR Session Origin, NILIRINFTH %S 9 AppController
A (a] LA{#E A Add Component 7E## ZHEH1#82 AppController 71, tA] LA H#4E AppController
[IAHEF] AR Session Origin Xf R L), 34 _E—BHI{EH) Sphere #EEA N AppController A
) Spawn Prefab JRVEAE, HEMAIRERPEWIE 1-49 Bias.

Z i, AR Foundation 5% /% Helloworld AR LhfiEFF %, {HZ Unity /B8 E 4L i0S “F
BRINHFERF, ATUETHRER Unity TREKEA K XCode T2 .

17 oS ARKBEE

33



34

g1 i ARFoundatlon]\rJ

YN T I R ) i

- »

3

R ————
175 S }EE XCode T2

f# iPhone @it USB H#& Wi-Fi ## Eit 5L, H#Ei% Command+Shift+B tREE# (5L
# 1% File> Build Settings) T 7F Build Settings Xf iG4E . 7E37THF FIXHEHE H # R &+ 20035
$, Hiid “Build And Run” #8142 345 XCode T2, WA 1-50 iR, B TEESF
H A —ANTEXMRT, REXMERNRTFS, BIGHT “Save” M T 4% 34 B XCode
T, wE 1-51 Fim. ARG 2 BB XCode IDE (WIREH HBNHTHF XCode, AILLSE
Ja7h XCode ¥4 FA K “Open another Project”, #AJFi%+F Unity K AH KA Xcode TF2
HATHD.

# Unity 4 R4E REH R, 78 XCode FTHAE KRR TG, MKIKIER XCode LF2 Fbr>
T4, REERFENES, WHE 1-52 iR, FARNTEEEN BB .



17 i0S FEHFBEE

‘HIA_R_PMSP\ o= =) i ‘3 o “Iqtfiﬁwch ¥
Jun 18, 2010 ar 10:68 PM
L. Ve —A B 40 X Code iy THLE 7t May 90, 2019 at 4140 o
May 23, 2010 at 3:30 PM
May 26, 2019 at 12:27 PM

Jun 12, 2019 at 818 PM
| > [ LightEstimation May 25, 2018 at 2:54 AM

Jun 4, 2019 at 2:32 PM

2. Wil “Save” #5241, Unity2: 2 XCode TS {4

New Folder

Cancel

sE1-51 ERTERRFRFEEFEM XCode T

Bulld ‘C_MWJ Device
/" Generic i0S Device

Display N

Al 1-52 BEEVIEE

FE LR EERR H, %+#F General ETIF, IEAIEE Display Name ( T#£4%4). Bundle
Identifier (f4, ID), Version. Build, Bundle Identifier £FA/14E Unity "1 & 7] Bundle Identifier.
IR FE R A £ AppStore -, Bundle Identifier 24205 F & # W5k _F )% B —#+£, Version. Build

35
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%1% AR Foundation A’ S '

WEMFSHOEEMNER, HERZREFEEFIT REILED, WA 1-53 fir.

B8 < > B unity-iPhone

1 [ unity-iPhone ¢ Capabiiities Resource Tags Info Build Settings
¥ Iidentity | fE TR AR, BB General il R

Display Namel |Helloworld |

Bundle Identifier] com.Davidwang.Helloworld

2. [EWii 5 Display Name

; : . Version| 0.1
Bundle Identifiers  Versions Build

Build] ©

¥ Signing

Automatically manage signing
3mEIERES Lo
|T.am 4% j (Personal Team) ]
Provisioning Profile Xcode Managed Profile (1)

Signing Certificate iPhone Developer: yolon3000@183.com (6N7V2...

1B 1-53 ®EN RS Bundle Identifier & Signing

Pies # Xcodell BLJ5, Signing FH K% General /r & T, TR #E 5 General F 4
|t Signing&Capabilities 174 T,

.

SRR EA I KEWNS, "Hd Team HE/GH FHSEH, %+ Add an Account... HrE—
MFREKS, BAAEREES LT HECR, A 1-54. B 1-55 FiR.

¥ Signing

None

[ i T
m;i’ v #3# T (Personal Team) ]
Provisioning Profil|. ==

RS T k
Apfila IDs _'i Sign In with your Apple ID.
_‘ m ~ Don't have an Apple ID? You can create one for free.
f S : Apple 1D: [ or Pron
@ jingzhisanwei,

g Forgot Apple ID or Pessword?

-
——— e -t en— —

2B 1-55 WBRAREKS (2)

1.7.6 1&%7 Helloworld

1£ XCode Fe B 525, Hiii XCode IDE % M4 1T Bbr T thgmid. KA. & .



17 0S ALKBEE

Z47, Wi 1-56 frzs.
MR iPhone /&% —IKIZ4T XCode MH, BFEREFKANH. F—5, FIFFHE
BE>iEA, 3 wgEE”, WE 1-57 Fir,

iam b L
JEE AR

BE S EE
ki Jid
EESHE
8

iTunes Fo & /5 15 R 8

JE1-56 FARBESERF JE1-57 TR EEE
AR FERE, LHEFRENH, E 1-58 Fix.
EIRENAEHAE AT “WIES A7, iPhone X% & AT MEIAUE, INIF#
E, MABAFSEE “CRIE” 7R, EHE AT OB XCode B4 N ¥ E-3 FHL 3
BT T, ik 1-59 Fis.

F?M# w FE18) T00% W 4 |
CIFEE o

& FEAE " iPhote Developet: yolon sex @ 163.com
(BN7V2AaHBUV) BB BIELL Phone R ARMAE, TERIERE TR
TLPNAZNEEEETILRLS,

i 9 18 1Y

A AR IPnone Developar: yolon 3000@ 183.com
(BNZVZQHBUN) " MBI Rl SR TR iPhone EATIL, 8 (8 MM

AR IR MHE 2 WA TR ST

ESME P Fren2 96% U # TERF e T

i o313 ] Sz

FEBRER B R IPHONE DEVELOPER: YOL #+4% @16.3.00M

(6N TV2OHBY V)" FH R

@ O s Bl
Helloworld i 5 il

A 1-58 BEHFREN AB1-590 WiFNFAERF

LR EFREEA RIS (SR E—IRIZAT 10S MARA RS H B &, BN e
1 2 R AH O BRI R ¥ ), 7E Helloworld AR N T F G, #H— M TFHE BB ES
HF I A A B FHLEAT Pt . ERNRFEE, TR RS FHAR LR 2
0, BofEZFmEmE—A N ek, WK 1-60 Fin. £k, FATMEH AR Foundation F & 1)
i0S Helloworld AR B FH EL ik 2h o

L IOS RERS AMERERIAANAEFAR, ik, #REZFINANARF
B AT BN K U B B e R e R

37



£1% AR Foundation A’

AE1-60 BFETHRE

38



5 2# AR Foundation Z:RH

AR Foundation #& Unity N#-TF & AR FF &I & MIF B, B4 G AT
fEfT AR $5¥E, RENFRARBHE AL —. AL HMEHED. EERTFEL, AR
Foundation A Hi%°F& FIEE =77 SDK & (41 i0S EfJ ARKit XR ##if+Ek Android | [
ARCore XR ##iff). AR Foundation & [ % FEMIZFE =77 AR HFRE, RELETRESR
—MERARE, 7ETEFE AR TR,

B SOOI 7 I ey Wy LT, ST
o bl . W T L . )
m V : \

e 1 EPRAICELSE, AR Foundation A RELAE—RIIKF RS (Subsystem) 2
b, XFPEEM BT AR LT (Interface), 15 HAK LIS, B R 7 EH 8
O%fE, A B A EELI (£ AR Foundation 57X /™ E A% il B 35 42 4t 3 miny
Provider, 1XH Provider 83l B EREWIF). RN, XFE KA —NiFAL L[
O HANRE AN BRI, W EL T bR i b AR i B A, Bl AR
Foundation A& X #1054, 1fifH Provider FEAEE AL, F ARG . WA
K ¥R EF, AR Foundation & X FaceTrackimg ¥ £ %t f+ifii, M ARCore 7] LL#24t Android *F & i)
HARSEHL, ARKit 7] PAER 4 i0S ¥ & B H A Sesn- motolens 7] BA#E L Hololens HRB% fr1 2 45k
WAE, IXFE, (ERl—0k R4 T BT DA G BR i B S AT Be 4, T DARE I 49 A ¥ () SDK
FE . AR Foundation 7E4% 3 2R3 A P B P &l 27 & L —Fo B SLEl, g%
W REEY, FRELTERFELRGER G R, ATBE—-KAR. 2 FEHENEHMN.
AR Foundation & #4444 W 2-1 FraR.

AR F nund tion

—— r— —4_,__.

wmpmme ampm

ABE 2-1 AR Foundation 89K & 2244

KT HEO, Provider fERAKLIFFEBED (FRS) B, B LUMRYEIF &4 5 1FkE
HEATAEAG, FRRTCAERLEEZ ThRE. HTRHNRAESHERER, A FEA&NIIE BT




40

gngRFounda“ongﬁﬂ Ny

EA—ER4E. AT IIFRE THXMZER, AR Foundation 3K Provider $#2fit 7 f?%ﬁﬂi%‘
(Subsystem Descriptor), SubsystemDescriptor it T Provider X1%f & T R AL A TIHER

B, B 7XNEREF, FFRAN AT U & B E R € T RERER e T & 251, fJIjJ
RETF R IR B

21.1 AR FRZEMHE

Subsystem & — 5 G ILRAEE N, Hg T X2 TRer S, 5 AR #X[H) Subsystem
% J& UnityEngine.XR.ARSubsystems #ir %4 Z¥[f]. ARFoundatoin "] Subsystem H & X [ HfE
B O & A BRI, BARSEILH Provider FEHAR AR FHfF+#24L. AR Foundation H {2
BELLF 12 b Subsystem, HAKfL3E Session. Raycasting. Camera. Plane Detection, Depth.
Image Tracking. Face Tracking. Environment Probes. Object Tracking. Human Body Tracking 2D.
Human Body Tracking 3D. Human Segmentation Image.

H T BAER Subsystem & H Provider fEHAR R EE AP HEME, Hitk, WRATI A
MAEEREM, NGRS RM. E9FR R &R — 2 BE TR 5] AAHA ) E
i, FR A EE 2 AT & R EEE R A 8, K4 AR Foundation £ HR4E H {4
FIG 3T 6 XS LA BB . I AT B 77 3 R AE B 7 Window > Package Manager ] 7T
“GEME O, REELMKEFEREMENAEEERESF, BT AR Foundation # Provider
£%5 ARCore XR Plugin fil ARKit XR Plugin F# ({111 {E [;%WEAM]\ SenseAR XR Plugm)
43 Provider Wi 2-2 iR, : =l qlidkiy and ¢

XfF ARFounation £ X [} Subsystem, Provider
Al PASE B AR AT PAASEBL, 41 Human Body Tracking 3D,
ARCore XR Plugin H A% HE LI, KM, Android BG5S e G o R
4 Human Body Tracking 3D hEesAnl . B4, AE 2-2 AR Foundation JE/Z Provider
Provider tH 7] PAFE ML Subsystem & XK1 2 K TIAE, W—AiBiThRE. Provider #&24LH)
XEThREERE e P B & LA, EFEEAN Provider X . ¥ T LA L1FMH, #xt Ak
B MOT RN — 2 BEREZE S K Provider RRRRIELIThEE, Foh, R T X EF & #AT
ik, AN Provider Xf St E3K, WIFE Image Tracking TIRE+H, ARKit ZRFEHEH
il B B RF, 1 ARCore & AH X NER . XEHES WK EF & 1 Provider (41
KEEL

212 AR FRGER

FiA ) Subsystem #iA —AEHIAEArEI: GI& (Create). JT4f (Start). {¥1E (Stop).
B % (Destroy ). & —> Subsystem #{H — > XF M) SubsystemDescriptor, 7] ELA#
SubsystemManager #8 7 F.GE B R LI TIRE, — B8 2| 7] H Y Subsystemdescriptor /&5, # 7] LA
fEH Create() 7774 EI2 X/ Subsystem, Xt ZGI& Subsystem FIME— 7530 (FESLILfEH
IRZ W% K SubsystemManager 5T XN, EHENRINBEFEL RELIHXNELE). T
[ LLEIE — Plane subsystem A& XN, RS ARRSE $ 2-1 Fizx.

RAL#FHE 2-1

1. XRPlaneSubsystem CreatePlaneSubsystem()
2. Y
3. // BEBIRAVHK plane subsystems:



2.7 AR Foundation %24

4. var descriptors = new List<XRPlaneSubsystemDescriptor>();
S SubsystemManager.GetSubsystemDescriptors (descriptors);
6. // WK —/N Y boundary vertices IR

7. foreach (var descriptor in descriptors)

8. {

9. if (descriptor.supportsBoundaryVertices)

10.

11. // Bl# plane subsystem

12. return descriptor.Create();

13. }

14. }

15. return null;

16. }

XM T, ATTE S18 %) PlaneSubsystemDescriptor, #R )5 8 X AN AR, #lH
SCHEANSCHF Boundary Vertices,  #15R SCHF I Ui B £ BATT M K, A, mHEXRA 5]
AW EE, BRIERGH A — %AW Subsystem, KA Create() 1%, EARIR
[ B SER] . — HIRAEUEE Subsystem TG, #iAT LLEE A Start(). Stop()/7 KA
FHIX/~ Subsystem. {HFEEERAIAZ, XIAFEK) Subsystem, Start(). Stop() 7717 N e
AESR, H@EHHLERHSERK TR, FH— Subsystem 7] LAV Start(). Stop()/7i%
£ K. fERI5E1% Subsystem J5, % Destroy() /718495 1% Subsystem LAk % 7618 i PE g
TEHE. FERYEX Subsystem 5, WURFE R T EM S HRAOE, RS0AREE R 2-2 fix.

KA H$ 2-2

1. wvar planeSubsystem = CreatePlaneSubsystem() ;
2. 1if (planeSubsystem != null)

3.

4. [/ TR Tk

S planeSubsystem.Start () ;

6. }

7.

8. 1if (planeSubsystem != null)

9.

10. /7 AFIEETR, AR IEA 2 R 2 SR 2 i E T
11. planeSubsystem.Stop () ;

12. )

13.

14. if (planeSubsystem != null)

15. {

16. // %% subsystem

17 planeSubsystem.Destroy () ;

18. planeSubsystem = null;

19. }

pias | FRRE, SRR W R, £ T ER S A Provider IR
THET L KRERRWE &,

21.3 REEFEREZ

IRERF R4 (Tracking subsystem) & 7EPHE RS HAG AT IR B K AE B Subsystem,
W~ T PR R A MR IR R o« BRER T RGP BRI I RAE AR OV P BRERN R (Trackable), WI°F[H T
AGAIF T, PR P T T ERERNT R

7t AR Foundation "', #F—RKIREF 7RG — 42 A getchangesOI 77, B HER
H R o< B #0 7] R R 115 B EUR, getchanges(OFREL A Lk if ] getchanges()
PURERIN . B FIRBRIG ATA ATERER X S5 B, 1812 4 AT DR B A A= AR 4 i ] PREF XS

41
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w25 AR Foumiaton sal R S
R RAZ BIHHAT 5 B48AE

AT PREF R RECEHFRINFF ID (Trackableld, — 128 ) GUID 1&) ME—#rifl, HIff
A AT ER B RERE ST FTHERI, FATRT DUE L IX /S Trackableld SRIE]FA AT BREE G 4

Subsystem A AER I BB ERAE PR AT EREEXS R . KA EINE] Subsystem 1 (1) o] BREEXS B4
AT AR SRR B, RIS I Tl ER X S R B A R G AE Subsystem 1, W1
SR B BR M AT N T BRER XS R 2 5 K — N EATRHE R . FRE, Rismsc R
AT R B T R TGV BTt e R B

HEAEA, 7E AR Foundation H1, 5 —28#LERF R4t ) Manager 2§ (41 ARPlaneManager)
I R — A xxxChanged (Ul planesChanged) FfF, FATAT LT H xxxChangedEventArgs
(411 ARPlanesChangedEventArgs) Z%(3kH{ %! added. updated. removed A FREZX R 4T 5 4:

E% 1 %B’J%WJEF‘ B TH S 7E Hierarchy ED{’EJJDT AR
Session Ml AR Session Origin iM%, WK 2-3 Fis, 1XH
AXTRIIEE T AR S SIERITMERE, pr Hofth TAEAREIX
e B BB REBEN AR SHHEH AR
We? AFTHRATK =] AR Session Fil AR Session Origin [fJ1F
HEX.

2.2.17 AR Session

AR Session EEMIEHNAM, — 2 AR Session, EH Session, 55—/ AR Input
Manager, EHBMAERER, WK 2-4 Fis. AR H Session (&%) FSRE B AR NH PR
P ST O A0H AR NHAEAAN, = ARAPLINEZAN, HR

e i e FEHI7E B & LR B AR. 7E Unity X 5% AE i 7
BTV R AL R Session FUAE A A3, 1IXFE AR R &AR
5 77 BT IR BT AL R W R A W46 40 BRORE A 2%
BUE. AR FR 445 AR Session A1F, —BCAHE T
H, FATK AR Session HAFHHTE AR Session X % .

AR Input Manager 11452 5 FI PR 55 0R &5 B 6 7% A9 414,
HAE 44, Tracked Pose Driver (FREZEASING) #

Foundation E A%t 5

2B 2-4 AR Foundation EAif£H ¢

TR & A

Gn R AE S HIBAT A ZE A AR Session, F G044 AN B ERER H AR R (IREAE 22 SIS AT AH G D)
BE, EURMEHEH, RIS CLRTR I 2] FRHE A5 B . EF# “Attempt Update”,
WAWAE ] BRI OL T 223 AR R, MLIhEE M Rk T F & : 7E Andriod ¥ &
b, B B BT RR Y ARCore (Google Play Services for AR); #£ i0S P& F, ¥3ik%
BRBHTR A ARKit.,

Rl R EVER MR, M — AR A, A HALSR A —4 Session. Unity ¥ Session
WRERAY, FikinRiHpi+H4 L AR Session, FBIXLE AR Session #fH 2 & FL R —



22 ARSession & AR Session Origin |18

Session. [F#f, AR Input Manager 41§t R e HALE —1.

Bl &MEEL, AEE KA LHFF AR Foundation, [FJIRATTE —LL Session
RERFRE LA ThRE T, LMEMRYE Session REHAT T — P EIEREEREALF AR
ISR UL BRI &

AR Foundation ff | ARSessionState #4258 KR H AT L& Session IRAE (FlniL & =2
B B IEE LS AR B4 LLK Session &7 TAESE), F & N RATLHRYE Session RE R

FE PHAT 9 B AE

& A PLTE Session AR A& 48 % B} 1] %] ARSession.stateChanged 514 .

ARSessionState M(Z AR 413K 2-1 AR,

% 21

ARSessionState #xt8)

ARSessionState

i

CheckingAvailability

o F TEFE R 5 2 7] F

Installing AR ¥ IEfE %% (X RIR# 3% I ARCore Bi# ARKit)

NeedsInstall WASCRF AR, EFRELZEMMHM X BEBENK ARCore 3#H ARKIt)

None 2 R SE AT AR, % AT MR A

Ready AR W H H CE R I

SessionInitializing AR Session [EFEATAHML, #H R AR FER& EATH, {H AR A B BB RUCE S| 2 B AT EHE &
SessionTracking Session IEHIEITH HAL T IEHBERS

Unsupported BREFIEF AR

R4 ARSessionState FZEKAY, AT LUEIIARIEHE £ 2-3 FraafREERAT AR M

KA i % 2-3

1. IEnumerator CheckSupport ()
2. {

3; Debug.Log ("B E&...");
4. yield return ARSession.CheckAvailability();
5. if (ARSession.state == ARSessionState.NeedsInstall)
6. {
7. Debug.Log ("B & X FF AR, (HFEEEK...");
8. Debug.Log ("ZEREH...");

9. yield return ARSession.Install():

10. }

1., if (ARSession.state == ARSessionState.Ready)
L2 {

13. Debug.Log ("H&ZFF AR!") ;

14. Debug.Log ("JH3 AR...");

1S5.

16.. // To start the ARSession, we just need to enable it.
17. m_Session.enabled = true;

18. }

19. else
20. {
21 switch (ARSession.state)

2 {
23. case ARSessionState.Unsupported:
24, Debug.Log ("H&ALFF AR.") ;
25, break;
26. case ARSessionState.NeedsInstall:
27. Debug.Log ("HEH K. ") ;
28. break;
29. }
30. //
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31. /7 REAEAR MBRTE......

32. /7

33 }

34. )

35.

36. void SetInstallButtonActive (bool active)

BT X

38. if (m_InstallButton != null)

39. m_InstallButton.gameObject.SetActive (active);
40. }

41.

42. IEnumerator Install()

43. |

44 . if (ARSession.state == ARSessionState.NeedsInstall)
45. {

46. Debug.Log ("X %% ARCore R%. .. ") ;

47. yield return ARSession.Install();

48.

49, if (ARSession.state == ARSessionState.NeedsInstall)
50. {

51. Debug.Log ("ARCore i 45 53T 0. "8

52, SetInstallButtonActive (true);

53, }

54, else if (ARSession.state == ARSessionState.Ready)
55 {

565 Debug.Log ("/H3 AR...");

57. m_Session.enabled = true;

58. }

59, }

60. else

61. {

62. Debug.Log ("EFHEH.");

63. }

64. }

65.

66. void OnEnable ()

67. {

68. StartCoroutine (CheckSupport());

69. }

ARG 2-3 IS B A N EE R AE By et R L, RFEARRS A2 45X R OnEnable BT .
RGP 223 F B e 3 %3 ARCore ( H BT 222444 4 Google Play Services for AR),
iPhone ARKit £xBf iOS i A< [Fl 45 F#r, {2 Android FHUA I F L HF AR, {HEA 230 R
ARCore, N|FFEEH.

2.2.2 AR Session Origin

AR Session Origin X} % ERIA#5 — 1 Transfrom 41#4#1—> AR Session Origin Z04F, 41/ 2-5
BN

AR Session Origin 2014 (1)1 F 2 K T ER B B (U1
AL 52 B35 BFEON Unity 375t P AL E .
FATEEB . RN AR 4% Session & HE, [Al I HFREL )&
15 B 1E Session Space (£iFZ[H)) H. XZ—MHXF
AR Session #IELI FI9ERRAE 23 (8], F AR Session Origin
PAT—RAAR S () AR B, AR R Unity AEFRZSN], IX 4B 2-5 AR Session Origin
AT AR IR S35 4 1) B A B % ) o s e 9, e
FEBRAVREARRR, BATERE AR B SRR, BRM A BAEHAY FHASH
bR R, BAE SRR R “BRIZR” B CREAEE”, HAFIX R SN Unity




i, BEFATA TS AL B S RS AR H B LA Unity 2848 R NS H [t FARPR B | p . [FEE,
H1 AR B4 774 B 0] PR BE 15 2 LA AE Session Space H1, [A It Bl — IR AR PR AR He b HL AR e 5
Unity tH 528 45r 2% (8] o .

AR Session Origin T — MEBHLSE, XM EEVBLE AR &V, AR B#EHL5H
P& B HLIE Tracked Pose Driver AT 455, [R5 AR Session Space X5, XHf
AR LA RAIE (A0 M FE 48 78 Aor B VE JL e 44

AR Session Origin %t %4 —4~F %% AR Camera, AR Camera %}(}Aﬁiﬁ Tracked Pose Driver.
AR Camera Manager, AR Camera Background Z411F, 1/ 2-6 Ay TR
F7R.

Tracked Pose Driver 244 (3= Z/F &K Unity )35 5¢
BN B B SR BN, RIRYE IR & R ALm
fr B 575 K% Unity P EEEIEE. Bid5HEE
TEHIXTFFILES, Unity "3 El 5 8 & Z BN
A 85— 3 GIAHRRSEERN), XHEREEESE
M5 AR Session Space R ILACH, FHILRAIEM Unity Sttt ' .
IR A A F R R B S A, R (20 AR Camen MRTHREH
Z WREA ZAL, Unity ERE B ST B SL it b B8 4EL B & . Tracked Pose Driver
AMEH — S5 2%, TUURE TRERESRTIERE, EETE C5ESEHMA.

' 7 AR Foundation3.0 Pl J&, Tracked Pose Driver 4 4 £ # AR Pose Driver B X,
| AR Pose Driver R HET 4 5%, T2 UFRBEHHEEHBLAMEN T,

AR Camera Manager 4L 1 37 ACFRIB BB — LTS8, R EEEMEHDER
i, HAMWNZH, Focus Mode Al Light Estimation Mode, #i2%J8 1N 2-2 Fix.

£ 22 AR Camera Manager A& 14
- fx3 iR
AN, TTPCN “Auto” 8% “Fixed”. Auto BJSSVFREEHL H £, —MRA1S %
Focus Mode B Fixed BOGE EARRE, [ e RIEA SRR & BN, Fik, S#EHEyEE
B A IE R B2 AR B R

SRR, AT LA “Disable” 8% “ Ambient Intesity ”. %+ Ambient Intesity 5 J3 F JEHEft
2, AR Foundation iR #fE TSI 5o () Y6 IS Bk VP 4 BUER ST b A YE IR AT . YRIRER
i, R FREEL, XM DR ER T E, BT RA T E AT T et i
# Disable 7] A5 2 %R

fE AR 1, TATUARESEHSEERAE 5, B R ERREIER N EBRERRE R, £
AR Camera Background 443 ] DAUEHA SEILIX /N TIfE . AR Camera Background 4 {384 1
2%, Use Custom Material 1 Use Custom Render Asset, XS HIINTET. BRINFNR
F &/ i% Use Custom Material. Use Custom Material, iX/NERIA<: i Unity #R4EF &k i#TY
RER, HWRF%E, RIMERMEE SERKME. Shader. FHX BN EDIAT AL —
HEmBRTihe, WE RN, Wil

AR5t K —~ AR Session Origin, FAIIf] $H A HARIN—1> AR Camera Background
AT LA SR B ERIE GRS 5, (HU R4 £/ AR Session Origin, A2 MEEHL (Hiln
EARFRMGERE EERSFD, AKX RAITHE AT — AR Session Origin, &F— &

Light Estimation Mode

22 AR Session & AR Session Origin

45



46

2% AR Foundation E

M4 5% —> AR Camera Background ZH 14 I 47 AR ¥ B .

AR Session 5 AR Session Origin 157 AR N8 Edr B HE . AR 8441k b2 &%
BEERMAETIE, XUTERE ) AR MAHEER, HXETEFES RSB,
WE WA B XA TIREAE R BT 7 R i i3, A A B RO B AR R 4T,
XK KFE(E T AR LA FF R HIHESE

7E AR Foundation H1, “F1fi (Plane). HFiE iz (Point Cloud). % i (Reference Point).
BREEEME (Tracked Image). 4L (Environment Probe). AJ (Face). 3D #{k (Tracked
Object). L% 53 (ARParticipant) X 8 KX RFFAFEREAX 4 (trackables), HkZ
AR Foundation H FlRJ DASZA H IR B AL FRIX 8 KNF R . 4R, iX 8 KX RE B ERE AL EIE S5
FRIREH SDK K.

N EEHGHEAIREESTSR, AR Foundation AAF—JSA] BREIT ARG T — XM E
FH%% (Manager), —FPEFElas N B BN R — R REET R, XMRIFRKIER T REH,
AT DAFEH 5 M A B I PR 28 AR, ATk 21 R 4 8 v BR B St AT AL B H 1) .
FAh, X 8 KL R A ThRE BT AR AL, B4 API O, BB REHE
1) FH R T DASHE B A BE RS M BR1E b, DR Kb TT (8 7 JF RN R 4E .

FERFERN R, TR RE A X AR E7E AR Session Origin — X L, X2
A AR Session Origin 52 . 1 Session Z¥[f] 55 Unity 75 [H )8 0 R, T ERERN RUEHE A5 75 22
FIF Session J& i K 45 R A ReXs T BREAX B E ALAE Unity AP EFGE . — MR T
T ] PR R A8 AR Session Origin Xf R4 2-7 k.

A AN i

TN
)8

AE2-7 HHT A UREXREIEEM AR Session Origin X &



231 TRENREEE

AN — AT BREES BE A8 B AT T AR IX AR R AL A T BR RS ST B (RAEE A 2
FHERER), M R a2 4% FH — b T BREE T G B A8 B 4 1 03X Fp 2K Y () T BRIEE ST R 22, Unity
o A R R X BRI A AE A R T A TR ER T R A HL . TR BT RS IR A5 A R R

28 TABNR

AWK 2-3 Fim.
% 2-3 AR ER A R R H TR AR Y S AT R K R
A BRER A R A ERER A SR B T AR g

AR Plane AR Plane Manager Rl -5 BT, SR B S K

AR Point Cloud AR Point Cloud Manager RS EHEEA S
W5 & E 2% 5, ATLAE AR Reference Point Manager.

AR Reference Point AR Reference Point Manager Add Reference Point 1 AR Reference Point Manager. Remove
Reference Point ZR I A ER S £l

AR Tracked Image AR Tracked Image Manager Kol 58 2 2D ER PR EE

AR Environment Probe | AR Environment Probe Manager | & #3345 k4= ik Cubemaps

AR Face AR Face Manager R B e PR R

AR Tracked Object AR Tracked Object Manager Kl 5555 3D ikt &

AR Participant Manager | AR Participant #EZ ANHE Session FRUUMREES 5&

FERINBER IR R & 285, AR Foundation JFUEXHZEA] PREEN RHATAr BEREE . &
AVHE, KA, AEHBHARFTITTEREST R, BV H 7T T EREAT R A%
58, MAXBIEHATHAB I T AL, 40 AR Plane Manager, ERME )G, ©SfFEH
FHEAHIE R, (HIFASIALERRIRFE, AR A AR A A sl 4 A S ko

WHTATIAR, J3 F S s 0 o] BREF A B A B SRR ER TRe . Bildn, wTDUEIE S5 FH B
Fi AR Plane Manager ¥ 5 Fl k& Z A FHAQN DI GE . A TEESRE, BREXRE—E
T FETTUR I AR, PR S e A A FH SR 2 ] R R R A P B A B L B AR

232 FREENREH

AT ERERX SAAT A ST MR, i, MNAEBES S ZRTH
FAT BR X SORAS BEATALI, BT T ERERXT bR, X IUBRERN AT LT R, MFBRRR
IFIL A AT BRERRS R o AR BATTH] RE /G ZEAERF 2 F AP A E R — SR AR, X, T O S
ARG AN, RATATEL “iTEY” FFEX LR RTINS SALEE, W3R 2-4 FioR.

% 24 RN REEREAEY
' A BREFN RE TR TREH

AR Plane Manager planesChanged
AR Point Cloud Manager pointCloudsChanged
AR Reference Point Manager referencePointsChanged
AR Tracked Image Manager trackedImagesChanged
AR Environment Probe Manager environmentProbesChanged
AR Face Manager facesChanged
AR Tracked Object Manager trackedObjectsChanged

AR Participant Manager

participantsChanged
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%2$ARFoundanon§£m e reer———
2.3.3 EETREXNR

AR Foundation * i) A BRERXT B, A KA AFEFEIMER, G ASIEEATATS
5. U referencePoint 1 Enveronment probes, X[ EREZT R 7] PLFBhE in A ER, Plane
F Face &5 oA i w] PR B2 52 ) 5245 1 AR Foundation [ 218 F A — o 2 BE W] DL [ 2045 5,
WA LAFSE 0 MIER, 0 PointCloud.

BT — AT BRI R e R AR AT B, Bk, BTN iz H X R
(Destroy) A EREAXT 5, Hskin o847 F Destroy() /754 AT PRES N B AT e & S BUN FH 4 .
X T AR L] LT Zhds iAo B i el ERER XS B, AR EE AR AR T BRI v, Bl R R —
MBE L, BRITHFEFA ARReferencePointManager.RemoveReferencePoint() /772 B1 7] o

FEIRIN— AT EREZXT B, AR Foundation 75 E M — RFMHES T/E, Kk, AN
—ANHEREXNRE, EHAeD LYW RGTHRE, HEIRSGHEETEARETREN R AL
#NINZ] AR Foundation RZH, XAk FEAIA ) B AT PR B xd RBA M. A UIH AT BRER T %
R, P K AT ERER XS REAE — A pending JEYE, pending JEMEN true R FRIRZ T EREET R 2
LW INIMEE A EIERINE] AR Foundation FREZ RS, KX @ v KA 211% AT R i
X RPERERAE B, ANEE QARG & 2-4 Fiom .

KA % 2-4
1. wvar referencePoint = referencePointManager.AddReferencePoint (new Pose (position,
rotation));
2. Debug.Log(referencePoint.pending); // "true"
3.
4. /7 HEIMIPETEAR MK
5. void OnReferencePointsChanged (ARReferencePointsChangedEventArgs eventArgs)
6. {
Y foreach (var referencePoint in eventArgs.added)
8.
9. // TEAEEREZIN B
L }
11. }

FEARISIE . 2-4 1, IIN— referencePoint J5 % FASE HUIRZS, referencePoint.pending
A true, FEURFE ZAERERNT RUE R HIERINE] AR Foundation JREFRS, HULIZEHAEN
OnReferencePointsChanged H4 A& %&ﬁﬁl?’i, HEEIERMAD) (TREELESE 2 hiskHEH 3
A REARAD .

3 T BRER R AT DUS AR B B AR AT, ARSI ARG B 2-5 TR .

KAk % 2-5

var planeManager = GetComponent<ARPlaneManager>();
foreach (ARPlane plane in planeManager.trackables)

// KRBT IE{EIR B ARPlane
}

W AR AT R, B HEE trackables J& M3 [M]—N TrackableCollection 2245, X ME
& BAVATLAER foreach FEFF AT . S 4k, FRATER] LAE A TryGetTrackable() /7 ¥£3KHL
FesE AT EREEAT R, %071k R AR HE— AN Trackableld 4%, B[IW] FREE%H 51 GUID {H.

FHEF AT GE 2 FHES EEREN RIAT A, HXAR 458 F & B 8806 v] BREF T R
P, BIIRATAT A R EE RPN R FFHE, EXARZEH A6, BaX
I FRATT AT LA g Ak 34 o8 45 R B A A TE AR BR R (R X R AT Ab B, RIS AnAR IS B 2-6 i



2.4 Session B
RAHE 2-6
1 var planeManager = GetComponent<ARPlaneManager>();
2 foreach (var plane in planeManager.trackables)
3. f{
4 plane.gameObject.SetActive (false);
5 }

e _FTARRD Hr,  BRATHRS BT AR B P I AR A DARH (L HE B

4] BR T R B AR AW B — NPT R ER AT RS 22 S A — M R prefab, X 4™ prefab
WA 1% A BRSNS R R A, A0S T prefab A Z0EE A AR Plane 2H14F. W8 e ft
XA prefab, EEEAE AR — NN prefab FEHFZIBATIRESG RAM AT R WK
prefab A H:HIZIE AT BRELN SN N, B PR N AR —>. #1471 AR Plane Manager
K 2| — AP, a5 PlanePrefab J& 76 W {H & ¥ X 4> prefab SEfil{k—1> AR Plane XJ %;
U RARBER prefab A AR Plane 41F, ¥ B3 A 4 WIH PlanePrefab J& 1 H 1 E,
AR Plane Manager } €] —/> R4 AR Plane P HZE R R

sy !

=04 ¥ 14 g
L e 1 i
d

£ AR MHEZETH, ANFEEE. £E AR YT, EEFTETLEEHVGEL, XEH
T EHE ST Session HATERME. MATCHATEIE, AR H Session £ 57 8NN FH A i i HAE 2,
Session [7X57ZE4G B3 S ERA B HAT AR S .

£ AR Foundation 1, 24t 7 4 F%t Session 1% WEHER/E, Wk 2-5 Fiw.

* 2-5 Session & L EZIBE{E
BE EHEY
Pause B Session, WAKHEEIRRER M ST BREERT R ERES, B RE. FHE S Session B, AR M
AN #E CPU 3 GPU %R
Resume | PILBHEEN Session ST, EYSL Session i, A2 NUCSI IR SORYIZL A PR SR SR
A PR R ] BE 2 HHIE

HH Session, IXHHIHERFTA AT IRERN RIF R RO IFAAHT ) Session, TP GURE R BRI AN RSB ER,
{E N B A7 P BRER X SR TS bR, e LA 2 H B

EHAN—NH Session, AN AR TS S0k, KON T EHBR Session HE4I 44— %1 Session,
BT (] L
{E AR Foundation #', Session F —* bool 2% [K] enable J@ M, @it e 7] PAFZEHi Session

MEE SRR, HIEH 1 Reset() /7%, W AHEEHAT EEBRME, REUARNFES 2-7 i,
Kbk # 2-7

public ARSession mSession;

private void PauseSession ()

{

if (mSession != null)
mSession.enabled = false;

Reset

Reload

}
private void ResumeSession ()
{
if (mSession != null)
mSession.enabled = true;

WO oo Jdoy s Wk
e e e e e e

[
o

%
. private void ResetSession()

o f

=
N

[
[8%]
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#£2% AR Foundaton 8 I

14. if (mSession != null)

15. mSession.Reset();

16z 3

17. private void ReloadSession()

18. {

19 if (mSession != null)

20. {

21, StartCoroutine (DoReload()) ;
22 }

23. }

24.

25. System.Collections.IEnumerator DoReload()
26. {

27 Destroy (mSession.gameObject) ;

28. yield return null;

29, if (sessionPrefab != null)

30 {

31 mSession = Instantiate (sessionPrefab) .GetComponent<ARSession>();
32, Debug.Log ("HE# session RI! ") ;
33. }

34. )
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W3R CPERNSSENER

FHAEI R Z AR BN RZERL, b ARKit. ARCore i 42 SenseAR, #Z{HL-FHK
NThee. {EIKZE Provider H1, FIERE RGN EBBM AR TRE S, HRIBAFE S =4E 8
R T I, R AT A I 4R AE S XV AP T . AR Foundation tH42{:5% 55, H ¥ B
WA 1 S (A v R e AL

. AR
]
e 2
N
-0

58 2 TP RA1AE Pt 2 e %, AR Foundation ] AR Plane Manager &
7 B RS B 1P T .

3.1 Fmten

AR FAGHI P 9 2 : AR Foundation X $5AR A LEREL B B BA AT /AT AL 2E, 73 B MG i
REAIE 5 CXESRFAE s AR B R A . 5855 B b BCRR £ FIAH VIO 1 IMU BREZX
SRR I =4 G B EERERE R, SPRFIE A5 BT AR, FE2H 2= A A B ARE
HHEF G ENERFAE SR, WURI R 7P, Fioa i E. 7R
5 &, AR Plane Manager #7157 F I ~F- 1] DA SS9 B LRG0 HH R P17, (R A SR BiE 4 F 1 o

{E AR Plane Manager H', FRAITA] LAV EFHASII 5 2, 7K F-Fiiii (Horizontal), HEEF
[l (Vertical). /KFFH&EEF (Everything) BE KM FH (Nothing), WA 3-1 FiR,
RIS — N REMERE R T, TARYE S H 75 BB A A U 77 =R ADUAG S A P Re

o s e S
WOaIICVUEW AP PR PR

WB3-1 REFERASR

f#H] AR Plane Manager, Wi#i<#t T FEANTE, SEBmeeletm. EHE
i MR EEE . 29— F RSP E A ZIR, AR Plane Manager 2S£ 646 —/NFH
Prefab K&/~ %P1, WHRFIF A AR Plane Manager [¥] Plane Prefab J& 1% A W {&, AR Plane
Manager # 2 SEFE— PN B R, FAERZAN N R EHAR AR Plane 411F, AR Plane A%
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®o® FmewssyiER
IR LIPS (CHENSE

AR Plane Manager Z114i&F — planesChanged F1, JF& A i o] LM 5344, LL
R 7E S T R A SR B AT A DA 2

3.1.2 FHALFEE

{E AR Foundation #1, AR Plane Manager H-/4 % 57 P [R AT AL IESY, {H ] (3 Plane Prefab
JE PTG E R TR A 5T E5 1 |mEHIT, RATHE 7 — AR Default Plane Xf R4E Ay il
&, R AR B T 3-2 PRt

AR Plane HFMITZTFH&SLBIEEE, W0E BEBRT A S0Z LRI 5 E%‘J
RN E—FTH PARHE SR ERE (B 3-2 FEENREEE, R MZEEEZ A BE N RFE S 4
A[HJENE I, X ERl E R AIAER ). AR Plane Mesh Visualizer ZH4F 3 22 & Midl
FURHE A5 HARARHAE s = A R — AP A, 54N P94% J5 4 B Mesh Renderer KA &
EA RVE AT BN E T 4084 — Line Renderer 214, &% 51184 i nl #4LE BIiL
FEL, FTUMERBOAFIISHA T (EE TR P 3-3 fiw.

A 3-2 AR Default Plane Xf REEH M4 ¢ A[E 3-3 AR Default Plane T 1k B4 E) 97 TR E

3.1.3 MHEERFET

XS SV 1 £ T T BRI B VE S AR R A5G S AR B AN ST, B I RA 75 B S I AT (R ST
T i 7 B X AW 1 P T s AN MEAL AT R T 5 (AR Shader 55 ARFeatheredPlaneMesh
Visualizer.cs fi4<3k | Untiy 5 /7 AR Foudnation Z%f5).

IS BT AF ARG RCR, AR BB R .

(1) AEREBOIIE,

(2) HEFHE—MEGH TR Shader B, (/7 Alpha EIE¥ZE K PNG # AL
B, it Shader JHIATE LXMW ISE, Ko%Kk

(3) G5 — MR, L FR SRR, A5 LA

iR Ll BB, BATE BN AR Default Plane FfIM AT .

(1) MEE AR Default Plane i fi44 | ] Line Renderer 2145

(2) %5 QARSI 5 3-1 Fron XA, fifE—7KF Alpha BIEBH] PNG #4038, JHH
#—F X — Shader A4 .

KA £ 3-1

1. Shader "Unlit/FeatheredPlaneShader"

2. 9
D Properties



fEiXA™ Shader 4 3 58, WA 3-4 fr
. Texture NEEREME, HIRAIFIERISEER
#5ZJ@tE, Texture Tint Color NZFH B Rgifh,
BATEALL SRR 725 BoRdk, Alpha {8
& &N 220; Plane Color AP Ftfh, XH

RAOTREES R, Alpha (HBEH 0. uE3-4 @& Shader B

31 FEEHE
4. {
5.z _MainTex ("Texture", 2D) = "white" {}
6. _TexTintColor ("Texture Tint Color", Color) = (1,1,1,1)
7. _PlaneColor("Plane Color", Color) = (1,1,1,1)
8. }
9. SubShader
10, {
11. Tags { "RenderType"="Transparent" "Queue"="Transparent" }
12. LOD 100
13. Blend SrcAlpha OneMinusSrcAlpha
14. ZWrite Off
18.
1l6. Pass
17, {
18. CGPROGRAM
19. #pragma vertex vert
20, #pragma fragment frag
21. #include "UnityCG.cginc"
22. struct appdata
23 {
24, floatd4 vertex : POSITION;
25. float2 uv : TEXCOORDO;
26. float3 uv2 : TEXCOORDI1;
29 . }:
28.
29, struct v2f
30. {
31. floatd4d vertex : SV_POSITION;
32. float2 uv : TEXCOORDO;
33. float3 uv2 : TEXCOORDI1;
34. }:
35.
36. sampler2D _MainTex;
37. float4d _MainTex_ST;
38. fixedd4d _TexTintColor;
39. fixed4 _PlaneColor;
40. float _ShortestUVMapping;
41.
42. v2f vert (appdata v)
43. {
44. v2f o;
45. o.vertex = UnityObjectToClipPos (v.vertex);
46. o.uv = TRANSFORM_TEX (v.uv, _MainTex);
47. o.uv2 = v.uv2;
48. return o;
49. }
50.
5. fixed4 frag (v2f i) : SV_Target
52, {
53 < fixed4 col = tex2D(_MainTex, i.uv) ¥ _TexTintColor;
54. col = lerp( _PlaneColor, col, col.a);
55, col.a *= 1-smoothstep(l, _ShortestUVMapping, i.uv2.x);
56. return col;
57. }
58. ENDCG
59. }
60. }
61. }
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(3) HE—A CHHA X, dr4 N ARFeatheredPlaneMeshVisualizer.cs, %5 iS5
B 322 FraRAig.

KA FH$ 32
using System.Collecticns.Generic;

using UnityEngine;
using UnityEngine.XR.ARFoundation;
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60.
61.

[RequireComponent (typeof (ARPlaneMeshVisualizer), typeof (MeshRenderer), typeof
(ARPlane)) ]
public class ARFeatheredPlaneMeshVisualizer : MonoBehaviour

{

[Tooltip ("The width of the texture feathering (in world units).")]
[SerializeField]
float m_FeatheringWidth = 0.2f;
public float featheringWidth
{
get { return m FeatheringWidth; }
set { m_FeatheringWidth = value; }
}

void Awake ()

{
m_PlaneMeshVisualizer = GetComponent<ARPlaneMeshVisualizer>();
m_FeatheredPlaneMaterial = GetComponent<MeshRenderer> () .material;
m_Plane = GetComponent<ARPlane>();

}

void OnEnable ()
{

m_Plane.boundaryChanged += ARPlane_boundaryUpdated;
}

void OnDisable ()
{

m_Plane.boundaryChanged -= ARPlane_boundaryUpdated;
}

void ARPlane_boundaryUpdated (ARPlaneBoundaryChangedEventArgs eventArgs)
{

GenerateBoundaryUVs (m_PlaneMeshVisualizer.mesh) ;
}

void GenerateBoundaryUVs (Mesh mesh)
{
int vertexCount = mesh.vertexCount;
s_FeatheringUVs.Clear ()
if (s_FeatheringUVs.Capacity < vertexCount) { s_FeatheringUVs.Capacity =
vertexCount; }

mesh.GetVertices (s _Vertices);
Vector3 centerInPlaneSpace = s_Vertices[s Vertices.Count - 1];
Vector3 uv = new Vector3(0, 0, 0);

float shortestUVMapping = float.MaxValue;

for (int i = 0; i < vertexCount - 1; i++)
{

float vertexDist = Vector3.Distance (s Vertices[i], centerInPlaneSpace);
float uvMapping = vertexDist / Mathf.Max (vertexDist - featheringWidth, 0.001f);

uv.x = uvMapping;
if (shortestUVMapping > uvMapping) { shortestUVMapping = uvMapping; }

s_FeatheringUVs.Add (uv) ;
}

m_FeatheredPlaneMaterial.SetFloat ("_ShortestUVMapping", shortestUVMapping):
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62. uv.Set (0, 0, 0):
63. s_FeatheringUVs.Add (uv) ;
64,
65. mesh.SetUVs (1, s_FeatheringUVs);
66. mesh.UploadMeshData (false);
67. }
68.
69. static List<Vector3> s_FeatheringUVs = new List<Vector3>();
70. static List<Vector3> s _Vertices = new List<Vector3>():;
71, ARPlaneMeshVisualizer m_PlaneMeshVisualizer;
12, ARPlane m_Plane;
73. Material m FeatheredPlaneMaterial;
74. })

A R B HCPH AE S, B RAE P #iFR . ¥ AR Feathered Plane Mesh
Visualizer #:# %] AR Default Plane Fifi{A L, 5ERL2 J5 T AR AE R A N % 0 P 3-5 s
FikiElT, W NELEFIEE T IR, WA 3-6 Biax. A AR Foundation [
PR AL, MEEFE R RCRER L, 1 AP At — NI T

 FeatheredPlaneMaterat . #
»  Shader (UnliFastheredPlansShader o oo .

A 3-5 7 AR Default Plane Fisi{k EEH T MZE sB3-6 THAEREANEFEERRE

314 FRS5XAFEEEN

AR Foundation {1/l AR Plane Manager 3/ B Fir A7 Kl 21 01, Xk P B AR5
RS . EERMATFRT, BINEFHSAITE S XA TFEANIIEE. Bor5 Rl
F M FHEERBIFTR, FF AR Plane Manager 7] BAJ7 I SE I X 26 FE K .

TERT CIRATH 2Iid, AR Plane Manager 51 BN FEAHXK T, HE-NEK
enabled, ¥ # enabled=true B} FF 5 T FIHIAM: #E enabled=false W Z%H 7 FHEH, F
e, FRATTAT LAFEH T {8 Aol PR AR RS 42 1) AR D O P U8 S5 5 P AERT SO 3R 21 B, AR
Plane Manager 3/ $1 F0xt KLl ) 1 P IGHEAT T UMM ISy, (R, 7626 P AR IS 3R A 158 1
U O B AR R

7E Unity LR, FrE—A> C#IA S, fir# N PlaneDetection, w5 WARALE . 3-3 Fr
.

R # % 33
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.XR.ARFoundation;

using UnityEngine.UI;
public class PlaneDetection : MonoBehaviour

oW wN
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7. A

8. public Text m_TogglePlaneDetectionText;

9 private ARPlaneManager m_ARPlaneManager;

10. void Awake ()

11. {

12, m_ARPlaneManager = GetComponent<ARPlaneManager> () ;
13. }

14, #region o H-SAEH P H

15, public void TogglePlaneDetection()

16. {

17. m_ARPlaneManager.enabled = !m_ARPlaneManager.enabled;
18. string planeDetectionMessage = "";

19. if (m_ARPlaneManager.enabled)

20. {

21. planeDetectionMessage = "ZEF A" ;

22. SetAllPlanesActive (true) ;

23. }

24, else

25 {

26. planeDetectionMessage = "Jg I P& ;

27. SetAllPlanesActive (false) ;

28 }

29;

30. if (m_TogglePlaneDetectionText != null)

31. m_TogglePlaneDetectionText.text = planeDetectionMessage;
32. }

33.

34. void SetAllPlanesActive (bool value)

35. {

36. foreach (var plane in m_ARPlaneManager.trackables)
37. plane.gameObject.SetActive (value) ;

38.. }

38. #endregion

40. }

£ LIRS, 45| N T UnityEngine. XR.ARFoundation 5 UnityEngine.Ul ®§>ir 44 4%
], BREAIEAF] AR Plane Manager,  H 3RA 14 28 F $ER 4% 1 2 75 T J8 1 A il
£ Awake() /772 H HE:3KHU AR Plane Manager 2114, %A %4, T AR Plane Manager 41
HEAH R M7 5 R L. TogglePlaneDetection() & V) 4~ [ 46l ¥ 25 sR H, FRATIAE ) #&4H S 4
REEHNZR B A, R — %R, ATE S YI# m_ARPlaneManager.enabled fRZS,
BI O3 8 52 AP R T BE . SetAllPlanesActive()/712: i 32 B2 H f2 40 B A I 21 °F [ i
Bon, MRE-FERANAPRERECRNEIKFILE SR (XEFEERAL, RIHES
¥ H Destroy() /7 544 5 ksl 9°F 1, KM AT SCANIE, AR Plane Manager 1 5T CU RSl £ (1
FHEHAHE, FATERNFIEHBTH, FLE, FIHB-FEa s KR,

BB EIEE BN, SR ZMARBRE L, RIOTA TR ZHAERES AR Plane
Manager HHMHERZHZXMNZ L, RELE UL F4 — Button #] OnClick FH 4% 3
TogglePlaneDetection() B E BN 7, 40 3-7 iz,

& EAAINCIET

Togglel

2B 3-7 4%k Button & OnClick E4%] TogglePlaneDetection() 75 5%
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315 ExREREELNER

f£ LY, CALBFHANIhEERIFE 5XE, X Rl 2Pt 7,
TR AT LUA R B E bR FINRAIEATLAES], BIMERNICHAFmQMIIGE, SRl
FIRPEAKARRAFER, TS 2, T8 5360 Al Th 68 3 A 2 52 mi 2 oA U ) #9-F i

EXRMFIE T AEJS, AR Foundation ¥ AN F R IHT 1°F 0, XANHEALRINIAN
AHM, ELBFRIES, RAIAERBORNBM-PH, BESEREFIOGNIIEE, CUE
P VS A N0 38 £ P THT B A T S o A B 81 %) S T T S P 2 AT — 3l P T A I TR .
ASEIXANTAEE, TE Unity TREH, BraEg— CHEIAAE, €744 PlaneDisplay, %5 1l
RIS B 3-4 AN .

R % 3-4

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.UI;

W o oW s Wi
PR T

public class PlaneDisplay : MonoBehaviour

{

public Text m _TogglePlaneDetectionText;

private ARPlaneManager m_ARPlaneManager;

private bool isShow = true;

private List<ARPlane> mPlanes;

void Start()

{
m_ARPlaneManager = GetComponent<ARPlaneManager>();
mPlanes = new List<ARPlane>();
m_ARPlaneManager.planesChanged += OnPlaneChanged;

}

void OnDisable ()

{
m_ARPlaneManager.planesChanged -= OnPlaneChanged;

}

#region 7N R GECREU 1)

public void TogglePlaneDisplay ()
{

string planeDisplayMessage = "";
if (isShow)
{

planeDisplayMessage = "[&lFm";
}
else

{
planeDisplayMessage = "BRFHi";
}

for (int i = mPlanes.Count = 1; i >= 0; i--)
{
if (mPlanes[i] == null || mPlanes([i].gameObject == null)
mPlanes.Remove (mPlanes[i]);
else

mPlanes[i] .gameObject.SetActive (isShow) ;

}
if (m_TogglePlaneDetectionText != null)
m_TogglePlaneDetectionText.text = planeDisplayMessage;

isShow = !isShow;
}

private void OnPlaneChanged (ARPlanesChangedEventArgs arg)
{

for (int i = 0; i < arg.added.Count; i++)

{
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52 . mPlanes.Add(arg.added[i]) ;

53, arg.added[i] .gameObject.SetActive (isShow) ;
54 , }

B55. }

56. #endregion

57. 1}

7E ARG, B 465\ UnityEngine. XR.ARFoundation 5 UnityEngine. Ul #4425 1] .
£ Start() 77 ¥ P8 ] m_ARPlaneManager.planesChanged += OnPlaneChanged 3 /16 1) °F
1 & A 44, @3 OnPlaneChanged() 7 5, FRATTIEFTE CAR NI 2 1 °F T R 47 1F
mPlanes List 71, Ff b2 7 kel 2] () °FH ) B~ R4 . TogglePlaneDisplay () bfi 32 VI 4T [
BRRAHI R E, AT UE A 4 Aok i s B A, R — xR, Uic
K20 P I BonRAES . XEFEEERE, BRI HH Skl 20 ()1 1 & 4R 47215
mPlanes List H1, FEIIIXA List " ORAF 802 57 7 58 A BT, 84732 3 shl Bt
A FTH (7€ AR Foundation #, AR Plane Manager {4 1 5t H 8. . MERF1H,
R IEA S REM BN FRAVERAF IO AT I 2 (171D, FRATE 50 75 ZMM R B L 5 30 KT THT, AR D) 46
CRECFE 1 B RES T KR,

! FHEM G W - RERI T, R L 3-4 TR,  Start()h & Pt
Vizr ‘ AT T M, % OnDisable()77 % F #H T2 M, WRFHRAEL L 09 W ALKH 2 5]
ZUE BHENER,

’:TJJ:w HHAMEH —RE, N &R 24 HE/E S AR Plane Manager ZH {1 AH 5] () 2 57 % %
1t BRJE1E UI Hffi FH —> Button (1) OnClick 144552 £l| TogglePlaneDisplay() i SCE[ 7] .
AT A T A R A ANZE 5 A 2] P T B A RS 1 D RE R 4 B 3-8 Fs

@ ' T (b)
AE 3-8 FmENsiEE BNZRASEANTNTEEE mABRAENERRTER

32 PETE

FHEAE I (Hit testing. Raycasting) J&7F 3D ?IW*@%@M%WE’]%%K?‘?% f£ AR
Foundation #7, & T {#f Physics.RaycastOF{TREBERMZ 71, EH4ET AR Raycast Manager
LT IHTIE AR FACEESHER 5 T . RPAE A I RERAG I .
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321 SEENE S

Raycasting, ELPFASEESGT, @ERIBECOMEATANERN . FLENRZE 3D
Bttt 5t B PN @ R R —FEOR, I07E 3D, VR kARl 1 s d RO L
ol M LA — SR, ARE A B AR

f£E AR 1, LRAFEATI PG, WOR BT I LR RN, R —
ANV, TEEFH A A S B E R R ? B AE A T B AP T R =R, T IRATIAIFAL
B SR R RCR A R, G e A T T b = R JROCE T AR R ) R 3 A
TR BEAT SR -

S AR ) R A SR B R AE = At S M — A R — AT RS — SR R IR S £, 7R
SRR B, — H5EmM T M A R R AR, A MRS I R . AT BRI A
SRS BT ki b HARRORL I, o u] DUR S R I A A R AL B, B, RATRT AR
R PR R, FARENL (AR SRR BRIIMIRE) WA EREE KL, SH%
I REAT A I, SR A A ) R ] R AL, RO A AT AR S B B ) S T Ak
BEREME T, SRR M E 3-9 frs.

JE3-9 HERNFER

EF 3-9 Hr, S AR BFRUL, F P #ER R EFHLI S, Raycasing 1 B ARk &40
Pl R A, CURTR AL BN EEE, B E SRR vT LLIE S P s R — %%
Hek. NEEYAE R, @i pdi St UM E— KSR, R ZRE SRk
BEATREREAG I, G0 SRR AR R (R R R, X AR TR AT B B .

HEfEgisch, RIUISEMEH 7HEEMN, wAREEE 3-5 Fin.

KAk 3.5

1. using System.Collections.Generic;

2. using UnityEngine;

3. using UnityEngine.XR.ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

5.

6. [RequireComponent (typeof (ARRaycastManager)) ]
7. public class AppControler : MonoBehaviour

8. {

O public GameObject spawnPrefab;

10. static List<ARRaycastHit> Hits;

11s private ARRaycastManager mRaycastManager;
12. private GameObject spawnedObject = null;
13. private void Start()

14. {
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k3w ¥mEWSsEARE

5 Hits = new List<ARRaycastHit>();

16. mRaycastManager = GetComponent<ARRaycastManager>();

1. }

18,

19. void Update ()

20. {

21. if (Input.touchCount == 0)

22. return;

23. var touch = Input.GetTouch(O0);

24, if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithin
Polygon | TrackableType.PlaneWithinBounds))

25, {

26 var hitPose = Hits[0].pose;

27. if (spawnedObject == null)

28. {

295 spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

30. }

31. else

32, {

33, spawnedObject.transform.position = hitPose.position;

34. }

35s }

36. }

37. }

iR, A A mRaycastManager.Raycast() /7 2= s & k0 B A J5CE R 204
AL E. Bk, £ AR, BREAEZXTE TERK B3R E Gk 2] P KD,
FERE TR TBCE R A PRI, 38 0 AR 2R W e e A

3.2.2 SHEACNIFRE

AR Foundation 1 {15 26481 55 Unity A Physics BESfSH AOSHERASIUAHEL, (EE24E 10
SLHJEEE, £ AR Foundation i F S R Al 75 2246 A AR Raycast Manager 2014, %2104 R
REFRECISF I . S, 2D B8 A, AREH THZ S § 3D Yk, BN S5
BA I AR T B AL [F] — AR B (], BT U444 75 ZE 4 R7E AR Session Origin Xt L.

AR Foundation 1ESF 26400 AT LMER A F AT EZ —, HEEUERWE 3-1 Fin.

= 3-1 AR Foundation 54 /7 35%

S AR 75

ik

public bool Raycast(Vector2 screenPoint, List
<ARRaycastHit> hitResults, TrackableType
trackableTypeMask = TrackableType.All)

X1 NFERANR R, B802 WTR S RERERERRN RIR, S5
3 M Trackable JRTUHERY (BP R X —AKER LA AT BRERXT SUSEAT SR,
GITERIR EHE N bool B, true xR AR, false AR R Al

public bool Raycast(Ray ray, List<ARRaycast
Hit> hitResults, TrackableType trackableType
Mask = TrackableType.All)

S% 1 N Ray KRG (WA E 5D, S48 2 NiTE S5k 4
AN SR FIR, S8 3 A Trackable R HERL (B H o —28k 12507 iR
EEXT RAATH AT, %I IR FME A bool B, true Rom A EREE,
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trackableTypeMask SUHEH I T it 18 76 BEEAT MR IR X 25— Trackable 278,
HAETURRE 3-2 FrorBHER—1, WaLLEJINMAE, mREILYS, KA EETA
&, 10 TrackableType.PlaneWithinPolygon | TrackableType. FeaturePoint.

# 3-2

TrackableType @14%

TrackableType B 14

ik

All

EAMEH T S5HCE BT D i R AR AT . SRS AME, BATE
AR Foundation 1, KIS LHs 53 5P B AT, 2RO &,
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AT FRATIAE FH ) A S A 1) 7 SR B R R EERAE 7T L, L T XA R, (H
MR JGRF NFEFEE AR Plane Manager #¢25 R . T4 44 SRR Fok, w2 foma 2 LLF 1
NEHN ENEN Efaett, SEBNMEEE. EXMEL T, WREIEHT5%
B BRAYBERESHE S TR RN RS, A2 52 3RS K5 .

(3) fEmREA . HHS% B AR R EMOL IR Z s Wi S 3%
S m L IR R R e .

(4) REFBRES S5 PGS ERE. / AttachReferencePoint() 5 i A] LLEE—
% 5 Ve, MMRFESREZSE L THEUYE SRR SR 3. WE
—/NEH VI LA AttachReferencePoint() 7B — NS % 4, ESH EHN S8 E
xv z 7 EE, NTRFESE RS PFHALEXREL .

£ AR Foundation 7, AR Reference Point Manager $24t 7 113 3-4 iR B HS % 4.

F 34 AR Reference Point Manager 1248975 5%
FiE 3] fHiR
; " F %5 52 ] Pose #IN—~2% 14, Pose Nt FALbRS [|) F 8 A4,
AddReferencePoint(Posc) Tk iR Al — N7 ARReferencePoint
FA% 7€ 1) Pose BIE—/MEXT T AW B F i) ARReferencePoint,
AttachReferencePoint(ARPlane, Pose) Jik | HH ARPlane 22— O BRI, Pose Mith FAs bRz 6]
IR T

BE—/~ ARReferencePoint, 1R ERARIINIRE true, W1HIE

RemoveReferencePoint(ARReferencePoint) | 773 ] false 7% BB X4 ARReferencePoint B4 FfEBREARA




33 mEE5BER
g3k
Fik E 3] iR
7f ARReferencePoint K A4S0 Al & HIH M, GIg— K
referencePointsChanged H4f | ARReferencePoint. X—/NILAFH ARReferencePoint HE4T B HT.
¥ E—/> ARReferencePoint

AddReferencePoint(Pose) /715 AttachReferencePoint(ARPlane,Pose) /7 ¥ 1 X Jill 7£ T,
AddReferencePoint(Pose) 2 | — NS i, JFE KRR R G IRER 2 B PO XME e E, W
R Session KA B HESE H; AttachReferencePoint(ARPlane, Pose) /7 k&K — &%
ROCMET Bl L, B AR S THAAEN S flin, R KR,
MZ% GNAEFEE y T EESA ET8s), HMENT y EASRAE, XX T1EFH
FECEIPRE RSN BT SR A .

FE¥ N ARReferencePoint B 75 BVEE K2, WIN—/ ARReferencePoint i 2 — 21 5 i ff)
i), fEAIN ARReferencePoint #AERAT 5 BRI Z BT, ¥ /1) ARReferencePoint 4T
“pending” IRAE, X “pending” IRZA{E ] LLE I ARReferencePoint.pending J& M7 & 1.
[FFE, #FR— ARReferencePoint t1 755 — 2Pyl g ], 4R 2B — MM ICRA Ik
i) ARReferencePoint, ANEHAEM MR . FIN, —EANEFIEH Destroy() 7 iEEHK
ARReferencePoint, X425 K& 1% WIHTCHTR, ARReferencePoint i ARReferencePointManager
B, LIS LT ] RemoveReferencePoint(ARReferencePoint) /77855 ARReferencePoint.

HHZ% s EEEI.

(1D RAEEMAZE L. ERZHEA T, NAiEZMHELELNY RS E— 2%
Mo TIARAGNMYMECIR — 1 HSH N WV T E IR 5 IS 57733 8] A i 34N AT BR
ERxT REAr B MR R R, WFTRERAMREERHZE . HASH MR
A LA S AR Foundation 7E%— i e B sott R4 | i 8, WG s 8 isEE 8
SHSE A, M RIBRIERIFE. Hoh, s e iR KT DX -7 58 sl e
¥, MR R 304 AR XA B S (R AN AL ) AR 37 5485

#ltn, s AR SR RLER P e R AN AT B R . 4 P ITA AR, AR Foundation
22 P T sTF 46 R 55 18] P ) S A AR . P FE ST L E — BB ST, RE1EHIK
FE BRI T, ERERT, RO —NSE EER R I, A —ANSF R EE
PR . GRS ARSI S —REME LT, SRR B B4R £l
WBE K. X, HANEERREMESRTPE L, HRFEMNzEPmEdrE, F7Fd
SRR TR bR TR A7 E

(2) RIFUHIEESH K. HEMEN, RIFILFEEENEDNRREEILSE &,
BRI BB SE ) K77, Bl H T AR Foundation 5873 SE tH 57 2% [6] A AR
M BN IEE e . MRALRFERDEBEERNAESE KT T, RZalE
— P ERIEHAMERTSE N, R EEIHZSE A

(3) FERFHANSHE S RN, B FERABERANSE LS SE. B
R FAFA ] BREE X R A 2774k — %2 ) CPU 44, AR Foundation AR B H EHSH 5
MORTERERNT R, MNTTAE BTG 1R ) M e 2K .

THERNEARSE SR 77, 78 Unity TFRES, HBrat—> CHHIA, 4N Reference-
PointController, %5 A{ AR H. 3-6 Pras{UhY
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KA 7% 3-6
[RequireComponent (typeof (ARReferencePointManager)) ]
public class ReferencePointController : MonoBehaviour
{
public Camera mCamera;
public GameObject spawnPrefab;
private GameObject spawnedObject = null;
private ARReferencePointManager mARReferencePointManager;
private float distance = 0.5f;

@ Doy U W
* e e e s e s

9. private void Start()

10. {

11. mARReferencePointManager = transform.GetComponent<ARReferencePointManage;>();

125 }

1.3\

14, void Update ()

15, {

le. if (Input.touchCount == 0)

. return;

18. var touch = Input.GetTouch(0) ;

19. if (spawnedObject == null)

20. {

21. Vector3 mMenu = mCamera.transform.forward.normalized * distance;

22. Pose mPose = new Pose(mCamera.transform.position + mMenu,
mCamera.transform.rotation);

23 ARReferencePoint mReferencePoint = mARReferencePointManager

.AddReferencePoint (mPose) ;
24, spawnedObject = Instantiate(spawnPrefab, mCamera.transform.position +
mMenu, mCamera.transform.rotation, mReferencePoint.gameObject.transform);
285 }
26. }
27.

Eﬁﬁﬁ$36¢,ﬁM%ATAmmmm,ﬁéﬁiﬁ%ﬁ?ﬁm%%&%%ﬁﬁﬁ,
AT H bR REH P & BT 0.5 K fyHh sy
WE—NSH A, FERNSHE R LEE - EAE.
ESHH LEBENFHEMBRESE A THER T
K, KPR DMRIES S fi S M EE A T #7-5F
RWALZ), R REEH.

BZ A AR AE AR Session Origin X4 E, H & &
AR R, gRiFIETT, Bdiht R 2 ETFHLER T
0.5 Az iy 77 B — L IE k. A XM TG
o S SR P A R AL, AR A 3-14 PR

a4 [0 VT R e

AR Foundation FEASI IR, AN AT ARSI 7K - T A2 BT, 3 v] DA A S 3
AT T 93 170 J7 1A 2 P A IE T 8 F Rl - 7E 3.0 it/ AR Foundation 34 AJ DA 6 3 2|
FFHFTHSE, FERUBIMFH> AR, M. HEHESE, 2XLYH
PlaneClassification #2441, W« 3-5 Fras.

* 35 PlaneClassification #%&
HEE iR
None KRB HR I 6P
Wall b i




34 FEH%

e
Mz ;s

Floor i

Ceiling RIEAR

Table S

Seat ¥ T

Door ]

Window il

AR Foundation XfFTf ) 74 KFEE4E AR Plane ZL1F () classification J@¥EH, Bk, &
1A DA B a8 i 1 A R BCP TH 7r 2R R .

TR H 2 28H vk, BB 1 % Helloworld THREAZER, FTHFZIRE, #ag—1> cH
A, fir 4 9 PlaneClassificationLabeler . 1% i 4x 3= BL5€ il B ME 5%, 28— MEHRHE classification
BHERAFE SR FHERMEI®G, A— T ERECKRN2E K FE ERRFEaEL. Zof
i IARAS A B 3-7 7R

RALFH# 3-7

1. void UpdateLabel()

2. {

3y m_TextMesh.text = m_ARPlane.classification.ToString();
4. m_TextObj.transform.position = m_ARPlane.center;
5. m_TextObj.transform.LookAt (Camera.main.transform) ;
6. m_TextObj.transform.Rotate (m_TextFlipVec) ;
7. 1}

8.

9. void UpdatePlaneColor()

10. ¢{

13, Color planeMatColor = Color.cyan;

12. switch (m_ARPlane.classification)

13. {

14. case PlaneClassification.None:

15. planeMatColor = Color.cyan;

16. break;

I, case PlaneClassification.Wall:

18. planeMatColor = Color.white;

18. break;

20. case PlaneClassification.Floor:

21. planeMatColor = Color.green;

22. break;

23. case PlaneClassification.Ceiling:

24 planeMatColor = Color.blue;

25 break;

26 case PlaneClassification.Table:

27 planeMatColor = Color.yellow;

28 break;

29 case PlaneClassification.Seat:

30 planeMatColor = Color.magenta;

31. break;

g2 case PlaneClassification.Door:

33. planeMatColor = Color.red;

34 break;

35 case PlaneClassification.Window:

36. planeMatColor = Color.clear;

37. break;

38. }

39. planeMatColor.a = 0.33f;

40. m_PlaneMeshRenderer.material.color = planeMatColor;
41. }
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B3® FmemssEeEE
UpdateLabel() /5 ¥ 1 97 SR Pl 43 4, H A L7 LA SR 0 R ah 4 0i 7 H -~ .
UpdatePlaneColor() /5% £ 5t LA [RI B E 6 e S AS 0 2 AN [ 40 28°F 1 . [RUONSF I Bl 2815 B
ZE4E AR Plane ', NFRifLEME, FRATE PlaneClassificationLabeler 1A &5 75 “F [ 71 | 44
AR Default Plane . AR THFEE/R UL, FrLLUETE BEAE1Z Prefab L % Canvas Renderer

1, 3 B4 Transform ZH{HEAF ¥ N RectTransform, HEEAREN. HFHiFialr, HMAR
FF, A LA BFH 2 B8R B 3-15 Fios.

(a) (b)
B 3-15 EHHEKEE

ZWK &I, HAT AR Foundation 1 73 I LA FF 763, A A HERS MEIEA frik
Android FHUEARMA H 5338, iPhone T LAKTHI H 7338, {H 583 70 AN R R AL -



W4 ERSHARIRE

Xf 2D ERAT R S ER ER 2 AR B FH 1S B R AU 2 — o I FH 35 SR E ) BB s
ER AR B ST AR ke 2D BT RINR S 5 R A RES, HFRIH 2D E&
RSB INEMYMAST R, XA ERZ N Marker Based AR. X 3D W44 A6 I B8 5 0 J2 %ot
HSEME R AT AR 2D BT INR AR R, A A T8 REEOR L 5t 3 8 1
3D YA HEAT R FE V(G LA, FHEL 2D R, 3D YA MR A R R v & R ZoR
B2 . AFERANTEE ) FIH AR Foundation Al 1R 5 5 ERER 2D B4 3D ki 771

A B EE%ET‘J@LE@LE&*H%@*R??E%EUE’J 2D @’thﬁﬁﬁ{ﬂhﬂ%ﬂi{l,
H HR S REAT IR ER A BOR . BB T PR B ) Bt 2 P BGRB8 R Ak U0
v B R B o SERRHERBR, BBRUUNBARRE B —TTEERAR, Hi=4H
FREHH EHAE AR E L AR B EGRALYERER, ERAD HAMER I EAM.

411 BEEEREEAERE

£ AR Foundation H', EEERER RGUKIE S % EIG T 1 B (S B2 A0 R B EA S ok
FIVCECH) 2D EMEIFERER . 7£ AR Foundation FFEMEIRERACIEEH, A —LReEIARELIR 4-1
AT,
* 41 BRIRERAIER
Kig 34 15 AR
WA 2D BRI R SRR — ANMRFHEE XS it P2, AR Foundation H§ MEAR L R R i) I
B 15 B 557 EARE N B R IE(E (S B BEAT X b, AP TE 225 B RRE Hh IR) L  f B B PR 40t

M 2% BB . — BLXTEO D, FOSCFREE R i B R K 15 558 BB B (9 5% BGR LR IR R
BHSE 2D R RS E R — Il

SHBBIERRAGME— RI AT X L2 BR, A BEREREFMLIH 13 %K
B, TEEBIL, % EEE PN SRR S % G RHEERE B ARG B,
ZA B TR AT L R OR B A . SRR, BB e e, @i TS
# BB EREERAZ T 1000 7%

AR Foundation 24 TEEZ SDK FESERE: API 2 1, /& AR Foundation A< EL4A
s BRI RN EE, B R AT, BB b B R R4

f£ AR Foundation ', EBIRERFHRIEMEH L, £ RE IL—NSHEEGE,
BB RSP HEE AR Tracked Image Manager 414, 85— 75 B SLHI4L Y Prefab R4S

Reference Image

Reference Image Library

Provider




gaw mESHeeNESE

H Tracked Image Prefab @14, T HIERAIHKEARERIE.

% RS, 1 Unity HHi— TR, HEEL—ASEEGE, 7E Project & M
ImageLib 3C43¢ F A i H-MK K%L HE Create> XR> Reference Image Library 8 — /NS HE1&
B, 44 N ReflmageLib, #IE 4-1 fii7R.

A Open C# Project

Animation

Animator Override Controller
Avatar Mask

Timeline

Signal

Physic Muev;'gl
Physics Materisl 2D
GUI Skin
. Custom Font
Legacy X 3
M Editor Window 1
Brush
Tervain Layer

JE41 FREBEERE

EFEFT 0 ReflmageLib 2% R FE, 7E Inspector & [+, Hdi “Add Image” HiNZ
2ER. KSEEGQEZERES, W42 For.

A‘ 4-2 AmBEER
£ 4-2 1, §—ANSEERR T RRERINEEE TR, HAMAE Lk 4-2 Fir.

*4-2 SEBRBREMEARIER
AiE IR 1 AR

—ARRBE RN AT, XA B FIEMEERA L B A 1ER, (B2 LRSS /E A

Name ALLEE B4 MR L FRRERNSHER. SHEEGLFTUES, FAEREN, B
BRGERSLT 5 %R referencelmage.guid {8, FIfXMEME—IRRE—1Z
BN
XA A, A R — K2 SDK BRI M — A 2D £R0 I BIR M

Specify Size HEE R, FFUnRERE, IMI—ER— KT o fKREY, I MIRER
BT, Unity £iR4E5 %5 BRI LH) B3RS S —ME

Keep Texture at Runtime — BRI . XSGR A BAH T80 Prefab 940

ek R TAEZ J& , 75 Hierarchy % 11 %#E AR Session Origin, - A3{4£#X AR Tracked Image
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41 20 ERRNRE

Manager 41, ¥ 25— HI1ER ReflmageLib 2% E% [ #:i 3] Reference Library @M, ik
B ALY Prefab, W1 4-3 AR,

A 4-3 EHEGCNERERE

% UG AN ] LIfE B AT 3048, Aid— H AR Tracked Image Manager JF 4R 3T B
ST ERER, 2% EUR R ANEEN null. Max Number of Moving Images J&PETE 2 7 KT IR
BRI EBE, S EREEREEGRT e . FB%, MHRERGEESRESE
b Bha BB IRE 2 AE R T FE CPU MAEMIMESS, B2 MBS BEBIRESSENH K. &F
wEUHRE, ISEERESKE SDK MEEA R KFIKXR, AEMEE SDK AR EF
BBAEAFRESR, X THEF & R ENHRES R %51 SDK 8k .

PPEIEAT, RERCRWE 4-4 iR, WREZLE Android FBEITIAR, WHESLHI1L R HL
MR, ROAMERTE p el T 180 &, XNEFESEH{LE ARCore JE/Z SDK S8 1. N
HOXAN 1, 7E ARCore 1 S2i4b b 005 St 75 245 v e 180 ¥, {HYE AR Foundation
t, SEFITL LA & T AR Tracked Image Manager H 315881, kT, Frbl HAIE AR
Foundation P f# piX A n] 8 A A ARV HEAT 180 B FEAEH .

fp K 44 Tracked Image Prefab % & J§ — M E# AL By Prefab, ZE AN 2| 2D H &
| BF, AR SRR 4B B R ARA, JF E AR Foundation % B 5 ¥ AL R <+ fuk
P AMNEN 2D BRAMNRTERA, ARME Y 2D B EBHRM A — &
FEPRAR. WHBHAEFENLE N ERRFEEEN,

(a) | (b
AE 44 ERRAREHRE

412 BERREIEBHAS%H

fE AR Foundation H, SEBI44 Y A B REALxH I AN 2 i A6 4 B R 2D BB AR K R 1 i Sk (A
SO RIE S E 2D BB, IO IR AT AR, TR 2 4R s M 7E R R AL
BE, ZANRKERRAGE. WH, ERRER N IEWHRERIIIR, EAMMEHE
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4% ERSHBEARE

SRR — B E R ERER DI RE XA . SE- P RIThEER S 528, REUIRATAT LA
B UIARESIE B 4-1 BRI R R o) PR BR BRI J5 T 5 28 A R B BR R BB B S B

RALFH % 4-1

1. public Text m_TogglePlaneDetectionText;

2. private ARTrackedImageManager mARTrackedImageManager;

3. wvoid Awake ()

4. |

e mARTrackedImageManager = GetComponent<ARTrackedImageManager> () ;

6. }

W

8. #region JHH-5%%H ERIRES

9. public void ToggleImageTracking()

10. {

1l mARTrackedImageManager.enabled = !mARTrackedImageManager.enabled;

12.

13. string planeDetectionMessage = "";

14. if (mARTrackedImageManager.enabled)

15 {

16. planeDetectionMessage = "ZXFIEGQIRE";

17; SetAllImagesActive (true) ;

18. }

19. else

20. {

2. planeDetectionMessage = "Jg I E&HRE:";

22. SetAllImagesActive (false);

23 }

24.

25. if (m_TogglePlaneDetectionText != null)

26. m_TogglePlaneDetectionText.text = planeDetectionMessage;

27. }

28.

29. void SetAllImagesActive (bool value)

30. {

31, foreach (var img in mARTrackedImageManager.trackables)

32. img.gameObject.SetActive (value);

33. }

34. #endregion

: 3 > — = =
PR ThRe B F 52 EAL, FRAMEH — MR BERIREE B 521, i2

P =
TRCR WA 4-5 P

1\B4-5 BASEABRKREBRYERTEE

413 ZEMRRER

{E AR Tracked Image Manager #1941, —1 Tracked Image Prefab J&1£, XM EIEHT

SRS 5. FEBR A, AR Foundation & %% BB EEEF, W 4-6 Fis.



© 41 2D G NERER

+E 4-6 AR Foundation BRIAZH 2 B{&IRE

{H7E AR N HE1THT, HAEA —~ AR Tracked Image Manager 411247 (£ > AR Tracked Image
Manager {42 FEERERM ), XFEHE R R E — 1> Tracked Image Prefab &1, B ASEESE
Bilf 2 A T G, SR AR R R ) B R R ER R SE BRI, BT AR T SRl A R &,
AT H REBAHAE K Tracked Image Prefab JE@ 1. £, FATAIFE AR Foundation 1,
AR Tracked Image Manager Z1{47E trackedImagesChanged {4l & 2 A it .28 SEBIAL T KU
5, I FERLICIE BT TE trackedImagesChanged 35 {4 H &2 Tracked Image Prefab J& ik
| SE A o3 T S A4 B READLN R H Y

ST, BATCMERBEZ: 7F AR Tracked Image Manager 414 ] Tracked Image Prefab
iR B — 7 B LA Prefab, #RJSTE trackedImagesChanged S i #2 FI{R added #
f£, B0 Tracked Image Prefab J3 F — 77 B LG4k (] Prefab, Ktk 257 % U R H
(). WIIE% ¥ H Tracked Image Prefab &y SpiderPrefab, 7Ef % Spider PR )5, A4 Tracked
[mage Prefab {£2 A CatPrefab, XFf, AR Cat BHR /G W& SLHI1L CatPrefab 1o HFrid—
S CH#IIA, 4~ MultilmageTracking, UL UI{CHLIE B 4-2 PR

KA H £ 4-2

1. wusing System.Collections;

2. using System.Collections.Generic;

3. using UnityEngine;

4. wusing UnityEngine.XR.ARFoundation;

5.

6. public class MultiImageTracking : MonoBehaviour

7. A

8. ARTrackedImageManager ImgTrackedmanager;

9. public GameCObject[] ObjectPrefabs;

10.

11. private void Awake ()

12. {

13; ImgTrackedmanager = GetComponent<ARTrackedImageManager> () ;

14. }

15.

16.

1.7, private void OnEnable ()

18. {

139. ImgTrackedmanager.trackedImagesChanged += OnTrackedImagesChanged;
20. }

21, void OnDisable ()

22. {

23. ImgTrackedmanager.trackedImagesChanged -= OnTrackedImagesChanged;
24 }

25 void OnTrackedImagesChanged (ARTrackedImagesChangedEventArgs eventArgs)
26. {

2l foreach (var trackedImage in eventArgs.added)
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28. {

29, OnImagesChanged (trackedImage.referencelmage.name) ;

30, }

F1. // foreach (var trackedImage in eventArgs.updated)

32: /7 A

33 // OnImagesChanged (trackedImage.referencelmage.name) ;
34. I/}

35 }

6.

37. private void OnlImagesChanged(string referencelmageName)

38. {

39, if (referencelmageName == "Spider")

40. {

41. ImgTrackedmanager.trackedImagePrefab = ObjectPrefabs[1l];
42. Debug.Log ("Tracked Name is .." + referencelmageName) ;
43. Debug.Log ("Prefab Name is .." + ImgTrackedmanager.trackedImagePrefab.name) ;
44. }

45. if (referencelmageName == "Cat")

46. {

47. ImgTrackedmanager.trackedImagePrefab = ObjectPrefabs([0];
48. }

49. }

50. }

HwPFIBAT, SefHiRnl Spider, FFSERIfL
Spider FEHLXS 55 P Cat, IXE 2 L6 1k
Cat BRI R T, BERWAE 4-7 Fis.

HEWRDAED, XMFAHLEME
R PR, BT 200 S I A ) PR, (ELRAT)
FoVEAE F RS0 P8 2w T A T R el
() 2D FEMR . FfEPOXA A, BARMEH AR
Tracked Image Manager £H4FSEBAEXT 5, T8
HEAE SRR R SEFi. ¥ AR sB 47 IS TEUNRTRE
Tracked Image Manager 2014 F [ Tracked Image Prefab JEPEEZS, ¥ Multi Image Tracking fEIA< (1]
ObjectPrefabs HUH IR FAHR M, HomSAALIE R 4-3 Ui,

KA E 4-3

1. wusing System.Collections;

2. using System.Collections.Generic;

3. using UnityEngine;

4. using UnityEngine.XR.ARFoundation;

5l

6. public class MultiImageTracking : MonoBehaviour

7. |

8. ARTrackedImageManager ImgTrackedmanager;

By public GameObject[] ObjectPrefabs;

10.

11, private void Awake ()

12 {

13. ImgTrackedmanager = GetComponent<ARTrackedImageManager> () :

14 }

15,

16. private void OnEnable ()

1%, {

18. ImgTrackedmanager.trackedImagesChanged += OnTrackedImagesChanged;
19, }

20. void OnDisable ()

21. {

22. ImgTrackedmanager.trackedImagesChanged -= OnTrackedImagesChanged;
23. }

24 void OnTrackedImagesChanged (ARTrackedImagesChangedEventArgs eventArgs)
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25, {

26. foreach (var trackedImage in eventArgs,added)

27. {

28. OnImagesChanged (trackedImage) ;

29, }

30. // foreach (var trackedImage in eventArgs.updated)

31. /A

32. // OnImagesChanged (trackedImage.referencelmage.name) ;
33. A}

34. }

35.

36. private void OnImagesChanged (ARTrackedImage referencelmage)
37. {

38. if (referencelmage.referencelmage.name == "Spider")

4. {

40. Instantiate (ObjectPrefabs[0], referenceImage.transform);
41. }

42. if (referencelmage.referencelmage.name == "Cat")

43. {

44. Instantiate (ObjectPrefabs[1], referencelmage.transform);
45, }

46. }

47. }

[A A Tracked Image Prefab J& P 475, AR Tracked Image Manager i A2 SR A ATAR K41
MR, TERNME TR R, £ LR, RATE trackedimagesChanged
PR R EMR added #24E, R4ESH BB A FEBAR I BB A B LBl B &R,
SEEL T AT ESR, AFEESRA P EIFEERE . EREXE M8, AT BE
FH if.. .else B(# switch...case 1A [ T A ] B FIAEAY, RIHERAT T T o5 FH & I s 28 1 77 =K,
9 5 AISTE . 4-4 Frafig.

RAG 74 4-4

1. wusing System.Collections;

2. using System.Collections.Generic;

3. using UnityEngine;

4. using UnityEngine.XR.ARFoundation;

5

6. public class MultilmageTracking : MonoBehaviour

7. A

8. ARTrackedImageManager ImgTrackedManager;

9. private Dictionary<string, GameObject> mPrefabs = new Dictionary<string,
GameObject> () ;

10.

1 S private void Awake ()

1z {

L3 ImgTrackedManager = GetComponent<ARTrackedImageManager>();

14. }

15,

16 void Start ()

1. {

T8t mPrefabs.Add ("Cat", Resources.Load("Cat") as GameObject);

19. mPrefabs.Add ("Spider", Resources.Load("Spider") as GameObject) ;

20. }

21

22. private void OnEnable ()

23. {

24. ImgTrackedManager.trackedImagesChanged += OnTrackedImagesChanged;

25 }

26. void OnDisable ()

27. {

28. ImgTrackedManager.trackedImagesChanged -= OnTrackedImagesChanged;

29, }

30. void OnTrackedImagesChanged (ARTrackedImagesChangedEventArgs eventlArgs)

31. {

F2s foreach (var trackedImage in eventArgs.added)
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33. {

34. OnImagesChanged (trackedImage) ;

384 }

36. // foreach (var trackedImage in eventArgs.updated)

37. /7 A

38. // OnImagesChanged (trackedImage.referencelmage.name) ;

39. /7 }

40. %

41.

42. private veid OnImagesChanged (ARTrackedImage referencelmage)

43. {

44, Debug.Log ("Image name:"+ referencelmage.referencelmage.name) ;

45, Instantiate (mPrefabs[referenceImage.referenceImage.name], referencelmage.transform);
46. } )
47. 1}

AT ERRY RN, RATEET AT LIE. BE— B L/ERK Prefabs i
Resources AR 7 EaNANER, 2 B TLAER{RIE mPrefabs “FH 1] key {5 ReflmageLib
SERBETRSHEEBGL 8. 2, RIMNMECLIEHPNZEEZHEA .

414 BHHNEURSEBRRE

22 BRPE ] LAE S I O IR BLLr, XAy M, (N kN Tk,
fE AR Foundation #, HXFFEBITHRAAESHEGE, AT CH%IRMNME, AR
Tracked Image Manager A 1+7E j5 AR HZE BB E L FAR null H, FRZABARSEE),
Rlt,  7E4E F R MR A FRER DhRERS, A ZH{R7E AR Tracked Image Manager A 14/3 Fi 2
AR BFSHEERE. BATTLMEARIEER 4-5 FiafRigshARin AR Tracked Image
Manager 414 &% 22 4

R F % 4-5
1. trackImageManager = gameObject.AddComponent<ARTrackedImageManager> () ;
2. trackImageManager.referencelibrary = trackImageManager.CreateRuntimeLibrary
(runtimeImagelibrary) ;
3. trackImageManager.maxNumberOfMovingImages = 2;
4. trackImageManager.trackedImagePrefab = prefabOnTrack;
5. trackImageManager.enabled = true;

FEFRINSE AR Tracked Image Manager 28 £ - 1% B 47 A N 22 BUR E Je HoA @t e, T
2 U 15 & trackimageManager.enabled = true, J& FliZ40 1%

Z7% B FE T LL&Z XRReferencelmageLibrary 5% # RuntimeReferencelmageLibrary 257,
XRReferencelmageLibrary 7] LAfE Editor g 48 P EIEE, (EAREEZITR B, AdEEITH
XRReferencelmageLibrary 2= H 3t /% RuntimeReferencelmageLibrary. 1 LL{# FAQHD I &
4-6 FirrAiS M XRReferencelmageLibrary fill## RuntimeReferencelmageLibrary.

KA % 4-6

1. XRReferenceImageLibrary serializedLibrary = ..
2. RuntimeReferencelmagelLibrary runtimeLibrary = trackedImageManager CreateRuntime
Library(serializedLibrary) ;

415 EHNDBRSEREGE

FENFZATIS, WAl CLBIAH S BB, TEARBUREEIF, BATLE Editor 4wl 4%
FRAEHIELF P12 % 1R B ReferencelmageLibrary 1 1 ReferencelmageLibrary 2, #R/5 13 HI
MEHITEZ TR BT BT R 55 BUR . #iE— 1 CHBIA, fr4 ChangelmageLib,
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G 5 ARSI B 4-7 BT ARAS o
KA ¥ 4-7

[SerializeField]
private Text mlog;

[SerializeField]
private Button firstButton, secondButton;

[SerializeField]
private GameObject prefabOnTrack;

W ~Jo Ul > WwN -

10. [SerializeField]

11. XRReferenceImagelLibrary[] mReferencelmagelLibrary;
12. private int currentSelectedLibrary = 0;

13. private ARTrackedImageManager trackImageManager;
14. void Start ()

1&.. {

16. trackImageManager = gameObject.AddCompecnent<ARTrackedImageManager> ()

17% trackImageManager.referencelLibrary = trackImageManager.CreateRuntimeLibrary
(mReferencelImageLibrary[0]) ;

18. trackImageManager.maxNumberOfMovingImages = 3;

1&%, trackImageManager.trackedImagePrefab = prefabOnTrack;

20, trackImageManager.enabled = true;

21. firstButton.onClick.AddListener(() => SetReferenceImagelerary(O)),

22. secondButton.onClick.AddListener (() => SetReferencelImagelLibrary(l)):;

23. mLog.text = "Rl TR

24. }

25. public void SetReferenceImagelibrary(int selectedLibrary = 0)
26. {

27. trackImageManager.referencelLibrary = trackImageManager.CreateRuntimeLibrary
(mReferencelmagelibrary[selectedLibrary]) ;

28. mLog.text = System.String.Format ("VI#S%EEEE (0} RIN! ", selectedLibrary) ;

29. 1}

FZM A HBRA ST H AR Session Origin XT%\J:, %ﬁﬁﬁﬁ‘ﬁ%}% TEE I{%E’.ﬁﬁ}ﬁﬁ
ReferencelmageLibrary 1 il ReferencelmageLibrary 2 3 o
&% EG FETR 25 mReferencelmageLibrary Xf 4,
Wik 4-8 s

fE A L #) f1, ReferencelmageLibrary 1 F1
ReferencelmageLibrary 2 22 B{§ FEF 53 51H —
kSEER, EdVIBRSERBE, AR NA&
B AR USE, b V) e 1) 2 5 PR P v ) AR B 4-8 &gzmm&;&g&

TR, BRI 4-9 Fia.

(a) (b)
2B 4-9 AR NSRBI B 605 2 BRE P B R TRMHR R
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mom mmomEeNES

416 BEIERNINZEER

—HRJE SDK XFHEBITHNEESHFMFHSEREESEREE, Hil ARCore 5
ARKit #SCHFAEIZAT AN IS BR,  BATTA] DAEFACIEE B 4-8 B USRI R/E SDK
B X FFEIBITR SRS EE R .

KA i $- 4-8
if (trackedImageManager.descriptor.supportsMutableLibrary)

/1 FFEFIINSH ER
}

WRK)ZE SDK HFHEBATI #AW N2 % BR, IXBf RuntimeReferencelmageLibrary sfi/&—
A~ MutableRuntimeReferencelmageLibrary, fEff1HAf, 7 %E4 RuntimeReferencelmageLibrary ¥
A MutableRuntimeReferencelmageLibrary FiffifH. (IR FECEITREIESHNSHEGE, W
Al LU#ER 2] CreateRuntimeLibrary() 77%, #R/E R HF% A MutableRuntimeReferencelmageLibrary
i, aAAIE . 4-9 Fs.

KA £ 4-9
var library = trackedImageManager.CreateRuntimelLibrary () ;
if (library is MutableRuntimeReferencelmageLibrary mutableLibrary)

/1 INEREIZH ERE
}

TN S HENSE B GR —MIEEERUES, FOATHERRISE BEOREERS
B, XAMTFERRILTZDR A, FHEMRS WA BESSRAIN, Jyb ik R A8 1 AN
FH15, 7T LAFIF Unity Job RG557A Ab TR X PR

e R0 s &% B, TEA{E ScheduleAddImagelob() /5544525 G In
#| MutableRuntimeReferencelmageLibrary, 1% EEBUIT

public static JobHandle ScheduleAddImageJob(this MutableRuntimeReferencelmageLibrary
library, Texture2D texture, string name, float? widthInMeters, JobHandle mputDeps = null)

IR [E{H 4 JobHandle 287, W] LA X~k [6] i Tl
EEMBEESLETTER, EHAMLMEENS
H5% JobHandle LAEREPEREFFHE. FRATATLAE
Fl %07 R I 2 A 2% B4 31 5 % E g
e, BUfE R0 0025 B EPE EAERER R, &b
TP HRKR. :

HEREMS BB EERE — LR eEE
Ko BEREBRTES, FBmEGNH
FRNEGREER R B2 REGERY
N6 R, EH &R RGB
24bit Bi# RGBA 32bit 43, X/MTHEERK

18
2.
3
4

ures w N

ll?IEIN;A
| = = 5;“‘5
- e

RGB 16 bit

{1 import setting B, 41 4-10 FR. [
ZAE WK, BHAIEINS % o R D R YTy
MW AER, EHE RSHFF IPG. PNG #,




41 2D EGHISNRE

i EAF A PhIE A NS BRI B RS0

o RAE Ky 3 A w5 % BRI A B A Read/Write Enable, #%5iF Bf ##% 7< The
| texture must be readable to be used as the source for a reference image; #n& B #% 2 i
¥R 6 F T, 4% 1 3R K The texture format ETC_RGB4 is not supported by the

current image tracking subsystem,

ﬁ@ﬁﬁﬂﬁfﬁmﬁﬁﬁﬁﬂﬁ%ﬁﬁ AT —> CHIEIA, w4478 DynamicImageTracking,
T ARG - 4-10 Prasflis.

KA F % 4-10

L. [SerializeField]

2. private Text mlog;

3. [SerializeField]

4. private Button addImageButton;

5. :

6. [SerializeField]

7. private GameObject prefabOnTrack;

8.

9. private Vector3 scaleFactor = new Vector3(0.2f, 0.2f, 0.1f);

10.

11. private XRReferencelmagelLibrary runtimeImageLibrary:

12.

13. private ARTrackedImageManager trackImageManager;

14

15. [SerializeField]

16. private TextureZD AddedImage;

17

18. void Start()

19. {

20. trackImageManager = gameObject.AddComponent<ARTrackedImageManager> () ;

21. trackImageManager.referencelibrary = trackImageManager.CreateRuntimelLibrary

(runtimeImagelibrary) ;

22. trackImageManager.maxNumberOfMovingImages = 2;

23 trackImageManager.trackedImagePrefab = prefabOnTrack;

24. trackImageManager.enabled = true;

25. trackImageManager.trackedImagesChanged += OnTrackedImagesChanged;

26. addImageButton.onClick.AddListener (() => StartCoroutine (AddImageJob (AddedImage))) ;

27+ )

28

29. void OnDisable ()

30. {

31. trackImageManager.trackedImagesChanged —-= OnTrackedImagesChanged;

32. }

33.

34. public IEnumerator AddImageJob (Texture2D texture2D)

35, '

36 yield return null;

37

38. try

39. {

40.

41. MutableRuntimeReferenceImagelLibrary mutableRuntimeReferenceImagelibrary =
trackImageManager.referencelibrary as MutableRuntimeReferencelmageLibrary;

42. var jobHandle = mutableRuntimeReferencelmagelibrary.ScheduleAddImageJob
(texture2D, "Spider", scaleFactor.x);

43.

44 . while (!jobHandle.IsCompleted)

45, {

46. new WaltForSeconds (0.5f);

47. }

48. mlog.text = "HIMEGRI)! »;

49. }
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50.. catch (System.Exception e)

S1. {

52 mlog.text = e.Message;

53. }

54. }

55,

56. void OnTrackedImagesChanged (ARTrackedImagesChangedEventArgs eventArgs)
57. {

58. foreach (ARTrackedImage trackedImage in eventArgs.added)
59, {

60. trackedImage.transform.Rotate (Vector3.up, 180);

61. }

62.

63. foreach (ARTrackedImage trackedImage in eventArgs.updated)
64 . {

65. trackedImage.transform.Rotate (Vector3.up, 180);

66. }

67. }

5 EAT—F, BiZMAEZAE7 = 1 AR Session Origin Xf % L, Ff#& & iF HAH B .
REREEBNR, BAMEM T Unity Job e
A%, HEZRGCO/EAN— Package M
FIHKT, HICFTEMA Package Manager
AN Burst 44, 40 4-11 foR.

Burst 4K T NDK, A LLE 7 & IEHf
W E Unity /) NDK #4%, 01 Unity 2019.3.0.6b 7% NDK r19 43,

A ERER, A UEBITNSISHBNSEER T . si&UHSEHEERBESHE
N2 % BGRIEE SEHTIEE, WTUMRIBARK S AR RVIRAR K SH BBE, S#ER
T i) 2526 B 1T G 75 26 37 4 3 B R BT S A

R %A A Aw Burst &, RAAZATE 2 W 4, 4 Burst compiler (1.1.2) failed
' running 2 # unable to find _burst_generated,

2B 4-11 A Unity Job RGF 7N Burst 2

3D MRS MR ER, R4RE LT EAL AR A EA A T8 REHOR X SR B2 K 3D )
P AL I RS HEAT BRER U BOR o 3D YU iAcAe I BRER O Al th 2 BB GR A, (ELELAT IR
2D FMEBARNRMNREER NG L, RRE TR PR R =N, AAEHEEE
MIETEAR . SOREIA— B, FEREAT BRI (L0 LU 75 ZE A B At S 1L 2D R EE R
Bz,

£ AR Foundation #, 3D %4k Il 1R 51 B iR @ i TS 10 3% 3D W4k i 28 A RFAE 15 2
ER SR P FHO R 3D M4k, JEXHLFHITHEE. 5 2D BGRAREEEM, =
£ AR Foundation #1503 3D MR BRER B T/ E NS EMEE, KNS HEYEE DK
T ZAEAE A 3D DR 2 A RHE(S B« RIS 5 )4 27 (A R AE A5 B 7T PAdiad 4 5
SE 3D MARREHAFERE B, A M L. arobject Y &4 M2 H W 628 AR BoC . X
A.arobject LA R GRS HY K E LG E, MARSEMEOEH T, EREEH
XU RIRASH YR =R . SEY R A RS X R . A IR 5 3D YA
FREE.
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421 RESEYERZEERFIEREL

Apple AR T —/NREAZ AREE EMAE TR, HiZE# TAL—1 XCode
TR, FEH 4, 8154 N Apple's Object Scanner app, B:#% Al B1T F#EFF#H XCode
. I LR EEID AR M K LR 14 IF F H.arobject X, A1ER 3D ¥tk
R 1 0 22 4 0 S0

A TRHTAMN IR WART 3D FEEE R ST ERE B HIRE
N2, XR—TEEEMN THE, IHASHIERE. &% BUEHBEMERER oS #
%, PR TAE T DMEAEMT SCFF ARKit & Bidktr, RERPERE i0S & AT A aFith e
BIX—E55 .

ZHEYE T A RHE(E BX /E4E 3D DR MR A . et BB, [Hitk, 1
HAAHE FFAE B arobject SCHFAER EE, EE NA P REAE T AREARERIIE. FH, 3R/
I RREK = — L RN LR

(1) BFERHBPODEBEE DRSO PR L (L. i), B7rafiLT
B, A AR T 8RSk I () A B, EH 4 T EAS WA AR 2 HI— A 20K & (R
Hl&), #BshFHl, HaBESERBULEEYRMEFRRAE, wWE 412 (a) Fr, FRLDH
it B E SR A RS B . (XN B R ] RE S e R~ ARITES, Hh “Next” &4
AR B &K

2B 4-12 FREXE 3D SEVERZEFLELR

(2) FIEAAMZIFENBOESN XD, Bl TAERR R REAREN KK
FILERE, Hit, QRSN REREERE SRR XKE. FaBEwREmiEBEshFmN,
AR TR AR EAREEN KD, WRESEBELSRARREE, WAl lF3hHE%,
TTERKEK TR — AN, 241X/ B K LR v AR & TH, K7k 6 AN AR AT LI
MR TT AT R . ARSI Kt/ /Nl RS REAR B 2R YA 2 4L 1S
B, TRTRSFEIFABARTHPEELE, AR FHRERTHRA 3D ¥k, HBLTES
ifi “Scan” %4 BRI T34 2 (A RFAETS BT R &, WA 4-12 (b) Fims.

(3) IR MAE, A TRESEHUEARE ERERR, BRI RaEidm
XA R EEIRIRHEE, 51 SHP ERERERRETE WE 412 (o Fimr.

(4) ZEBHTFH (FREEEEMYETS), NARMEREDE, HEaEENEE
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AT CEFREATERM, ARERMEASA LS ADHEITD, Wk 4-12 (d) AT
~ AWM TRABRFSERAHNGERREXEBHNFINT—F, WEFEEREEHEREEEA
UF3hHdE “Finish” #&EBHT T2, WRERBEMRES LW B ¥ “Finish” 1
SRAKEGENE, W 4-13 Fiin.

(5) EXRECYETRRFIEEERE, AWM TEERFS
ek L BR— =g brih, wE 414 (2) FiR.
XA IR S SRR IR R R OXAN R AR
BRI SR AT R B, T LU He3h = A A4 i T
0 NAER R AR N F SR 7 414 Ca) oAl o
PAFE 3 “Load Model” #2481, 7% &4 7T LIUINEL —4> usdz = e
M BRSO, InEk5EJE S 1E = 48 A A il IR i B R B
B, BB EEELHEPRNE 3D YiikF i Erm iy
— P B INEBR AT A E W E BB AR S B S =4
Rz MMM BERR, MRMEAESETUEELSE (5)
W =4 bRdh R AL, BERINER)E K B AR B A
BRI K .

(6) FEVRRELT AbhRah o vT LUK SRAE RO 2 (450 (S Bt 2B 4713 AREDRRRHRSELRT
ATWRISAE, Hd “Test” #EAHATIR, WP 4-14 (b) FizR. B8P E 2 A [E 1)
B, ARKOEREXMET, FHFIREEAARFRRNAEER ZDE, S IEFHQNHY
RN B BB A . W SFRB6UE I H B TE VA WU R R 1), IR B SREAN K se B al A )
REEHEMERE IR, MRKIEL ST S HEH. S LEE#S “Share” #4115
iz AR L I 2 (A RF1E {5 B ) arobject 314, T 4-14 (¢) Fian, WATLLEAT A A
] “Merge Scans” &3 E MG RIFFHIERE XXM, WA 4-14 (o) FiR, SHFTLLESES
Z R KEEF Hi ) .arobject X, AT LAHERFT AR & IR RS R

Cancol

(a) (b) (e) (D
aB4-14 AERE D SENEZERLEREE

(7) fEHid; “Share” #lJGZ% TR 28 XERYIA 2 AFEE S 5 H A arobject X
%, ZEFTHRSEMEES, WE 4-14 (D) Fis, FTLUEBARKSH AR, W blfeg
Bl=ft, WafRLELH . MESEN KIEAMA, ETLLEE AirDrop (EE#H%) HE



42 BwERNRE
1% Mac R ML A i0S % . 4 AirDrop #% %] Mac i+ 5N, RFEEETEN
E4THF Finder, Hidi “PRHGE”, BWORE FHURERSCARIE (£ e BT,

ETFEFTH Mac IHENLWIES), WE 4-15 FoR, BWESCIEFGEE TEOCHER S, fFH
JA.arobject.

4 . :
1 ©®) REHITH e | @@

TARE o Sl i e I S St

P) MEE ' 0

BiTEm

[ Creative Cloud Files EHEH Phone

S =

A BIfE%

25
o

& iCloud &= &

3 DavidwangfiMacBook @

Q aExe

@ m% “RTIR" TTIHE S MR P RS,
P . AEREARTR: HHA  EFUEANA?

8 ae

aB4-15 XA "BzHE" FRAERENEERED Mac itRALL

ER S H YA ARFALAE B30, RB).arobject SCIF)E, BUAT LUK LA T/ 4EH) 3D Ytk
AIRA T .

4.2.2 FHIREPE=EHFLE B EREWR

WIHIFTR, S A X 3D PRI A E K, [
S, FEEHIRIRS A AR BT, AR UL TR AT K K38 55 22 PG £
(AT, SEERREUE .

1. AT

(1) Wl (A e P B P BRI B IEIE, BHEAE 250~400 Wi
LA R R PR A LA

(2) A EICRRE, G PR A E kT S IR

(3) WRTFH, RIFRERN. FHBHTREGR, TH0SRaHTABREY
5 P R R

2. WA

U A E R T R LSRRGS IF R 6], S5 5 PR 53 FF— BB S

(2) BB 3 SR . TOCE, BEOR. R TAHERL R
S,

(3) B NE T, FE AR N, ARKit SHHBURHIAH] 3D P X T
8 LT 0 b 35 RS AT SRR AL

(&) WARERIFRANE, TSR R A 78, S
R P L 25

(5) N (RO SR I S5 RS R (R B A3 8 — BOR BRI, DA LI S
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TR AR 22 R K

(6) fEARYAR ROZHZIEH, AZKREEHRER S TFHL.

TERI B E PRI 2 MHHE(S B arobject ST & 3t AT LUK HABC S5 D IR EAT H KR 55
3D YRR IR ERER 7. B4R 3D WIAR IR ERERAE SR 15 2D BRI U R ER A
JEH K% R, (HIE AR Foundation ', 3D AU IR A BER 5 2D FEIAGAS I TR J) BR B 72 (8
MG, BESREVFRE 8, XRXRTE T HEESEM.

4.2.3 AR Tracked Object Manager

fE AR Foundation "', 3D #4351 B R R SR8 25 WA PR vh B0 25 W4 22 (R R51E
5 AR TE A P S R UL AC Y 3D Mt ERER, 5 2D BRIRBIERERSRML, 3D Pyiska il
WA ERER A — LR RS, WK 4-3 Fim.

% 4.3 3D MAREAIER

K& Fi:3%3 b
R 3D Pk B R — ME AT I AR, AR Foundation # &k FHIAIE &
{5 BL5 BP0 5 DUk e R A2 B HEAT R4 L, A7 E B0 P 0 P 0 L
Reference Object b2 I BRI 2 00 (0 2 AR R R BT O, R R U

3D W), — BxFHERh, BHRETH 3D MEK 5 S5 NBENSEMER TR R,
G—/NHE 3D WA AR B Ir el

SEYhEE AT — RIS W 2 [ERHERS B T, 84 3D Wi Besid i
VA — B LY, BEEERNR, BEYH 7 1 SEBT R S 22 R
Refercnce Obreot Library | TL1E TR RIS 3D MEREL(E 8, Sch ST RBX HLUE S EHLE. SHYIBIER

oA Y | e 3D AR RS, AIET 2D QK HIES], 3D Mk R 5 E R
BEA. EUERE, FHit, ERSKET, SEMEERTEANS SN ARRELY
2D B 5% B R EE

AR Foundation 4LfJ7E /2 SDK 3D IAERE: API 2 b, tH#k/Z % AR Foundation 34~ B4 L

Provider 71 3D WA RN EE, B REM RO, B 3D PRI th AR T
R4t .
e RIS R AR AR RS 1 3D WAL B SR A I T, %6 R Session ZERTHI 3D
AR Object Anchor oA S 1 SR F A — R F (0t b AL R, T UK R BB BB R 2
% (e f B L

£ AR Foundation #', 3D #{&J8 T AT EREZXT S, H AR Tracked Object Manager £ {17
G, ZHAMEEHEEAE AR Session Origin Xf % F, HF Reference Library 1 Tracked
Object Prefab B @M, WA 4-16 Fizs.

AE 4-16 AR Tracked Object Manager 4E#

AR Tracked Object Manager 41461 5%+ 3D ¥R BRI R AU AN ERES, ] LALE A il 51
) 3D YR BEREMN SR . ZAFKESZEE S NS E D2 RIFHEE AR 2
FER ST 3D ik, Hit, RAEWMBLESEYIEESR 3D WA H T Regoa il 2.

1. Reference Library

SEYIEFE . AR Foundation Kl 3D PR MY, AT DA A i B0 T LAESZ AT IS B0 &4
Jin, {2 H 2 AR Tracked Object Manager — 45 /53 3D ¥R ERER , W74 FERLANGE N null.
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2. Tracked Object Prefab

Rl 3D Yk G, TEMATSEFILRTHIfA . ESEHI4LE, AR Foundation 2 fREE—1
SR G B0 R AR — AR Tracked Object 244, MR FifbIhE A 8% 4H 4, AR Tracked
Object Manager 2= H 3l A HEEEH A, 0] DAFEIZ 17 IR I AR SR BUZ L B4 Xt 5 .

4.2.4 3D HIEIRBIBRER B ARIRIE

{E AR Foundation #, 3D ¥MAIRAIERE:S 2D BB IRAI R EREAL BEA—H, 2 HNW
o B RETL—ANBEYIRE, P RIES R HEE AR Tracked Object Manager 214,
I —A T ESL LA Prefab 45 H TrackedObjectPrefab JEYE, T 3A IR E A ER1E.

#% EIRAPIR, FE Unity P8 LHE. BEABRIL—NSEWEE, £E Project &
ObjectLib 3% F A i H MK IKIEFE Create> XR>Reference Object Library #7 & — NS H£ 44k
[, FFfin4 N RefObjectLib, 1P 4-17 Fiw.

B 4-17 FR-ISEYEE

HPEHTEN) RefObjectLib ZHYARE, 7F Inspector & I, B “Add Reference Object” ¥
INZFEK, #5755 i) Elephant.arobject XHEA LS, H445HAE3)F] Reference Object Assets
EEHE, W 4-18 FR.

A 4-18 RS EYE=ERHERS B XU RINEI S YA E S

H—ANSEYEEA — Name JEVE. Name H FARRSHEYIAE, X—BIEAER 3D Wik
WXt U A YRR, (BAEXT ELUCRE DS BRATRT LUEE S5 Wik a 7R 2N SR . 5%
YikZF AT UESE, FOTEIREER, BRER R AL AT — NS HE YR — referenceObject.guid {H,
EMER— N RME—E, THTRR— NS5,

SER FIR TAEZ J&, 5 Hierarchy & [1Hi%#% AR Session Origin, F N3 +HE# AR Tracked Object
Manager 414, 4 5—PHI{EM RefObjectLib S E WA H#i F| Reference Library B, I
B EAAMLT Prefab, 1 4-19 FizR.

85



86

2B 4-19 3R E AR Tracked Object Manager ‘A1 @14

BEEERHNE, SISYRRESEE SDK MEEAIEE KX R, AFKEE SDK
Xt SEYEFIER. HE T REBEARERER, S5 EF 6 RENHTRRESHZ S0
SDK %k}, AR Foundation H F R 3ZHF 108 “F & X 3D P4 #a il 1R 1 BRER -

HiEElT, MRWME 4-20 Fiw.

@ o )
2B 4-20 3D MRIRAIRERZRE
3D YHAKIIR HBREFROAR LY 2D EURAS IR A ERER R AR B H 4415 £, {H AR Foundation X
XEFEARIE R LT 74—, AT RN RTEE SRR, A E T MATFA.

425 3D YAEREERSER

fE AR Foundation ', 55 2D EMRERER—#F, SCBIE HRIEIX SO A ZHEE BRE
PRI R TTVE 2R, TR RARSHERE ORI E . JF H 3D YRR ER LE 2D FGAe Il ER
R EE AR, WREATERMRN 2K 3D YA RERT . 275 2D EGRIHR
BRERTHRERIR S A, BRATTAT LAGR 55 4RSS 5 4-11 s ARG R$2 ] 3D P4k BRE2E0 5

58 UA B n 3 R AU B A B 5 e
KA % 4-11

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.UI;

[RequireComponent (typeof (ARTrackedObjectManager)) ]
public class AppController : MonoBehaviour

{

W o~y U s W
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10.

11. public Text m _ToggleObjectdDetectionText;

12, private ARTrackedObjectManager mARTrackedObjectManager;
13. void Awake ()

14, {

15. mARTrackedObjectManager = GetComponent<ARTrackedObjectManager>();
16. }

174

18. #region JAF S5 HYIARE:

19 public void ToggleObjectTracking ()

20. {

21. mARTrackedObjectManager.enabled = !mARTrackedObjectManager.enabled;
22.

23 string ObjectDetectionMessage = "";

24. if (mARTrackedObjectManager.enabled)

25. {

26. ObjectDetectionMessage = "ZXFHYARRER";

27 . SetAllObjectsActive (true);

28. }

29, else

30. {

31. ObjectDetectionMessage = "Ji FI#{ERE:";

32. SetAllObjectsActive (false);

33, }

34.

35. if (m_ToggleObjectdDetectionText != null)

36. m_ToggleObjectdDetectionText.text = ObjectDetectionMessage;
37. }

38.

39. void SetAllObjectsActive (bool value)

40. {

41. foreach (var obj in mARTrackedObjectManager.trackables)
42. obj.gameObject.SetActive (value) ;

43. }

44, #endregion

45. }

K Z AL BAE AR Session Origin X% _E, A —MEH A TTEFIREETRER B 5
KA CERZZ BRI 3.1 WA TS 5K, BATBERWAE 4-21 fioR.

A A 14 Bt A AR R B

B 4-21 DYUREESASEATER

42.6 ZYEIRBIRER
5 2D B4 IR BRIl £ AR Tracked Object Manager 21141, 45— Tracked Object Prefab
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JEE, EA R T ELFM R B R . AR Foundation, BRINESCRFZE 3D #iAk iR BRES
B (FEAIEZEYAPE), Bl AR Foundation 2x7E%— BRI 3D ¥4k b sl —4
REAXS 5, ] 4-22 .

A 4-22 AR Foundation BiIAX3FE 3D H{FIRBIERER

N RZSEHYEZ BT RIS, RIOTFEB CHRFTEIXS RELFI. 55K AR
Tracked Object Manager 4114 N Tracked Object Prefab JB14iE %, SR/GHTE—/ CHIA 1,
4 4 MultiObjectTracking, ¥4 5 WARAETE 5 4-12 FinfRig.

KA $ 4-12

1. wusing System.Collections;

2. using System.Collections.Generic;

3. wusing UnityEngine;

4., wusing UnityEngine.XR.ARFoundation;

5.

6.

7. [RequireComponent (typeof (ARTrackedObjectManager)) ]

8. public class MultiObjectTracking : MonoBehaviour

9. A

10. ARTrackedObjectManager ObjTrackedManager;

i 4 8 private Dictionary<string, GameObject> mPrefabs = new Dictionary<string,
GameObject> () ;

12

] 5 private void Awake ()

14. {

15, ObjTrackedManager = GetComponent<ARTrackedObjectManager>();

16. }

g7 {8

18, void Start ()

19. {

20 mPrefabs.Add ("Book", Resources.Load("Book") as GameObject) ;

21 mPrefabs.Add ("Elephant", Resources.Load("Elephant") as GameObject) ;

22, }

23

24 private void OnEnable ()

25 {

26 ObjTrackedManager.trackedObjectsChanged += OnTrackedObjectsChanged;

27 }

28 void OnDisable ()

29 {

30 ObjTrackedManager.trackedObjectsChanged -= OnTrackedObjectsChanged;

31 }

32 void OnTrackedObjectsChanged (ARTrackedObjectsChangedEventArgs eventArgs)

33 {

34 foreach (var trackedObject in eventArgs.added)

88



a2 e

35. {

36. OnImagesChanged (trackedObject) ;

37. }

38. // foreach (var trackedImage in eventArgs.updated)

39. AR

40. // OnImagesChanged (trackedImage.referencelmage.name) ;
41, /7)

42. }

43.

44. private void OnImagesChanged (ARTrackedObject refObject)

45. {

46. Debug.Log ("Image name:"+ refObject.referenceObject.name) ;
47. Instantiate (mPrefabs[refObject.referenceObject.name], refObject.transform);
48. }

49. }

ZIIA N Resources SR T MBAEAY, FHARSER MR 5] B W4k (1 S5 P th 4 5
BAEAS[A] R RE XS B o K IZ A EESRAE AR Session Origin 515 _F (¥ _FCFF& i) AppController
BIARER), AR EMIZT, BATEE TR LAE, 3 — 0 TAE R % BB
& (Prefabs) J&%F| Resources XM Frh JiHEIZINE, 3 T TAERHHIRMAH mPrefabs
F U] key 5 RefObjectLib ZHE YA FE T S EYRL —3, N 4-23 Fior.

@ =i e R a1
T A i ‘ e : -

s s Mgy =

AB4-23 ZEYIRELERES mPrefabs FHEEDH key EX R

Zi, WAL GIE SHEYEZ BT RIIEE, RiFiET, PN 3D Yk,
AR N HHR4E 3D PRI R INEA R BT R, R A 4-24 Fis.

A5 ¥ 1A B

(a) (b)
Al 4-24 LPMEZ RN RREE

g

89

I



455 8 ANk dulie:

FETFEHN LB (Artificial Intelligence, Al) AR MR BISER, AMIBCHT ML
NEASTRS], BT AR R BERAKEENERNRA . ARRIR EL ZNHET %
Bis ML AR ReAERSHIOE, W ZNHTERSR. 250
Animoji 5515 R U .

. W, ¥ = sy B fene v‘ LAY (o = 1 = % s & "\ll_ =Y. 3
; L - oy e LR fad L ma i Theeay B . 3 .
I g z L e e e s o S TR T S ok L S
& ; A : AR P % SR kW 4 0 s
O, S S e R iy i<t D e AT L i PR N, ke et e ol 1 T

AR Foundation Ji&£Z ] SDK (ARCore. ARKit. SenseAR) #J3Zff AfGHEM, JFH X £
ARG FE A . {EARREK SDK 6 AR ERIThee (RE) ARAMFE, A RISCR AR XIS
4y, B HFREBME, B H3CF BlendShape, 7F BT & i F it 75 B K Z e Rt 10
NS Th &E -

511 ARRENHES

AN #EI (Face Detection) & F| H v B AL B 5 5O 1L #0F FBUR BRI B 3)) %2 {2
NI HRAR o N RSRSI AS SURE 1248 31t A6 78 B AR SR B B, 3 2 A U S L R/
EJrm (BA). NN ZE XN EUER /047 A B al, B4 AR R FIGAE, R
ZEMANGIRE . mERESN. SRR (R, F. ME. mE). mseH
R, MEERER. BB RS, XJLE, EEMESMERRE, AR
RN G MR REERE, HFAG RS, Wyl kE s NERE. AR5
BHNEEE,

MNJKRT] (Face Recognition) A2 F8 i A A Wl B A5 e 7 ik A2 5 X0 B [ — 4 A
ANER AR R AR H AR AN, 1218 2 KA A 2. H AT, AR Foundation
R ARSI, T A RHE AR AT RE .

AN #REE (Face Tracking) 25K ARSI BERLSFS], FRESFE—k AREMSF
SIh A E . B EuE, R HBEM A R R R ER AT AR R, B UL, A
KB AT AR FA R — D A AREREFAR AR RBE —FiER, & &HR45%E 055
Bl v A PR B FRE S HE TR R A AR R ARG S R TR — A EAR.

NI 8 TR A —2K, BEARRI MR EZ IR L R ERRm, Fmm ARl
IR E EEWE 5-1 i




51 ARRUER

% 5-1 FMAREN A ENEER/R

A& iR 158 BR
B s NEE G DR RRR, AR BB RSt s, BRI S BTE LR 3% 8P st 2
. N 5 A 3k B B

B R B R A W, RO/ S BB B B B R R SR BE RS . H AT 4K BEBHLEEA
- i (R R ZE B B A 10 KA, BB T HUAR B Bl i B A —

PHLEAN: 1o T i £ BRER S5 #0 2 B A AG BU280 R

R kbR B eh R BRIZAEN], NKAX T SREHLN B ShE 2= g EEH

AR TR RS AR R M G R R T AR - A A N T A 0 AR 3 i R
KEME AR T SRA S BEAS )t 2 Rema A IOA I ROR . IER S A T AW, e 20 A BER R ASF] TR 3l

BiE N TR BRI R, EEREEL. aHE. KEARISRET, AKARR
TR AR, (RIS B 2ol ™, ATCATIUAL, BN oA 30 Dy 2 ik i A M 1R 31
HAKEIMLE . ZHAEE. ZHRKBERES.

5.1.2 ARG F A E

NHSRH A — A = GEEG A, 38 % R BB A KA R Sk A 2, X BL A WL 7 U
HERIVAEFIRR, HFRES y LN Ie RENIE, 58 2z BB & ie% A N IE, W
B 5-1 fizs - AT, EHATS y BREH R y BRALA, 58z BResE Y r BRALA, A
PR R SR BIERUR y BRELA, MRSk AIBIERR r BRALA, W0H 52 s, %% x B
TEN Al @ H R A 2.

y==060° r=—45°

i y=+60° r=-45°

+
/
Sz I R T y=—60°r;=()“ I

xhh ‘

V=460 p=0°

/

> iy It IE
- y=—60°r=-45° | | y=0fr=145° | y=+600r=445°
AB 51 BFEFILEFARRNRAM B 5-2 AN M fREE

NEATPBAR MR 242 —R—AKEKER — =44k, JFHR IS =445
7, SRBHHRE M ANRR SR ERARERK, TRAA—EME NN FELF R, %
SR, NBAE AR R —AARZRFE, W 5-3 fras, 7RI X Lo e o= UL AT .
[EFREERNR, ERE NRANEIES, AR AR AR EA KR, Baifu,
YAV 46V prck VAR RUANY v g 1: T PRE B E oo o1F ePANY 2oi  o PRS PAE 1 o
i ZAL BRSO R, 2o N AR AR = A R
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2B 5-3 ARFIESREE

NG BA MM, NRFHES AR y B —E A EREE A, @%KE, A
AEAFAE 2> A T DL AR 5-2 BT «

% 5-2 ANBHFE S FH1ER
y BRHLfA N4 {E
/NF-36 . MR, EE. BR. ERE
36 EE-12 ¥ M. KMEf. BIK. THE. LKA
~12FRE 2% MR, A, ETYWE. AR
12 % 36 & AR, W, BUR. FHEE. AR
KT 36 B AR AWM. A BR. AR

NEASTIAL T ZHR AR, R/ ERN N ARES (BN BT ).
AT RFNRLEA W, —BmfREE— =4 N IER “ PRy ”, & MEAL T B
TERERREA, BV ER IS ARSI IREE. 8 TN =42 5, XA
0 25 2 N ) LB R A ) B N B 5 X AR AR R HEAT e, (AR AERRE A | AR IE S 5
MR ARFHE R E S . NN BN UF S, XSS A2l fd R,
PEHURFE MW & 15 BT AR L LSRN NIRRT . WIS 2, BUReRIE— “ AR
B”, Bh2RBAKEA “&” AR L, RN B R (S &0 e 2 AR A

WATETR, BANKMEHERER, RS R PEHE, Hl TRESMERHFHZE
s REIARARZESR . IR EREL, SN AT S MR TR Z BN
WA FR. EE0E, HERBMEMSENRRE, £ RAZFFRAET, HATARR I AER
A TR KRR

i G AT s TSyl 5
A Tl
i
m" oSS R L L e B

RIS RTR AR “ARtiirtl” TUmC A DRI G e 25 R Ak 2 A\ M A AT d v (X — R
by b, ARPESETEEERE, WFEMARERE, ARRMEEIEE. MRS, £TH
PSSR S TR R LI, 46 AR (L BEEMENBEESHIEAR,
HRIEF R AL HIZ SRR AR, MR IR — iR %

521 ARES

NEBRAAG T F RGN0 A A S, vPREMA I AR, 8Nt
XA 6 N A 3D AR (EIRfMA. ARMA. SR WA, A%, T, W
Bl 5-4 fin, S5 MR THENL R G EER I TP ARSI 6 DR, IFRIX 6 1
R S PR AR Y hond R IR G B AU AT A, RS IR IR, IR R e 1) B O R




52 ARESSAN
M. Hig LRFm, BESLhRS, WHFARFARNSRIAREK 6 Tox@a (g,
SEO S JERSEIRED, H b AR S THE R R LTS S HER LA SR

[KRZH) ), 7 AR Foundation ', F&A158 &R LA T AR IX LI /2475, AR Face Manager
AL FEEF T iX—1]. AR Face Manager Z114-1E 5-5 Fias.

A 5-4 6B MEAREESTEE 4B 5-5 AR Face Manager ‘H#

AR Face Manager 25 STiG A, {EHAEHKE Provider #RELEEZITAM, A
7] f R R X A A i B R A — R, — MRS AT ERB L, ARCore 7EMEH AT ERE
L 2FHEEERRL, FIWHAEFHAN., S1TRE. HARER. BBRIREESHS R,
AR ETERE, TR A RAS I i R A X 2 Th k. ARKIt3.0 BLE W] LLEHE A BT B 5 )G
BBk,

5 HAh ) Trackable Manager #H#f—#£, AR Face Manager 41 4-7EA0HI 2 A SRS 2{EF A
Mo BB — N FSE, B 5-5 Y FacePrefab B, XANMBHWTUARKE, HRE
JG, TESEB W TIHI4ARS, AR Face Manager 2144 % 57 A iZ Wil fA 3 — /> ARFace 41,
ARFace 4405 7RI 20 B9 AN 9AH {5 B . Maximum Face Count B TR EBEER—
gy A&, ARCore 5 ARKit #XFF 2 AR, #wEB/NOER BT HERERAL.

HT AR HAR AR RE X FARRNIhEE, AR Face Manager 444t 7 —/
supported J&YEF TR H A &R E ARG, TR XN BYESF RS FHER.
AR Face Manager #8424 T facesChanged S, FRAITAT LA VM S SR IR BUH A 91 <
FE. BBRARNKHEE, #H7MEWAE. AR Face Manager 2H 445 8 — N800 21 i A
#l 2> 42 l—ME— ) Trackableld, FHiX /> Trackableld {8 AT AR E##E— 5K 2 ) A KK o

AEh, ENEARA G4+, AR Foundation < HZhBH TR A 5641, AHE
RN 7 F- 54w S AH A

£ AR Foundation #', AR Face Manager 415k T A4 (fEFHEE Provider B
%), BATAT LB BLF 4 ¥E58E AR Foundation B AR ERIBR . BB — R AHE
J5 R ) = A IEAZ A7 3 Prefab, 11 5-6 fiaR.

Bt — 5, i Hierarchy % [1f#] AR Session Origin Xf %, A H£# AR Face Manager
41, ®E Maximum Face Count JEHEWE R 1, FHKWIHI1E ) =5 IEAE 4445 & Prefab {45
Face Prefab J& 1% .
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wAE

94

% PI1T, FAI RGBSR, BORWE 5-7 Fis.

AB5-6 BiI=HIEXYERA AB5-7 ARESKENTERE

ME 5-7 ATEAEH, AR Foundation £ #ll R M N &R IR AL T A BRI E, y
L, z R, x fhiEZ. XTHE 5-6 M 527 TUESR], x BEARRARE, XEREA
BAMEA R R ERB L, R x PR 0AAE, £ ANRAE EEBENY K,
A AR5 K S 44 IE A6 9 = 5 ) o

5.2.2 ABEM#E

Bk T ABE4, AR Foundation MEHRAE T & — NS R (9 AN WK, 12008 T DA7E 2546
TR AR, X 5K Wk HdE 2 S 2 SDK 2 AE, AHETH A, KTl R, oo birsg
FRAE R, W 5-8 fiisn. ARCore AJKG A% EL 2 468 M, ARKit AREMIREALA 1220 4
T/, SenseAR AJGRIAEIIE & LIR 11510 PMIi&, X
HEBRENARHICEEH T . FHXENE, FEER
B A U b () A bR IR s [X 3 () it AT DR A M 7E
NI EREn—eke i, A, REE. BREF, 3CEEXT
N AT .

fE AR Foundation #1, AJM4%{5 E.H AR Face 411
R4, T A RS A4 U B AR Face Mesh Visualizer

HUSEM, ZAMF2ARYE AR Face oL MR SRR E ¥‘~//
AR R ERIP AR 2 RARRESERREE 0 e
RN, FTELHIE—ATHA& Prefab, X5 Tif]
A RARE, FNMEE RS MR BT 4
57 BT SEI

£ Hierarchy & O @ — NN R, 4N FaceMesh, FF7EH FH:%{ AR Face 5 AR
Face Mesh Visualizer 114, [Eif % Mesh Renderer fl Mesh Filter 78 3¢ 2044, & 5-9
B o

BATH) B s A RIS SR E I A, A TR “BREE” 5 “W” Bdisk, TEREM
IR SHERM T, FBEERIF N Alpha BIER PNG /3, F HIEE RN 7258
T RIRREE, FEik, 95— Shader B4, ARAARALIEE 5-1 Fias.

B 5-8 AN TEE



- 52 ABEAS W% bz

AE5-9 #HIEARME Prefab
KA FH% 5-1

. Shader "DavidWang/FaceShader" {
Properties(
_MainTex ("Texture", 2D) = "white" (}
}
SubShader {
Tags{ "Queue" = "AlphaTest" "IgnoreProjector" = "True" "RenderType" =
"TransparentCutout" }

Cull Off
10. CGPROGRAM
11, #pragma surface surf Standard vertex:vert fullforwardshadows
12. #ipragma target 3.0
14. sampler2D _MainTex;
16. struct Input {
L. float2 uv_MainTex;
18. float y : TEXCOORDO;
19. ¥
21. void vert (inout appdata_full v,out Input o) {
22. o.uv_MainTex = v.texcoord.xy;
23. 0.y = v.vertex.y;
24.. }
26. void surf (Input IN, inout SurfaceQutputStandard o) {
27. fixedd ¢ = tex2D( MainTex, IN.uv_MainTex);
28. o.Alpha = c.w;
29, clip(o.Alpha - 0.1);
30. o.Albedo = c.rgb;
32. }
33. ENDCG
34. }
35. FallBack "Diffuse"
36. }

7 Shader A, 51 535 B (X 3848 B 1) 22 clip(x) R B, 2Bt R EHR S x E/T

95



0 B E. RIEBRATE R — M % Shader I, #7824 face, M L5 RIS L.

# FaceMesh XJ % | &% Prefab, i Hlerarchy i [ H i) FaceMesh X R , Fi 4% FaceMesh
FiiI4A R 45 Hierarchy % I AR Session Origin if % F AR
Face Manager 411 ¥] FacePrefab &1, HiEEIT, KAl E
BARKHEN, BER A 5-10 fizs.

#— 8%, AR Face Manager 4114 R —> FacePrefab
JEtE, KAl —R NP4, RSl Hh AR

FAZ T A EE ?

HIC#EE], AR Face Manager 4114 — facesChanged
R, ERATAT PLE A XA RS FEZ DGR, B
T

I S AR iy S ok A S B e pvE R A0, BRIIRAT R
s 22 /E AR Face Manager 4K 00 2 A\ K ) added S,
FE LA A N K P 4 2 BT B b A R SO RAT] . D, o AL (e
BAIT EHINE LIRS, HHBAE Resources S5 e
W DUEZEAT I In#. FrE— > CHMIAS, firda ¥ ChangeFace, %i'5 WfRA%IE L 5-2 Fnflid.

KALF # 5-2

1. wusing System.Collections;

2. wusing System.Collections.Generic;

3. using UnityEngine;

4. using UnityEngine.XR.ARFoundation;

S

6. [RequireComponent (typeof (ARFaceManager) ) ]

7. public class ChangeFace : MonoBehaviour

8. {

9. private GameObject mFacePrefab;

10. ARFaceManager mARFaceManager;

11. private Material _material;

12. private int TextureIndex = 0;

13, private Texture2D[] mTextures = new Texture2D[3];

14.

15. private void Awake ()

16. {

17. mARFaceManager = GetComponent<ARFaceManager> () ;
18. } ‘

19. void Start ()

20. {

21. mFacePrefab = mARFaceManager.facePrefab;

22. _material = mFacePrefab.transform.GetComponent<MeshRenderer>().material;
23 mTextures[0] = (Texture2D)Resources.Load("facel");
24, mTextures([l] = (Texture2D)Resources.Load("facel");
25. mTextures[2] = (Texture2D)Resources.Load("face2");
26. }

27

28 private void OnEnable()

29. {

30 mARFaceManager.facesChanged += OnFacesChanged;

31, }

32. void OnDisable ()

33 {

34. mARFaceManager. facesChanged -= OnFacesChanged;

355 }

36. void OnFacesChanged (ARFacesChangedEventArgs eventArgs)
37. {

38.

39
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53 ABRASZAREN

40. foreach (var trackedFace in eventArgs.added)
41. {

42. OnFaceAdded (trackedFace) ;

43. }

44, I*

45. foreach (var trackedFace in eventArgs.updated)
46. {

47, OnFaceUpdated (trackedFace) ;

48. }

49, foreach (var trackedFace in eventArgs.removed)
80 {

51. OnFaceRemoved (trackedFace) ;

52. 1

53 ¥

54, }

55.

56. private void OnFaceAdded (ARFace refFace)

57. {

58. TexturelIndex = (++TextureIndex) % 3;

59. _material.mainTexture = mTextures|[TextureIndex];
60. // Debug.Log ("TextureIndex:" + TextureIndex);
61. }

62. }

ERARED ) - BT S £ 7E AR Face Manager ZH14-S2BI{0 AU 2 BT B g, HiZM
K4k 7E Hierarchy % 19 ff] AR Session Origin X{ R . 4miRiafT, ReaiERG L HEAN,
ERMBAR . FERAHEN, BUANCMEIERSE &, FORWE 5-11 frs.

(b)
sB5-11 ERMRTEE

53 PUTSTEINTE I

AR Foundation 7E#E4T A AU B 75 Z 1t B2 Provider SR 4EH) SIE X I ReRsE, AR
£ R e LI T AR AE R MRl . 07E ARCore AJGKEIcR, 300 AKX IR HHE S 5 ThBE,
e ARKit AfeAsdiler, N34t BlendShape Zhfig.

.31 ARGXKE

ARCore fEHEAT AJAS I H ST RN 14T 7 AN SERR A M SRR — Mt
I ok B GOF AL B AR IR, 55— M BhE R 3D MR i (B 159 75 XA B 3
TN KBRS T A5 H

ARCore fEATHIAJGRT, BRT4RHBt—9KA 468 I NRPIARZAh, X PS4 E X IR
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98

AT ThrE, W 5-12 fizn. ARCore RELI AR MRS TTUAER . POESER.
AN XS B e Herprohls sl T AR A h R AL E L s st R MK A T A R AR PR R
BTG P e ) 88 2 5

2B 5-12 ARCore K#E N 2= EE

ARCore HATE X T 3 MAKRFXE, BIE 5-12 By 3 N5/ 8 X5, 7] LERE
RAFEFEEMEH . AHEFREFER, ARCore fEALFEH 5E L T —4> ARCoreFaceRegion #{
X, GMEBWE 5-3 .

%53 ARCoreFaceRegion
R i:%
ForeheadLeft SE LN B AR (1) A2 RT3
ForeheadRight SEAL N AR A5 BT
NoseTip FE AL N AR iy Sk

BN AFIE, EH X 3 MR XEEN S, AT D7 (E s B A8 .
UG RiiZE 24842 78 ARCoreFaceRegion (%, Z/DSAFEREE. Hi. MW, 06, &
77 B BRA VRS Al 2 () A e BB (1) BAR A B .

FHEHPABRIXIE, (NoseTip) Afl, R EHEBBRENRL.

BT .

(1) HE—NBRIE, KREHIES.

(2) ¥/ AR Face Manager 201 facesChanged $f, 7F added. updated "4 [fi B2 H:1F
NoseTip iz & [

N7 R S EEAE NoseTip VB F, BATHFEENK XA E] NoseTip, Hrik—> CHE

A, fnr44N SingleFaceRegionManager, %5 WAL TE 5§ 5-3 Fr~fRig.
KA % 5-3

il [RequireComponent (typeof (ARFaceManager)) ]

2 [RequireComponent (typeof (ARSessionOrigin)) ]

3 public class SingleFaceRegionManager : MonoBehaviour

4. {

5. [SerializeField]

6 private GameObject mRegionPrefab;

7

8

private ARFaceManager mARFaceManager;
private GameObject mInstantiatedPrefab;




53 ARRES5ZAKRKN

Ds private ARSessionOrigin mSessionOrigin;

10. private NativeArray<ARCoreFaceRegionData> mFaceRegions;

11.

12. private void Awake ()

13. {

14, mARFaceManager = GetComponent<ARFaceManager>();

15. mSessionOrigin = GetComponent<ARSessionOrigin>();

16. mInstantiatedPrefab = Instantiate (mRegionPrefab, mSessionOrigin,trackablesParent);

17. }

18.

18, private void OnEnable ()

20. {

21. mARFaceManager. facesChanged += OnFacesChanged;

22 }

23. void OnDisable ()

24. {

25, mARFaceManager.facesChanged -= OnFacesChanged;

26. }

27. void OnFacesChanged (ARFacesChangedEventArgs eventArgs)

28. {

29.

30.

31. foreach (var trackedFace in eventArgs.added)

32. {

33. OnFaceChanged (trackedFace) ;

34. }

a5,

36. foreach (var trackedFace in eventArgs.updated)

37. {

38, OnFaceChanged (trackedFace) ;

39. }

40. bl

41. foreach (var trackedFace in eventArgs.removed)

42. {

43, OnFaceRemoved (trackedFace) ;

44, }

45. */

46. }

47.

48. private void OnFaceChanged (ARFace refFace)

49. {

50. var subsystem = (ARCoreFaceSubsystem)mARFaceManager.subsystem;

51, subsystem.GetRegionPoses (refFace.trackableId, Allocator.Persistent,
ref mFaceRegions) ;

52. for (int i = 0; 1 < mFaceRegions.Length; ++i)

53, {

54. var regionType = mFaceRegions[i].region;

55. if (regionType == ARCoreFaceRegion.NoseTip)

56. {

57. mInstantiatedPrefab.transform.localPosition = mFaceRegions([i].pose.position;

58. mInstantiatedPrefab.transform.localRotation = mFaceRegions|[i].pose.rotation;

L) }

60. }

61. }

62.

63. void OnDestroy ()

64. {

65. if (mFaceRegions.IsCreated)

66. mFaceRegions.Dispose () ;

67. }

68. }

fE_ERARG DT SR RO A R AR A 1T AS R AE A AL I B added. updated i EE 3T
LRI R R, ATRIE Awake()BREH LIk T —A> Prefab, F7E added. updated 715
NS HZ LB RS . F A EEIRSE Hierarchy & K] AR Session Origin A% |,
HoFs 2 W T S IR 45 mRegionPrefab J& %, [FHf 4 AR Face Manager 214+ ] Face Prefab J& %
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SR ARENRS

B7. wiFET, BFEIRTESEL AR, BRWE 5-13 FiR.

IEMWRTCHTi®, ARCore X isbr & K2 7 (@
EFRATTCASE RS (0 77 SRR i A B SR I 1k
J&JZ SDK TERT I BN BSR4t A Mk
O RBSE R, M NRgE e e v, B
EBA XERES, AT AT DL B AR A w e
—SE IR PR B R AR EE B AR 1 FR e AL B, dndRAT
A DU AR A B X H] ARFaceManager 4H
PR IR R H B E AR |, e 5-14, B 5-15
FiR o

2B 5-14 RfFH AR Face Manager aE5-15 [ f#EHA AR Face Manager
BHTEHEEEREMNR ERHEMEEHENN R TER
{ERAR G THAE X IR, X P SR w8 ) 7 S0 — AN i), R FRA TR i AR Al
R R R B R ER R EMNE, BT MMERINMBESER, WEEHEENER
R BEEEAE A BE, BB SR T MRS R O s RE B KD, R AE R A A
XA BRI SR B A, AT USRS AR

532 Z AW

ARCore 5 ARKit #CFF2 ARk ill, 2 ARG, B 7N facesChanged 14,
BAE AT PLEHEAE Update R H AT 408, AR InAHEE 5 5-4 Bk

R 75 % 5-4

1. using System.Collections.Generic;

2. using Unity.Collections;

3. using UnityEngine;

4. wusing UnityEngine.XR.ARFoundation;

5. using UnityEngine.XR.ARSubsystems;

6. wusing UnityEngine.XR.ARCore;

Ts

8. [RequireComponent (typeof (ARFaceManager)) ]

9. [RequireComponent (typeof (ARSessionOrigin)) ]

10. public class ARCoreFaceRegionManager : MonoBehaviour
11. |

12. [SerializeField]

13. GameObject mRegionPrefab;

14. ARFaceManager mFaceManager;

15. ARSessionOrigin mSessionOrigin;

le6. NativeArray<ARCoreFaceRegionData> mFaceRegions;




54 BlendShapes

17- Dictionary<TrackableIld, Dictionary<ARCoreFaceRegion, GameObject>> mInstantiatedPrefabs;

18.

19. void Start ()

20. {

21. mFaceManager = GetComponent<ARFaceManager>() ;

22. mSessionOrigin = GetComponent<ARSessionOrigin>();

23 mInstantiatedPrefabs = new Dictionary<TrackableId, Dictionary<ARCoreFaceRegion,
GameObject>>() ;

24. }

25:

26. void Update ()

27. {

28. var subsystem = (ARCoreFaceSubsystem)mFaceManager.subsystem;

29 if (subsystem == null)

30. return;

31. foreach (var face in mFaceManager.trackables)

32 . {

33. Dictionary<ARCoreFaceRegion, GameObject> regionGos;

34. if (!mInstantiatedPrefabs.TryGetValue (face.trackableId, out regionGos))

35. {

36. regionGos = new Dictionary<ARCoreFaceRegion, GameObject>();

37. mInstantiatedPrefabs.Add (face.trackableld, regionGos) ;

38. }

39.

40. subsystem.GetRegionPoses (face.trackableId, Allocator.Persistent, ref mFaceRegions);

41. for (int i = 0; 1 < mFaceRegions.Length; ++1i)

42. {

43. var regionType = mFaceRegions([i].region;

44, if (regionType == ARCoreFaceRegion.NoseTip)

45. {

46. GameObject go;

47. if (!regionGos.TryGetValue (regionType, out go))

48, {

49. go = Instantiate (mRegionPrefab, mSessionOrigin.trackablesParent) ;

50. regionGos.Add (regionType, go);

51. //Debug.Log ("Object Count :" + mInstantiatedPrefabs.Count);

52. }

53.

54, go.transform.localPosition = mFaceRegions[i].pose.position;

55. go.transform.localRotation = mFaceRegions[i].pose.rotation;

56. }

LB }

58. }

59, }

60.

61. void OnDestroy()

62, {

63. if (mFaceRegions.IsCreated)

64 . mFaceRegions.Dispose();

65. }

66. 1}

RAG AT H R LE NoseTip 7 B H# A, 7E ForeheadLeft 5k ForeheadRight i B £#
HEME, BT A SHCRE e 8. LA, RATEARN 2 AR NoseTip 7
BB R REDEARR, iR T E A R R R4, 7T LR E —> Prefabs 4L T-f#
fE B Fr LB R Tl A, AR5 F — N BENLECR A 2R BEHLSE B B 3 A . 43T, BATRH:
iR e R BN B R A, R ARCores ARKit 446 A BEAS MU T A 2 A
W, WARTEIIIRE, &R ELS & M AR TR,

‘ R " 3 il i st I i
& b i S M iy i i i iyl
e Al e M B R v e W i y
I [ " A\t i i W N il

RN FAE iPhone X R G SEHL AL BN T — MR E AR (TrueDepth Camera), FI| i iX
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wo® Awemms

AR BESEARBU AT LA SE D sl S = T B, DR ECSE VA Y T AR AE 45 A2 o

5.4.1 BlendShapes kit

ARKit $#AE 7 S 0 B2 1 A 1 B 77 A R R LR AR A T s R A
fif, XFpRR77 1% BlendShapes. BlendShapes 1 LABH BRI S, B 7E 3ds Max 1Y
B XS EA RN TR AN SHEE R M AR, SERAFMEM T,
£ ARKit & [THTFRREE ARG E 7 IRSMEE 5R . BlendShapes fEHIA L7 —4l
Fefk 7 R P R AR RIS 70 77, S 52 HRHIEE I8, ARKit SRR
FESLABNU R F P R AFFFALAE SE e EARRS B2 B 3E3h 5 7. Fl F IX 32 ) ] 7 7] BLBKE)) 2D
B 3D AR, X st 2ELE P — BUNRTE

ARKit SER 1R AL43 52 Higah B 7, R 7 AARE3HE 784k . 7 HAIRIEzH
THHE. 27 AMS T EZHETHEE. 5 4ETEHRE 7. 3 ARIUasI AT, 2
AETEIFEFHEE. 1 A5 K@ B8, W 5-16 fias. (B8 AT AR H 4
H e AR A — Mo 8EE, R SEIREEE), R RTIR S A iz 3 R 7 o

Srowsts it PR ST
CneesSqunt . RGN A AETAY
T
ChintowerRaise m

“hinupaerRatve (AR T s

Eywailink_L [

Eye8link_n {

EyeOpen b\ JHETR

EyeOpen_i JIi

EyoSaquint L [l A Wl

CyeSquan i RIS WA

Jawewo S

Jawtety R R R
L e e e

LipsStreten L [EENIGHEN
Lipsttreten R [0 i
Lipstogether [

UpstipperClosa

UpsUpperup. |

sMouth@impte = JI
MogthFromn L I R e AR
nesuthrrown R (USSR R TR

seoutit et VRSB S TGS

2B 5-16 ARKit B X 52 AREIFIZEE B F~EE

H—HizFHTFRR A ARKit WA FI ARG, 5 HES8siFE FaaFE — &R
N # BB MM E MR RRIERE N AR, RIEEEENTEEN0,1], 0 £
RREEN, | FRTEEN. £ 517, XADRFEE AN mouthSmileRight, A7 HE
ARG EMN, LEPREEEENO, PWERAEMAEARE, GERTEREERN, WEK
KA MmEEZEsD, 0 3| 1 Z (A A E & MG HATR G, el —Fad RN, Xt
#& BlendShapes % Il K. ARKit £5L X Es)HF, FI XLz 5 K 7 3ATAT LK
302D, 3D ANISHR, XEHAIL D P R . 28, BATA LR B —#
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ARVERIZEIR T, EA RSB - (R, IR 52 HiEs) T30

2B 5-17 EHEFHARRENEHREE

5.4.2 BlendShapes FAR R

ARKit 0f ANRAFRHEALE € X 1 52 Hizsh K FHdE, (T BlendShapeLocation KAE R
RN, FEEMAIE X TR ERR, W mouthSmileLeft, mouthSmileRight £, 5% iz
AEF R RREZFTEE. X 52 4 BlendShapeLocation &1 017 X AR I 5-4 FoR.

%54 BlendShapelocation F1E EMLHF & HitiA
X RIEEMH i3

eyeBlinkLeft 7r MR Iz R
eyeLookDownLeft ERBEW T A
eyeLookInLeft ZE MR SRR

Left Eye (7) eyeLookOutLeft KRR 2
eyeLookUpLeft ZIREM LTS
eyeSquintLeft ZE HR KR
eyeWideLeft A BR IR
eyeBlinkRight iRz HR
eyeLookDownRight FIREM T
eyeLookInRight 15 R A

Right Eye (7) eyeLookOutRight LIRAAEE
eyeLookUpRight AR E ATy
eyeSquintRight A HR bR AR
eyeWideRight PPN
jawForward Ll i N E L if
jawLeft RS T B A2
jawRight AN 6

Mouth and Jaw (27)
jawOpen SR T L
mouthClose il
mouthFunnel T T - XUB TR I
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E;

o=
X5 FNAEEMLF i3

MouthPucker £l
mouthLeft [Fa) 2
mouthRight BFSE L
mouthSmileLeft Te
mouthSmileRight FiE R
mouthFrownLeft EWEE T &
mouthFrownRight HWETE
mouthDimpleLeft W B fa
mouthDimpleRight LY E R fE
mouthStretchLeft T F TR A2

Mouth and Jaw (27) mouthStretchRight LM A
mouthRollLower T A ) L
mouthRollUpper T EA L
mouthShrugLower THER T
mouthShrugUpper Bel 7= e
mouthPressLeft T E KA
mouthPressRight TR A
mouthLowerDownLeft WS AR
mouthLowerDownRight THBERA R
mouthUpperUpLeft BB RN A
mouthUpperUpRight MR KR4 L
browDownLeft KR4
browDownRight FEyEITPy

Eyebrows (5) browInnerUp %
browOuterUpLeft EEmAEL
browQuterUpRight AERA E
cheekPuff Ji: i 4+

Cheeks (3) cheekSquintLeft Vilicoa I M se A CI)
cheekSquintRight A IR b I [l e
noseSneerLeft BT

Nose (2)
noseSneerRight HERT

Tongue (1) tongueQOut i 3k

WEERMRE, 7R 5S4 hRECAFNGZLET AR AE, W eyeBlinkRight & X
R NKA R, B7E 29 3D AR A BRGET 7RG, BRI ARBEA KA1 .

BT RERHEESFEFE, wFEEH2] Unity (¥ SkinnedMeshRenderer.SetBlendShape Weight()
HEHATMERLE, EEERIT.

public void SetBlendShapeWeight(int index, float value);
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GHFAWNZH, index ZHOITFERA MG EG, HAEWLAVNT Mesh.blendShapeCount
{H: value ZHUNT E R B BlendShapes A EH, X/MESHEAR EEMR, AJLELZ[0,1],
Ay BLA[0,100]5% .

ZIT i E TR 5 B AR E A& ZE 51 /) BlendShapes BUEAE, IXMEZRZSAIRPIREE] H FRPIRE
UE (UERIRE S EARPIRAA FIRERPR NGRS, (ERENTRMEEER), BREERFEGUTAR:

Vi = (1 = value) XV + value x Vdes

L, ik B B4 9 BlendShapes IR (0] LKHRA i AIRIROR B8] ELBFIOR., AiFd 5-18
Fi

value=0 value=0.25 value=0.5 valwe=0.75 value=1

1B 5-18 BlendShapes S EEX MG F U ~ER

5.43 BlendShapes #{E A

MEBTSCHRRATE L K1iE, 1 ARKit /) BlendShapes Dhfe 75 B 2B M &M —R&F A4
WA IREREINE D% —~F 1 BlendShapes & XIF IR, X/MEA BlendShapes
E X IRUF 53R 5-4 52X

HNRERLES N BlendShapes 7] PATE 3ds Max #Xf i 5E AR 48, FHAGFXT BLE AR AT,
P 5-19 Fiow.

2 5-19 FERBIFIIER IR B WIS EARC
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fEW /2 LA EPAN & A4 )5, {9FH BlendShapes iR BAEXI 8 7, SCHM BRI T.

(1) ZKEL ARKit F#EFEZESNE 1. XA LLEAH ARKitFaceSubsystem.GetBlendShape
Coefiicients() 7 iE3RELE], %7 ¥:40R [Al—A> Unity NativeArray $(41, HHEHE 52 HEREFF
fEIZ 3 R 7 54

(2) LAY Skinned Mesh Renderer 411f, 3 BlendShapes 54575 o 52 X [¥] BlendShapes
PradfF—20 & 5-20 Fras, 4982 ARKit (IR ERHIEE ML FFS Skinned Mesh Renderer 1 [
BlendShapes, #HRIF—H.

4B 5-20 1% # Skinned Mesh Renderer

(3) #£ Face ¥4 & A ORI BT FIRTERFLZ BN T, B OLoR B CAS anfCasiE & 5-5

B

KAL# $ 5-5

void UpdateFaceFeatures ()

w N

~ oy U

8.
g

10.
11,
12.

13.
14.
15.
16.

17.
18.
19.
20.
21,

{

}

if (skinnedMeshRenderer == null || !skinnedMeshRenderer.enabled |
skinnedMeshRenderer.sharedMesh == null)
{

return;

}
using (var blendShapes = m_ARKitFaceSubsystem.GetBlendShapeCoefficients
(m_Face.trackableId, Allocator.Temp)) r
{
foreach (var featureCoefficient in blendShapes)
{
int mappedBlendShapelndex;
if (m_FaceArkitBlendShapeIndexMap.TryGetValue (featureCoefficient.
blendShapeLocation, out mappedBlendShapelndex))
{
if (mappedBlendShapeIndex >= 0)
{
skinnedMeshRenderer.SetBlendShapeWeight (mappedBlendShapeIndex,
featureCoefficient.coefficient * coefficientScale);

K3, BlendShapes /0 BARFLSCAR T 8, 021 A BIR BRI S %15,
WEARIRE SEE R REDAE R —— X PR R, B SE A E 22 W3 A .
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BlendShapes SEFLZCR a1 B 5-21 Bz

2B 5-21 BlendShapes ZEE
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9456 5 JEREOR

SRR Y B R AR R KA, RIS, AREE AT 0, A
DLRGE A A2 AL E . JRURALE . GRS M =4EG . MR R R AL
B, AW AN YRR RN EWEZ. £ AR 1, JEREAREEVI AR
RANE R, AERITFEEZIE AR FLIDERMATH HEOURS . B RS
HRAR, R AR TR IPATE G i R SEE

61 7 F 3 TR

FEDL ST A, fﬁ%ﬁT*ﬁﬁi%H’]ﬁ@, BAEN, TPk EaE, BAL MK
HHER . 18 3D Bt A a2 anit, 3Dﬁ?1ﬂ‘ﬁ~%—‘/\ﬁﬁ§ﬁ$ﬁﬁﬁﬁ§ﬁmﬁﬁ TR
e R B XAt Ao E AR R EZ R R R |

EE6-1 4, B (a) REMBHFMTHERE OF
ﬁFé%%%ﬁﬁTfﬁiﬁ%), XA FRRE —
AN 2D RIEFH LKA, B (b) Eﬁﬁ'ﬁ%ﬁ‘#TE’Jﬂ%
14, i%ﬁ?f%aé’é%ﬂm . FHE. XRE  HE
— AR RGBS R IRATTXH BT A R A (a) (b)
BiEA S FR A B e A1 . A 61 RS I AT A ROR 69 I B

3D Foptk A ESLE S 3D Heptth S H RO HER R, BEAROE BN
SRR, B RERRMEER, JA T EIT RO, 20T S VE B ) S H
Rei, IXE—ANEIE T T RIEERUIR .

A, BADE G e — e IEAE, RS/ AR Foundation QAR G AL
TR AR 3G HEH S, JF4eeEy R P — SR AR A, Bt AR FHESX.

6.1.1 X

S, JGERIGHIRIE, FILEDCIRA L. B, f6%. JeMARELRESR, &
e —Fh LR ST H BORL AR CRATA IR E T T, AR — AR R A EAGRE TAE,
EVHENEE T, AR TSR B r B R R R ), fESemESe, @ H IR
YR MNEEERES, L SRR ERTTA, EHHERE (radiance) SKEWICHRGERE . X
AT S, ERERETLEN T HERET L B ArmAR st 5 N o R R R TR .
FEEEE R, AR ERSOERR M2 R RS A RER AT, N2k




|81 R
RIMZAEFM A FEARYO, BaNEREERATE B ARKIEEA & FhEeE.

6.1.2 XEMEHNXE

SRS BIARIER, —HrRERAIRRIRIL, 7 o, Wl 62 R, XT
BATI S, A e EYIE, PRSIt SRR R E, RER
SICHTI S REMBHEANRRES, FAEMMEROR . SIS A Kb RE 7 Wk 2B R RS,
B RSN AITHHOE R R Y T IRRENSERE, MElISA AR, JHItIRE T Wik
G, Frel, PEREDCREIGEASDG. YRR, LM BRI RS RIRE .

A >
':15\ o
@ ® \b s G
\ PS o ®
2 o . . ®
® e °
©

®
B 6-2 ASYRRENRE, RY. HH. 85 ARODHES

PHAT AN & R A2 D6 S5 0P R THTAE EL AR P B R o I M A R T S S AR A A '
MBI, MRS R REDCHEE. BWAE. EdEM RN, AT M EFE
SRR, WM. Ak, B, SRFK.

FE SRR SRR, SRR LR ARSI, SR, XREERA BT L
B E . MR IMER I SV AR, Horh—Sb T ek, 53— mT
RERS (P T@AE, I, ALt LEL /B, HXEANEEENE. RN
BT R A B A4, ATRE P A, o — S SO R R T o DGR AE S 4
W Z AT Be A h Wik, BE, —EORREHARNNRRE, W 6-3 Fin.

2WE6-3 AFFBRERNARLBESARREGTEAXEEGENER

W= IR g, IREOMMRES 3 FOEmERSR, B —FEOLRR e M. g6
Mg CHEESR). SANIRK RCGB MGHIGREANFE . XGRS & MRBHEAR.
HCRESZ A SZ BRI CBRARIWO I, FhEhkol MALARZE [ RI A H 84, RINLRE At
RS2 A HRIBK P R R CIn 2R PR L IRES , B2 B[R A2 ZENEMTRIE, BRIA K2
SN NS LS D
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£ 6-3 f, RERIAFMRIMEET 75%M40%, T5%ME06, TRk 25% 140
o, B R ML, BRI R E . 2O AR, BT K36,
RE TS%RLEMEOEH RN (BIPSEmE KB . RMOCRE R, Hp— S AR
i, 5 —Lei R . HEMRER 0 4 BRI SR A B P S AR, W
SNA B R P A G HACLR BRI Bk, BRIE AT 25% K400
HRBIL RIS, Hik, BB (hEsREaE) Bk — DR R, Fﬁﬁi&)\ﬂ’]
SOLEPIRNL, RIRLOCREFHENIREE, RIS —MRIRRRE, Hi s 2
NERIA R — RS LB RIER . X2 5M R A LR

6.1.3 3D E%

HENERSES, 3D ERE R AE T (Shading), ERIEXT 3D BRI F4TEH 5k
A FEFF MM R E TR . B 6-4 BEXIMURIR T 3D EPLRE. /£ 3D EG, TialE G
(Shader) MR¥EA B IEE GO AERA, MK, ENRZEMIFATRETER, REHRA
J7C Shader #HTIREAHEAARALEE, 3D EHMEE — SN, BREREMEE
B EE R, bR X G R 4 WIS AF T B 28T R .

| R B By 8 1t A2 R 45 F| A DirectX 2 OpenGL 7 GPU _E #4747 oy 52 Bt 8
| o, BHMEA-LERTARA A MNERRMN, fH?JWEM it e E Z W,

Unity XT A a g R L ME SRS, 1l 6-5 Fras, A KT Wireframe. Shaded. Shaded
Wireframe 4 ELEC A 98 L, A FINA R4 B ..

AE6-5 Unity 324t60938 %ﬁ’t
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3 cmait

AR%VRE%WL%K%$HE?VRﬁﬁm%ﬁ?ﬁﬁ e HCE R, T AR
) R LA PR R A PR B 36 T L S FRll T LR35 06 B 80 B S SR 13 2 B Sl
W Bt LA, RS T ESCH R SRt R %%%Wh,VR$mﬁ% AHFRA
B, JHMCRR BN, TiE AR PIIAREARLE = =
BOSE{H S 6HRAS B BN 3D IS B — B
AT, WERLE AR 3D LR B — AN BH
BOERRE TR, RS RAE R A XA AR REF,
U IR — B0, T4 T SR 1 LA £k £ e B
SRR AR R R S M SRS, BTA
R 6 B {5 B PR, P IR 4 T D 0 5 4 2R
), SEERHTEK. 7£ARS, dTAPSExHRE 8 . ‘
BRI RPN, SOERMEEFRBEREAR, . meo ELrBPESsiN S ELEs
SR ST R A R B 1 A T e ORI SRR MR AN RN AR
B4, XL AR, FOE AR 1, UAUEAT GRS LSl —%,
HIE 6-6 Fom, HMES\AAA TR Ye th R (1 I B I 15 LSRR o R B B S A (R — B, IR AR
B R A TS R SRR

6.21 3D X

Unity tr#fE#E 485 (Standard Shader) i FZET-#)BEHUVESE (Physically Based Rendering,
PBR) SiMBEARAY, IXAMKIBBAIAER B4, HMRERFCR R A L. PBR HEQEE PC F
Bl TENH, ERIFEHREERIGILEE, B4R GPU % A 3K PBR &t
Fri fptinse 4, Bk, NiRmvEae SRR, 8P 6 MuE R i A 8 2 s B sl
i R 70 DAL B R B s

YEAXTEE, 43 5% A ARCore/DiffuseWithLightEstimation. Mobile Diffuse. Standard (Roughness
setup) TEAHFIERRE L P BEATIES, ERABR WA 6-7 FiR.

AB6-7 A IBAENECENR—WERETER

£ 6-7 Fp /234 A8 ) Standard (Roughness setup) YE AR [a]fi# A )& ARCore/
DiffuseWithLightEstimation. #7344 {f]/& Mobile Diffuse. MIEARFKE, Standard (Roughness
setup) ALK HHR, ARCore/DiffuseWithLightEstimation. Mobile Diffuse 8 4% H 8%
A AT H B EHRTL . WR{EH Mobile Diffuse fE4 R EH AIERYIER AR
LR 2 B TE A ek 1 HLs/ b 487, RKI#E T Mobile Diffuse FH B 8FHGTR (GRS




112

HJTID GRFFAAE, X RRE RATHRARELE R BRI F I COF AR . fE RSt e,
HHAP BN, R RMERESRECRISRZE AHPAPSNESIP A, XSRS R A
RIRIEIAEAL) o HBAVEAIFE R KL XN, TS RN 20 s Tz,
HIAFT AFE ZDER A BA . XL S B AR L RIS Jeims BRI 1)
A, AR — 2k

6.2.2 XEB—3M4

B, fLEMDE RS SR RARKERECR . SR — B H AR R
PYERSEIR TS0 S RS R KRG — 2, RS ALY EaE SR, B
AR, UANR B SRR, AR IR — B A R S R AR B S b R e R A
B, HERRI G S B BE S S B IIE H A B SR B SEROR . e — B A S KB AR TR R E
TR RS BT EG SR LA AR, DL SRR R R, X
FEA T e 2R ) B SE 5t S RE AR O RESS B, 046 BLSE3 37t b W SR IR R S0l 4k 7= AR 1)
NG BAREAN SN DAR B A P A F SR i W . BRI SRS SR . R —Boi i 2
W TRI LB I — R OB BT TR AR DO — B R B T B, H R
FCUATAR RG22 A R e i, R T SEALRARAL B 2R A s B AR

TR —S e R R L, SSIBLIZ RN —BEe, — SRR R Bk
ISR AR EE . B HSEASOER B it ik B RS Bk Bhbs
ST BB R & 17 BT EER R T 7555, AR Foundation {3
REET BRI

6.2.3 StRMEITERE

f£ AR Foundation H' S FH IR fE 1, B S ESTIF AR Foundation Y6 {4112, 7E Hierarchy
WO, MKIKi%EFHF AR Session Origin>AR Camera, #R/57E Inspector & [1ff) AR Camera
Manager A, HE#FH Light Estimation Mode 4 “ Ambient Intensity”, #1F 6-8 7.

MERH|  ambieat intensity |

AE 6-8 FF 2 AR Foundation %Rﬂi‘i’lﬁﬁﬁ |
{E Project T ¥ —~ CHBIA, 444 LightEstimation, %s5{CiniE . 6-1 AuR.
KA H % 6-1

1. using UnityEngine;
2. using UnityEngine.XR.ARFoundation;



6.2 JE{ELT

3.

4. public class LightEstimation : MonoBehaviour

B {

6. [SerializeField]

P private ARCameraManager mCameraManager;

8. private Light mLight;

9

10. void Awake()

1 {

12. mLight = GetComponent<Light>();

13. ¥

14.

15, void OnEnable ()

16. {

17. if (mCameraManager != null)

18. mCameraManager.frameReceived += FrameChanged;

19. }

20.

215 void OnDisable ()

22, {

23. if (mCameraManager != null)

24, mCameraManager.frameReceived -= FrameChanged;

285, }

26.

s void FrameChanged(ARCameraFrameEventArgs args)

28. {

29. if (args.lightEstimation.averageBrightness.HasValue)

30. {

31. mLight.intensity = args.lightEstimation.averageBrightness.Value ;

32. Debug.Log ("Light Intensity:"t+args.lightEstimation.averageBrightness.Value);

33% }

34.

35. if (args.lightEstimation.averageColorTemperature.HasValue)

36. {

37. mLight.colorTemperature = args.lightEstimation.averageColorTemperature.Value;

38. Debug.Log ("Light Color Temperature:"+args.lightEstimation.
averageColorTemperature.Value) ;

39. }

40.

41. . if (args.lightEstimation.colorCorrection.HasValue)

42. {

435, mLight.color = args.lightEstimation.colorCorrection.Value

44 . Debug.Log ("Light Color Correction:" + args.lightEstimation.colorCorrection
.Value );

45. }

46. }

47. '}

FRFZRIA, FRATRAE Directional Light 144 44K LightEstimation ii4%, JFKF AR Session
Origin>AR Camera Jit%5 mCameraManager J& 14, WA 6-9 fir.

g - a0 ® il [ limoe ™|

4B 6-9 FF2 AR Foundation Y B 151t TheE
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4 Fi21T, Debug i 6-10 fras, MM Hid g BRATRI 3 MHE: —J2 Light
Color Temperature % 4 Hi; —# Light Color Correction {5 3E % #5T 1, Light Intersity f{E X
A Light 8 @—¥F AL =BT EMESHIT.

H B S — [ R LR IRA TR A B9 FHLR A R 58°F 504 Android, £ Android & 1=, ARCore
#H Light Color Temperature %% . 7 ARCore 51, JER Al 1143 X 2R 5% o 1) Y6 HE 58 FZ (Intensity )«
Fitt, (Color). 77 ] (Direction) 47 PPt 15, 7E AR Foundation 1, 15 1 Y6 58 (Intensity )+
PR IE (Light Color Correction). fE i0S “F& FffiH] ARKit B #&# Light Color Correction ff]
B, ARKit S X385 K EHEFE A (AmbientIntensity ). Fifathif (AmbientColorTemperature)
BEATAEE, [ETE i0S “F4, Light Color Correction AR &4t .

Unicy (Filename: ,/Runcime/Export/Debug/Debug.bindings.h Line: 49)
Unity gn RGBA (0
Untcy
Unity Debs
Unity
Unicy
Unity g/Debug.b n
Univy 1,000, )
Unity
iy (Filename: ./Runtime/Export/Debug/Debug.bindinga.h Line: 483)
Uniry Light Ingersicy:0.4263393

AE6-10 YE{&it Debug HHER

S HL RN LUE R, ELPRBAHF, BIERIEEILSR M. FRERI1H
I T R E KR 04~0.5 %3, FWAERNATIRRERAE, BIISELTHRL—
NZRYORARE . BAEH TR, BlFELl 2 5 KRR .

ARCore 5 ARKit 7 IBAETHEARER & B AL RG i iEalie ERSREER, (ERE
YA RE AR YR A B IRE B S, M 5R LA B St R A i LSk 26T R Y
FERR AT T E X BRI B — R G g — MR ERETEEEE, (tHEAEY
K, FHt, WRA T B CREAE TN R A O PG RE AL THIBE . S PIDEIE AN T 7 v ik
5% AR Session Origin> AR Camera, K3 AR Camera Manager ZH141 ] LightEstimationMode
J&HEWA “Disable”.

FE A — YGRS T B8 AN [R] 1 3 OB AR B0, iB A IR 2 R A LU B AL Ry
SRR, AT Color Correction LA R EL 5), W 6-11 Fiaw.

(a) (b)
AE 611 HEABUREELMAELBRE



6.3 ﬁﬁ%ﬁ%

£ AR FFSEBIIAEE RAST RAER B, TG AR B ATE E— N EEA
B, R RS RIS IR, BRI s SR, (HEEDY AR XA
KM THE EAAEHA TR, REMAALERBEAEENAAZERNAERER, Bk, AR
R ER B 5 IR 5 AS R AR R R
6.3.1 Cubemap

Cubemap, HSCHSLTRNSE, 8% FH T HREEBURE, Unity #() Skybox B2 52 77 AN .«
ST 7 A U P A R SR AE N B R B AR K AT .  Cubemap f&—MH 6 MHSLH] 2D

EA AR SCEES, A8 T 6 12D 808, 84> 2D QAL TR —A i, 6 4> 2D
SIS — AW RISLT R, I 6-12 .

Wy
s

AE6-12 Cubemap BF 55X =EE

e 6-12 e, W EAET LT 4 B T LUK X 6 AN mE M — AL, s
SUPRH ) A PR 0 PR AR, XA ST ARG P 42 R pla i S AR P A K R R A AR T —
AN 720 BE A RS A, DR b T SR A RS 7 A Tl PRI 6 U E e R T A s I g T DA S B
720 FETCHEA VSCERAE, TERSER IR T RICR -

55 2D GELRAHE R UV AR R, SC77 P B 7 > 3D B R T RAE, BATE
SOXAEEHR 6] B AL T SL 7 ol 6 3D R, i 6-12 A EFTR, £ 3D Bk R
LIRS AL SO AR TR BRI SCEE . A E GLSL. HLSL. Cg H#l X T L7k
FIERFERRE, w7 LAER 75 [ 3E4T Cubemap SRAFFHRAE .

Cubemap [KF: 720 FEE} F1 (K1 R5 P 3 FSRABEIAESE ROAC I R IR, SIS i 2
S, QAR A 3% 25 (0 B SEIN ST Cubemap RT DARRAULSE 42 45 5 Xt P IA PR B (K SR A RBOR - 7E AR
FRAT L R ) 7)Ao o A S R A P g IR SRR BT ) S I 2R -

SETURTG PR 6 N EARMSCEE, E FEAS LU T LR R I B e g, HERS
SUEARE R MR B, WA B0t ] ARSI R ROR, I RS SR A
fie S i _EATAE I NFER AR SEULAT I At 7 B SEI Bh & £ ) Cubemap, SEHFAE
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% Cubemap K77 ERATZHAT A, X7 AREARH F I AR TR 42 0 A8 ) S 24
R, (EYERETHLBOR, % AR ZEAT A

6.3.2 PBRIE3

JEIRAER! (Illumination model) tHFRVEAEELRY, FFItEDA R S RE5E GBI,
MEFEAEm S, ERERRE —DMAN, FHXNARITEEREN SR RAR. H
FRERERTE, SRENS AHE: —RRETYHEHERY, H—REETELREML,
FETYHEW R OCREY, METEHYERNEEMSH 7, B A ward BRDF
B, HPMALSHFERNEENE, XA IR b 2 BOR AR Bk, HEATH
Bk, SLPERBBOARME; HETYHEEY (Physicallly Based Rendering, PBR) /&% T4
B, PBR MYMARERAHGCF IR, FIRSESE, I ERRIBERHA R ITE
g, ZRBAFMRETERARFEOMEAR, F25 - HEMERKRTMFAAHLE, B
PLAIOHAR K2 LU v, (HRCR Im ) AR L . PR R 5 2 UGB R G 3 2 (8] ) PR FE AN 2
EWT R “dERREIR” M, LRMFOCERET AR EERETYEE, RAARIERIES &
FEAEREMDS. BN, SREDERSE, MrEEAL, MYEENEERATER
B K.

PBR ZEA [FIFERE LR 3E T 5 B St 5 () 47 28 5 28 5 AH A7 () JE A B BT #) o (1) 38 Bt R
A, ERARETYHEKEYE B2 —FE S a0 7 AoRER LR, Bl
XFhE Y7 X 58 % {0 Phong 53 Blinn-Phong YRR B A L B A B RKREF H
e, BRTERKEESLLS, BTERAYESHCRRREAR, Fihn g s HidH
5k, RIS SECREUA R M R, 1A K450 RS s i %Lk I
RELEFEER. FHETYESHATERREMREA —NERNEFL, METRER
FEanfe], XEMAE L EHSRAIEFM . Unity A ER Standard Shader Ht/2&— 4~ 7 HEF1%E
TYHAEGE, LT ARKSEORBEREUN &M RRTDEE, WAKFH &R L,
NH—NE AR, n] LT % Metallic Al Smoothness {E AL AEE )R 2| 4 & (0T
AME, WA 6-13 Fiax.

4B 6-13 PBR KRS Metallic 5 Smoothness & #4 B M 0 69 R & & op

BRMIL, PBR 1A R Xt & T R B I Sct R —Fa L, X e iR
TYHEMEE (Physically Based Shading) HJJREE . H/Mr—F PBR Yt AL Z B 25 T3
B, DAHERAT 3 NEM: ETHCFE (Microface) FIRMHER,; BEESE; NHAETY
EEf#) BRDF,



6.3 HEARH

£ PBR [AEAM F, FRATAT DAAE AR HsSEIROHIA58 (1) [t (AN A PBR B AT ASEBR R 41D,
i I 1% Metallic A1 Smoothness 5{# Specular F Smoothness 7] LASE LA [FIFE B F) s 3 R
nk 6-14 fizs .

Rougher

Smoother

|

AB6-14 £ AR P RIMHIEH RS RHEE

AR Foundation A, 7E{#H] PBR iE R REMMIARS, W REAREMMIARA SRR, LA
EE AT T Reflections, [FINARIEICHR, HAHIZIFE Specular Highlights, Wi 6-15
FioRe

Al 6-15 7 PBR /3 Specular Highlights & Reflections

6.3.3 Reflection Probe

fE Unity 91, 7 ORI BIPEERIN 20 Skybox P24 R,  (HASBEXT LRI 3R 4
5F, RPGXAN R, Unity 24 T Reflection Probe (S iRk EHERE) FIAES:, FTIEY Reflection
Probe S /2 —AN i, 7EIX/N i B IA) 6 NI A 90 BEMSA A AR 6 5KIR T GX 6 N4l
Xty oy tzy —z), BUAMIAR 90 B, X 6 Sk AR T A BN T BRI
SR A ARIN EUMBAERE 29— Cubemap, RERTEE EA SSHIA IR R0 G FH . #0405 03 B rhr T L)
[EH A RS, I B AT AR E B AR A S8Rk 7= 2E 1 Cubemap.

Reflection Probe fi Probe Origin 1 Size J& 14, Probe Origin AL IIIE 5, Size & X
T AFEAR S [ A & T AR ¥ AR (Y5 ], Probe Origin A1 Size 3t F# AR T &= SHE K IR
SEMFTEAE, N 6-16 Fra. RGN & R4 e smIR, 4 sesifl iRk
St Sk B A4 B B it

Ar R B SRR AE ) Cubemap, 4 B B YK Mesh Renderer H1[] Reflection
Probes 1T, %FF Blend Probes 5(# Blend Probes And Skybox, #1E 6-17 flfs.
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Eom REER

\B6-16 EHETEE 1B 6-17 &8 Relfection Probes # Blend Probes
=4 Blend Probes And Skybox

BN R ) AR SE R AT B BT E A B 6 477 1) B S0 AR 1Az 77 (A U P
HPERIPPEER, R — MR AR KRB, SEI A SO R BT & A B — S 3 5 44
NG, FESRBEN S AW A BT SR SRR LUK IR, O T BR(IRTEREH #E,
F MR R (Bake)s FEIEHT (manually), Wxt—ANKT RS, A7 LAT S BERT B4
B, HRXATAARE R BRIEAT ISR T AR, Fah R AT DURSE & ZAE SIS R HLA
LS, EE BRI 5 RO

6.3.4 BEERFILIRE

LR RXFEITYE (Texture Sampling Filter) J&F8 X RAFSEEAIEIEE Y, X BN HExT
AR Foundation H%} e 5 1 3 FhKAE 3 7. (Point. Bilinear. Trilinear) WHff. 7EEA&
BRI, RENEYARRK R T SRAMSEEHFARE— TR, WAEBCK. F5/MERR, S
MERAETA, NTEBELFIMGRIR, 7 EN RN ST A

NT I ERR, FRATA—4E A BER VLR, RanIA —ak 256 X256 L3, HAE x 4 b
WA 256 MEFR S, HEMAPBEEME—THAR UV A2RRF K UMEHN 0.13852676, 4K
Xt IR R RN 256 X0.13852676=35.46, Wi 6-18 Frax. RS, NER KA E LT,
B, 35.46 HAREE B N —MEE R IE.

C

.
/’\*

|
1
|
|
|
1
|
|
|
1
|
|
L
|

|

34 35 35.46 36
sE6-18 FEILEEXRHTEE

KRET PERk RN T AR IX R LR RE BT LA @, Point 1 AT 1 77 A2 DU I
BRI, WEEE N C, 5 35 SR RMEFRE . Bilinear i U8 f AT J7 20= AL oL 1)
AMEZ EIVERGE, BIAE 35 5 36 Bt B (AR 85 /N BB ME, HAEAN D. WLLE ], Point
i y&tL Bilinear 14 JEfI #7542, {H2 Bilinear i &L Point 1T JE4E R E-F1E, HERWE 6-19
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fis. B (a) AEE, B (b) AEH Point I8 HBCKGEHRER, 7TUAERHZ AR,
(¢) A Bilinear id I8 HBCKEHIEER, RORETFEABZ.

(a) (b) (c)
1B 6-19 LEIERH Point i385 Bilinear iR REE

Trilinear f# R ZLEAF LOD (Levels Of Detail ) [H]3S S8 SCH () o) B, JHFENE 6-20 FF

Ny HSERUREAT PR IRIEE TS it 4T — K Bilinear ity H H Cb 5 Ca WIMEH, RFEAR
[E /) LOD [a] 34T — X Bilinear 33, P45 R hnEH .

Ci,j Cb=0.35Ci, j+0.65Ci, j+1 Ci, j+i
LODI @ {— @
® C=0.72C5+0.28Ca
LOD2 ) O @
Ci+l,j Ca=0.35Ci+1, j+0.65Ci+], j+1 Ci+l, j+1

AB 6-20 LI Trilinear T3

£ AR Foundation H {3 F PR35 56 [ S B, A 7 38 B B 47 AR, 8 % B A 188 £i% #F Bilinear
a4 # Trilinear S RAELIEAE, WE 6-21 Fias.

2B 6-21 AR Foundation 8 R idEER

6.3.5 {#A Environment Probe

f£ AR Foundation H1, PR3 5 T8 AT LU R 0048 S 9 LSttt AR AR BR 15 8., AT
IR I R S A AR RS . AR MBI R —NRA NS, TEESEEMR
MiRAgeE AWM, WEEEJE, £ AR Foundation % F B JE ¥ f&j #%.. 7£ AR Foundation
15 FH IR e S O ZE AP IR AN T &

(1) fE3 51 ) AR Session Origin X7 % _F#£# AR Environment Probe Manager 28 {3/
N E .
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(2) WHER TG B S R R PART Bt A BN 4 5 9 e S S Probe.

(3) i BzhElE Fah 7 A B R BRI 5 B R A A .

¥ ERPTE, EGTE AR Session Origin X4 L%k AR Environment Probe Manager
i, BAVX RGBT B L, FEAGE “ Automatic Placement”, FfiEHRLUHE i 38
BN “Trilinear”, WIE 6-22 Fizs.

AE6-22 H#HIRE AR Environment Probe Manager A

RIGHTERF M BRI GE R FEMR, R HRAMEA R Unity 11 Standard
Shader, F-#E 3 Mesh Renderer 2014+ [fJ Light Probes F1 Reflection Probes 134 Blend Probes,
LA HLAE S S PR Sk AE T Cubemap, “A)i% I Standard Shader #' Forward Rendering Options
[¥] Specular Highlights ! Reflections, 1K 6-23 Az,

V (a) (b)
\B6-23 BREHHE

HTE R A B AL B A R — AN SRSk, B — CHMIA, fiv44 4 AppController, Ff
G SRS WARLTE B 6-2 FTR.

KA % 6-2

1. wusing System.Collections;

2. using System.Collections.Generic;

3. using UnityEngine;

4. using UnityEngine.XR.ARFoundation;

5. using UnityEngine.XR.ARSubsystems;

6.

7. [RegquireComponent (typeof (ARRaycastManager)) ]

8. public class AppController : MonoBehaviour

9. o

10. public GameObject spawnPrefab;

1, static List<ARRaycastHit> Hits;

12. private ARRaycastManager mRaycastManager;

13 private AREnvironmentProbeManager mProbeManager;
14. private AREnvironmentProbe mProbe;

15. private GameObject spawnedObject = null;

16. private void Awake ()

17, {

18 Hits = new List<ARRaycastHit>();

19. mRaycastManager = GetComponent<ARRaycastManager>();
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20. mProbeManager = GetComponent<AREnvironmentProbeManager> () ;

21, }

225

235 void Update ()

24. {

25. if (Input.touchCount == 0)

26. return;

27T var touch = Input.GetTouch(0);

28. if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.

PlaneWithinPolygon | TrackableType.PlaneWithinBounds))

29. {

30. var hitPose = Hits[0].pose;

31. var probePose = hitPose;

3. probePose.position.y += 0.2f;

33. if (spawnedObject == null)

34, {

35. spawnedObject = Instantiate (spawnPrefab, hitPose.positiont+ new Vector3
(0f£,0.05£,0f), hitPose.rotation);

36. mProbe = mProbeManager.AddEnvironmentProbe (probePose, new Vector3
(0.6f, 0.6f, 0.6f), new Vector3(l1.0f, 1.0f, 1.0f));

37. } ‘

38. else

39. {

40. spawnedObject.transform.position = hitPose.position;

41 . mProbe.transform.position = hitPose.position;

42. }

43. }

44 . }

45. }

£ R, BMFEHM T — R HEIIEH T A, ARS8 A N AR e AT
I BT, ERCEEMYIA)E, TR — TRl K AR MRS B AL
BRI 6-24 Fi. Ao BORERA BOS RIRERAE, A ERA 73R B B4, AT EA
BRI, RIS T LR R AR LR

(a) (b)
B 6-24 FAFREN RS TEARE R SRR

6.3.6 AR Environment Probe Manager
f£ AR Foundation *#, H AR Environment Probe Manager i 57 % f@ﬂﬂﬁ&% FHRAESS
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AR Environment Probe Manager A 3 /& : 77/ Automatic Placement. Environment Texture
Filter Mode. Debug Prefab.

1. Automatic Placement

AR Foundation BE £t VF H S5 E KA RSk B A Fas 8 sk, BiEM& FERERH. 76
HEHEBT, BNAER R A E eSS SN ERCE Ik BRI ERXT, BT
RANGERR e B E R R k. HZERKZ SDK #4t8%, B EkPeAE b S E
RSk, DR ERENMEEE, B 3E R SO T 7E LR bR U2 B Ry
HEAEE . FAMEEERN T RERE BN R BREHIARE R, € RMFRLS BT R
fPrE R DR R AHE AR, Fik, Tk SO RS B 7 R RN R s I 2 1%
R AEFRRGE. @RS, H3NMER AR KSR B i 2 WA (S B
TFhA B BEIRHEAE R — AN T A S AR PR B RS, AT S S B &

FOFHL A SIS G B, B RIERLEA — /N (Scaled. 771 (Orientation).
fi 8 (Position) IR/ (Size). Lufl. FrRIFALE B E X 1 B AHNT T Session %5 (8] ()%
[EE S, KANUGE X T R R TG . RN RI ST H TR, AR NER
AR Sk H RER 2R B X BB A5 R

EFSHER, AT HRERNRFRLEEEFRIEER, &% LR ENES
KN B R DA TR

(1) AL AL B R 4 J37E 75 2 SO B VA TOS sk, 7 B N2 R UL 4 v 2
B2 %, Wi 6-25 Fia. XA DAB{R T 8R% T8 5 Bk T x5, H3R3| R
HEFHERIFAEE R

AE6-25 FaERSRITER

(2) REBHLOKS TN ZABIDEK SRR 3 5, BRIk ae IR 2 B 7k
JARBEER .

(3) RHTERKTT ARA MR A7 1), {HA&E, Unity BIRSTHRSK R KRR AR, B,
T T B A 1 B R X AR

2. Environment Texture Filter Mode

IELH T PR R E E A %N Point. Bilinear. Trilinear. AEE|ELEIF I RCE, —
A FRATi%#E Bilinear 8% Trilinear.

3. Debug Prefab

ZE R TR T A RS Rk, FERAT N B E R



63 WEES
fE AR Foundation #', AR Environment Probe Manager 4142 (L W3R 6-1 Frn¥ H k%
BEIAEE I o

% 6-1 FRTESEN
Hik fd

AddEnvi Probe(P o, Vector3 scal #h—7~ AREnvironmentProbe, Z¥{ pose #&5E T B E M E 54 M,
Vortors sy Tope(Fose pose, VEClorS S6ale | g5 scale #sk 7 AFURSF Session EMIINKLHY, S¥ size 452 T RAHK
I HR i F S

GetEnvironmentProbe(Trackableld trackableld) R4 Trackableld 3REX—~ AREnvironmentProbe

i{g:};(:ggs)n vironmentReobel avironuments- B2 —/ AREnvironmentProbe, Q1R BRI NIIR [F] true, 75 IR [ false

FE RS R AR b & R 3, il — N7 (K AREnvironmentProbe.,
environmentProbesChanged XF—MNIAEHY AREnvitonmentProbe #EAT . #%— AREnvironment
Probe

6.3.7 MEEEftik

FE AR HH ) S SRSk SRR FR BT AT IR R s e D AR O T f5 2, HEH T AR 3RSk 3R
WIHAEAE BATRTSY, TEAMAALE R A RE BT, HHEER, XTRIEHE
KiF, XX RS SR T IER R R, HEOVEFE KB, £ AR
A SR RS A SR IR R B E R MU LG

1. BRI

i ERTE, AR NGRS IREUAIME B A 2 DA A B A B AT R R B B, BIASREAE
SEHEH) Cubemap, PRI SRS SRS ) S S B AN Re A B AR oG HE, A5 B8R ) S A3 Sk SEBLx
HEI BRI S S R AL, B KOS RE N ST, KRG R A AT
E ML, 8 0 22 (R I g S 3 SRS A B B Y . RIAE AR P ASREERIE 5 210
Cubemap Jf H. Cubemap SR AN CHRRAREEAHIEFE), 8% L2/ NAR L 7T LU A v S
LKA AL RR SRS 2, 83 R 3 e S 28 SR Sl S 5 S5 A PHERA T 7 DA 9 7 T 2R

2. XBHIREVALIE

BERE BP0 AN B S BRI BT AR, SR B SRS S et R R e RE T AR, W H%
B0 B S RO T AR AR AT AL . FE VB SRS T LA R B R T ik

(1) WRB YRR B BT AT AT, W LR AT ER 2 1 e LA 2 AT
PRI HEATHERE, IR S 1A T LUAR 5 BE B8 PO I ot AS [ 9 S S RSk 46 B Cubemap SRF:

(2) QN2 RWFHEE S, W Skybox, 4F8ENYIARE B HH KA SR Sk 1T Bl A7)
SRET UL s T AS A SRR BRI v

(3) ABBIARE B 2| — A H A BE B A — N SRS I B R AL B SO A Sk

3. Bhlkik A

fE AR H1, A Cubemap AMURFERA G 6 77 MM O . B+ HSAEE(E
BHATES, AR TEELHAWEREREKNERER, HHIEEMEHATE SR
BRAHIE BT AN 7S, XA NN FEIERE IR . W 2 A SRR & R it
R EFAESRTE, MR ISBA RO EPEHEE. £ AR+, JH B EmE
AR RN, MRS IR R AR, FBRAIR R RG] SR, e
HMRAN KT 1K,
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4. BRI

RGNS Bk i S Sk Bl VR B ) R SR Sk & ik P B Ri&E . 7€ AR Foundation H{5
F B33 E R R I, R ZE Session i, I8 —N 4R 2L Skybox AT
SCART LB SRR V) e . EFRICERS, TFRA N ZHER S ERITE, wiEEity
HIRARE R G E WA S, BE A — N2 RMTE SRR T #ALERN K ## & Cubemap /£
NS EFE.

64 [ ET E T

e LT

RS AR P INRE R EENA G, ﬁﬂ%i&ﬂ&ﬁ&ﬁ%ﬂﬁﬁﬁﬁ R
555 VIR KBRS . WAR RS, JFREE KN P B E A E R, W 6-26 Fias.
BARER™ E SOCIRE VIR, B~ At 5 5
B VIR . BASZE R A\ Xt 23 8] 2R 558 1)
Wr, @A SNEESERE.

GRS —FE, R T BRI A R
R EIEHH, [, £ AR AR S5 VR
AR LA R AR, VR 22T,
EHASHH E R BEZ NS, H AR
FHA BRI R, W —1 AR Bl
BB H LR L, X BB
BAEEZME CREHFARB AR PN R, TEEREZREEMYERIRRE), Fikst
NREERRARE . A=A, BRATNEBREEBDWE T HBE - EZHAEN
MR, BN RTEREZALENEEEAMRER, R T AR, Hibih oy FHE
EH, XA BT R

6.4.1 ShadowMap KA /RFE

{E Unity N EBIRSEIH, SERTEIARE T 2 FIRA G, ARHEER AT LAZ ShadowMap.
Screen space ShadowMap. Cascaded Shadow %, ShadowMap #%HAR X A] LA43 A Standard Shadow
Mapping. PCF. PSM. LISPSM. VSM. CSM / PSSM %, 2 ff A4rixX 4 % I g4 i B0,
RENFERREGERE. PHREBNEBESHAER, FRERITHH 2T (&
), BABOCRS T MENE (HIR). EMLRsEh ey, BT
Tl AAERFDCES R R AR BRI, A 7E RGBT 2550 A2 B (R
AR, AN TIXME WA, BaTRA —Fg— 5k nT DU 2 &R B s A BBk,
R e T & KA R A B e i 5L T A B RS 1 1) L

ShadowMap FAR T EREATPIRIESY: B — KM ICIRIIA A1 E 44— 5K RenderTexture, %
FESANLGH, XIKRELOERZARER: £ RN EEHREYMAERE &, EEY
Sy B0 7 B AT R R BDCIRMIBE R 5 58 — I By 5 IR BE B honf L R A BB EL R,
SRR HOIR R B R U OB KRRV B i s b TR, il 6-27 FTaR

FEF—UGERH, MOCIEMA R, ERIRGIRME R WAEBE, LRI SENE
FERH, 0D RO RRRBEE SR L1 B IRV AER R, IXKE R ARG LA

2B 6-26 KXRSHEF AR SEFELIAER



BAWMEBE, WE &, WHE mBRDCHIIERR L2, $ L2 SIREE X SR A AL,
M 6-27 FRTLAER], £ —KIERN, 5 E RORNRRERBZ L1, JFH L1<02, ZHRBIM
SIERAAE, E R E T, Bk E fARERUTCS R, B E R4 T IHR.

y

; BHINEEFBNAE B R R EAR —LHFEHT T AEXL, WRASH
§L15m%k¢ﬁm/%EEﬁ~&ﬁ§M¢ﬁﬁo

6.42 {EMSLHREE

WIHTFTR, 7€ AR AR — R ERGIRE, H— A HERER 2R
BR R (1) 8 o« 4515 h BRATTHE K Unity P B B SEAR U 77 2245 1L AR SERS B8, SR HH Directional
Light fEX6UR, 1 — Plane B {8 2 A B 44

By, HME—EZAK HFEHEM Plane, F Project & N Hid— Shader, &N
ARShadow, 4i5 W% ¥ 6-3 Fizn Cg A%, % Shader (IThEER 2 BRFARE .

KA ik ¥ 6-3

1 Shader "Davidwang/MobileARShadow"

2. A

3. SubShader{

4, Pass {

5 Tags { "LightMode" = "ForwardBase" "RenderType" = "Opaque" "Queue" =
"Geometry+l" "ForceNoShadowCasting" = "True" }

6. LOD 150

7. Blend Zero SrcColor

8. ZWrite On

9.

10. CGPROGRAM

11. #pragma vertex vert

12 #pragma fragment frag

13. #include "UnityCG.cginc"

14. #pragma multi_compile_fwdbase

15. #include "AutoLight.cginc"

16.

17. struct v2f

18. {

19 float4 pos : SV_POSITION;

20. LIGHTING_COORDS (0, 1)

21, i

22.
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R e e

23

24. v2f vert (appdata_base v)

25. {

26. v2f o;

27 ©.pos = UnityObjectToClipPos (v.vertex) ;
28. TRANSFER_VERTEX TO_FRAGMENT (o) ;

28 return o;

30i. }

31.

32. fixed4 frag(v2f i) : COLOR

33. {

34. float attenuation = LIGHT_ATTENUATION (i) ;
35. return fixed4(1.0,1.0,1.0,1.0) * attenuation;
36. }

37.

38. ENDCG

39. }

40. }

41, Fallback "VertexLit"

42.

43, }

RIGHTR— MR, Fdr4 9 ARShadow, £+ Shader N4 5 i) MobileARShadow.
£ Hierarchy & 137 —/ Plane, K Scale (&N (0.1,0.1,0.1), #R/54 ARShadow #f
JRIRE S, FHHIFERK Prefab, #r# A ARPlane, Ml Hierarchy % [19Hf] Plane, F|itt, 5%
IR 8 % T T A 56 B8 o _

£ Hierarchy & [11%#% Directional Light, #R)5{E Inspector & X} J @R TR E. &
MR —TFHERI 5%, #+ Shadow Type ¥ & A Hard Shadows, HAS ¥ E N 6-28 Fin, V4l
B AL U .

7E Unity SERAK LSRR Edit> Project Settings, 77T Project Settings X1 HE, £ Quality,
Ha B4 Android EbR T MR E/N=M, £ TH3EF %S Very High 50 Ultra, #RJEiE
# Shadows & Hard Shadows Only, #%# Shadow Projection & Close Fit, 1 6-29 fi7s.

[}
il
o
)
]
]

AE6-28 9E Light WEEESE 4B 6-29 B Project 4 Quality /Bt



| b4 HBREINEEY
£ Project & I HFHr & — A~ C#IA, #r4# N AppController, %S WSS #. 6-4 Fian
(MR
KA £ 6-4

1. wusing System.Collections.Generic;

2. wusing UnityEngine;

3. wusing UnityEngine.XR,ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

S

6. [RequireComponent (typeof (ARRaycastManager)) ]

7. public class AppController : MonoBehaviour

8. |

9. public GameObject spawnPrefab;

10. public GameObject ARPlane;

n static List<ARRaycastHit> Hits;

12. private ARRaycastManager mRaycastManager;

13. private GameObject spawnedObject = null;

14. private float mARCoreAngle = 180f;

15, private void Start()

le. {

IFs Hits = new List<ARRaycastHit>();

18. mRaycastManager = GetComponent<ARRaycastManager> () ;

19. }

20.

21, void Update ()

22. {

23 if (Input.touchCount == 0)

24 return;

25. var touch = Input.GetTouch(0);

26 if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.
PlaneWithinPolygon | TrackableType.PlaneWithinBounds))

27 {

28, var hitPose = Hits[O0].pose;

29, if (spawnedObject == null)

30. {

31. spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

32. spawnedObject.transform.Rotate (Vector3.up, mARCoreAngle) ;

33u ) var p = Instantiate (ARPlane, hitPose.position, hitPose.rotation);

34. p.transform.parent = spawnedObject.transform;

35. }

36. else

37. {

38. spawnedObject.transform.position = hitPose.position;

39. }

40. }

41. }

42. '}

A B RS R R B A F T LR RN R FERCE R RN, RIS
—ANEZRKTH, FREZTFEAEDNRTFNSR, DMERELS BN R E. #ix
A E AE 3757 F (1) AR Session Origin X% b, R4 AU & 5 BT HI7E 47 ] AR Plane IR%5
RN, W 6-30 fis.

HEiElT, FER—AFH, ERERUXNRE, BRWE 6-31 fis.

ME 6-31 Al LAF R, XEAERMBAERIER ™ E, AT, HIkHEAEEAR
{RFFFE 20ms~30ms, WA 6-32 s,

B R RBATRK A, £ LR T D, # Directional Light ] Shadow Type ¥ & A Soft
Shadows, HAZHE B HFFFAZL. SRETE Unity EHFKIRERE Edit>Project Settings, §71
FF Project Settings X1 #E, ¥+ Quality kT, Fi%#E Shadow Projection /¥ Stable Fit, (H
SYERETHAE A 6-33. B 6-34 FTar.
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ey Y By ST

AE6-30 REMEASEEM

4B 6-32 Unity A& Hard Shadows M 8ESEFEREE

A 6-34 Unity A& Soft Shadows i £ Stable Fit M EEEETEE
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| b4 BRREIMEY
TEAE ] Soft Shadows 1% # Shadow Projection 4 Stable Fit /&, IR &H 7 L KK
SO0, HEEM T2, HARSEMNRESHARE, RN MHAEHFE LI E] 40ms~50ms.

{R+F Directional Light J& £ Shadow Type A Soft Shadows, % Shadow Projection A Close
Fit, ZCRSHEREHFESHIMAE 6-35. & 6-36 .

AaE 6-36 Unity W& Soft Shadows F}i%# Close Fit MEEEETREE

M 6-35. & 6-36 ATLAE HH, 7Ei%+ Shadow Projection 4y Close Fit J&, 525 llxt
R SHIERLT, BABRMERE, HOGIEER LA, MHEEHEE L 60ms~
80ms. XJ AT LA&Z B, Shadow Type 55 Shadow Projection %1% A8 /fi B 820 1R K . Stable Fit
X} Shadowmap {3 FHl () BRTEHTER, Close Fit { F (& L7k, Close Fit 8% FH TEHEHE &
THERHE . BIEARNE SN B 2B MIES), Stable Fit MR A HREBAK, RidH
MBI AR AEES . M ULEH, B4 RIH R E LB H, BasRN
SEB BA 82T BE- S B0 BB FEALAE 3 0

6.43 BAESEFR

Unity [ R GiEH 50 K E 4%, 7E Directional Light J@PEH, YelE G F RSN« 6-2
Ffime

#6-2 KBEXRBRERAEZSH
=43 R
Strength FIsEaRAE, (ERKPIRER, BABRERK, WEN0,1], BRAMER1
B 2r B4, Use Quality Settings {3 ] Project Settings #7115 B (4, 8 % Sk B%3% 5, [K 4 Project
Resolution Settings PR E WS EEET . L HLENKEEKIKA Low Resolution. Medium Resolution.

High Resolution\ Very High Resolution, ZrH¥SEii, [0 % M5 UG 80N -1 A I B

B, JEE02], BRIMEN 0.05, MRPREHUNMEXR, ERANM SR HERA,
.5 Normal Bias —3H T8I HH% (Shadow acne) FPHHME (peter-panning)

Bias
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gk

i

wRE R, FFEN[03], BHAMEA 04, EEUENER0.3,0.7), %@t SBRA T ISR T R i,

L SRR Bz, (P RS SRS, T e R B R R

Near Plane WL, AR RN, JEHE9[0.1,10], VAR AT DAV RAE BIRC R BT T i

fE£ Project Settings X EHER, %FE Quality EHIF, WHE 6-37 o, XHEa] LI EBMAE
B ERI, AABGEKK A E R i0S. Android. WebGL, MLEUT&E@*@@V

FE AR AT () [R] BN P RV #E R 2 R 2B 18
{E Project Settings XJ 1 HE 7 5 BAFEAH R A R B K 6-38 AR .

2B 6-37 Unity RERER @

)
@
i
@
i
&

AB6-38 UnitySetting @R SE#EXIEERE
K 6-37. B 6-38 F1f# Unity T2 % H R R ESHE 6-3 fin.

%*6-3 Unity TIEERAAREESH
B fihid
PRz A, RAENIEN Mix M4 HEH, Shadowmask s A B YRR HEEA
Shadowmask Mode #., Distance Shadowmask 5 Shadow Distance ft & {#f], 7E Shadow Distance & [ P4 f# i Sieh
Bige, 7EVaESMEFtEEAS. B, Distance Shadowmask YEREFELL Shadowmask T
Shadows 8, 4>A Disable Shadows. Hard Shadows Only. Hard and Soft Shadows (43557

Mg BRI, R

Shadow Resolution

BIgE B, A PEMNEBFMKIK A Low Resolution, Medium Resolution. High
Resolution, Very High Resolution, 4:#¥3iE, PRS-, AN &

Shadow Projection

B4, Directional Light fRIFA BB e Close Fit IH 4L 4r R M5, Stable Fit 1
PR R MBI

Shadow Distance BIRGET LBER, RRRPERE, fEMIER BRI, 75 B R
Shadow Near Plane Offset | JT-FliFAE s, T AL i A K = 12 S 20 B B2 41 i )
Shadow Cascades EBME, 44 No Cascades. Two Cascades. Four Cascades, 55128 8 Sk H 41

PR ABRRMBR, RBRIEXERERFEAEHR X

Cascade splits

ERUIR, RIT %2R &)

Unity B ##BH5 2428 7 ShadowMap. Screen space Shadowmap. Cascaded Shadow
FHEHE, HTUESIHYRERSERRER, ST % WA,

FERTATH, %ﬁﬂ]ﬁiﬁﬁ Unity A &) Shadow Eﬁiﬁ&iﬁﬁ?l‘ﬂﬁﬁ Zﬂﬁ}sﬁ Soft Shadows
B, WRBBBFEMEMEAR, RTEZEPES Quality Level. Shadow Resolution. Shadow
Cascades W EH, (HiAFXLSH IR E WA BKREME. RWRIEH N ERM



’ 6.5 Projector f%

Unity {4 DynamicShadowProjector RS RAMIAR . LR, ER KR & HEREHFE
IEBL T AT LAERAS L N B R B B RUR

BEF AT LALE Asset Store |- F# § A\ DynamicShadowProjector 11+, DynamicShadowProjector
LA BRI 77 = LE B RS AR (8 ShadowMap, AT LAVE AR ENF & B4 i — MR
LA, T H LR AERTR # & LiE1T.

6.5.1 ProjectorShadow

GReLH BT TR, FOARANIIAE M DynamicShadowProjector £, FrbAE 4L
7 K Unity B I BISEAE G ZhBE « 7E Hierarchy % K H1i%E 9 Directional Light, &3 )@
Shadow Type ¥ No Shadows, 2& 1 A4 SEAR .

FETR, BAIFHEHE—HH Shadow Projector [FFE#LXT % prefab.

(1) {E Hierarchy & H i — NEXW R, A4 M Softspider.

(2) ¥a0—"1THFEf ARPlane X KE#Hi%f % SPIDER #iZ[13% Softspider Xt T, FH %
AL EIC R, R T B A R B RS A B (47 18 38 B 7RI it B IR R A 1) R, s
ARPlane 7 y #0487 B AR _E3E— A5

(3) fE Softspider MR FHE—NTXHR, #w&A softshadow, TEH Inspector & M+,
i “Add Component” #efll, #IKi%$E Scripts>DynamicShadowProjector> Draw Target Object,
a0 B ZAE R4\ Draw Target Object, AN DrawTargetObject 411, BRiNSH 3N
ARINPT A AR AR, W 6-39 B

Ty

adet | DynamicshadayPisjec:

4 6-39 DynamicShadowProjector 41418 & 5
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FoE ARHR

X}, fE Hierarchy & 19, Softspider X} %I Ak [ 4544 )2 K il 6-40 FiToR .

(4) HATHP R E . Bt Projector L T ] Material % B N DynamicShadowProjector Z1 1
H 7 ) SoftShadowProjetor, HH:-# Softspider Xf 4 T (] SPIDER X} K45 DrawTargetObject £
) Target BYE. XHANSHKERNEE, —MATEHREN Shader HHFIE, —1
AFEEPEPEHON R, WA 6-39 BB A 1 FBLE A 6 Frs.

ARHE R E VA% Projector 4114 FIUILMBA, FF4E Scene B F1eh &% Projector (RN E A2 iek /7
W, ELZAE Scene & 14 F A Shadow Texture /N& L& BB RITEAR, WK 6-41 Fizs.

4B 6-40 Softspider FHIALEI9E X E 2B 6-41 & E Projector B¥EREE

HB LB R BRI A A B, I T ER BN HEBRE B S IE et B 4h . BAKR
%2 1E Hierarchy & [ H1i%H Sofispider T ff) SPIDER X4, fE Inspector A —1 Layer,
#r 4 4 Spider, W1 6-42 ffiR. ¥ & softshadow X% 1 Projector 414 F ¥ Ignore Layers N
Spider, & 6-39 ¥ B 4 2 FiR.

AE6-42 & E Spider X RFT/EH Layer

£ ShadowTextureRenderer ZH 147 7] A% B FARE Bt . FARGECEE R/, Horh 2808 X
INEE R R, BRI B R RS MR N AF RS . Multi Sampling 55 Super
Sampling FEZH TP L. ERNREF, B A B E Multi Sampling, {HK PR
(B REFF R B A . Blur Level 537 /8B Blur Size ¥ B FHRIAG AR, [Hibd 5B
ZH, [EEBHRXNSEHEREMEK, JFHAE 08 FERts 2B &, BWHE
wH.

WHIFZ )G, B Sofispider #l{F sk Prefab M Hierarchy & O IB%, R/5%F Softspider
Prefab Iit%5 Hierarchy % 17 AR Session Origin %1% I~ AppController [l 4[] Spawn Prefab J&
M. RIARA]C K82 AR ) T B 2 Prefab, FrLCL7E AppController A+ JG 7 15 S
f£—> ARPlane, W] AVEREIX LAY, WCADIEH 6-5 FTn.

R 5% 6-5

spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);
// spawnedObject.transform.Rotate (Vector3.up, mARCoreAngle) ;

// var p = Instantiate (ARPlane, hitPose.position, hitPose.rotation);

// p.transform.Translate (0, 0.000012f, 0);

// p.transform.parent = spawnedObject.transform;

BATE R SRR A 6-43. B 6-44 Fiizn, FTLAEH, Projector FHFZLE Soft B
EEINEA, MEEHEFE S EH Close Fit Y Soft Shadows FEAAH 24 5L IS A 1411 .

G W N



T 65 projector BB

A 6-44 Projector BEE S REHFERERE
6.5.2 BlobShadow

SR A, AR e BRI (Blob Shadow, B MUEKIFAR), X
FhBASE R — P A IR, AEAE A T SeBls a0 LS dg st o A R 110 A 1A e e YR 1)
FHHREBOR, i 6-45 foR.

f# il DynamicShadowProjector ZH 1t 7] AHIVEX MBS HIBE A BIFE, HEAPIRE A5
AR—F, H&FERE YR MM R & #4 BlobShadowProjector, SEFRIEAT R S5 HEREH #E
St 6-46. B 6-47 Fram .

2 6-45 HRAFIRTESR 4% 6-46 Blob FHEHRE

RN ZIN, FAHEAERS AT B A R RRE R ZEA K, (HR
T DynamicShadowProjector 211+, B 77 A WA D)4 Blob Shadow, FITEHF K
I T B AR SERR B AT VAL o
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W mem xmmm

A 6-47 Blob I MREERETER

6.53 BEIFR

DynamicShadowProjector ALf{EJy Unity W BRI — &AM, BT LUSCELSE R AR AR
BB RCR, AP ER, o AISHIfEmbee X . MRk b= sl B s, il
B RERSE HRE KRB TRFEARES], Er] USEEEMNR AR, EXbrmE
AL RVEN . NG EEES %, UK H ShadowTextureRenderer [ 578 4L 40 {4 v 520 B 82
A BB EE 6-4.
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% 6-4

ShadowTextureRenderer 4% W51

SHREM

A

Shadow Color

PEZHI. £ Projector {1/ Shader A¥EPHRBIEA RN, WENBOAF TR
THikfE

Texture Width render texture %5
Texture Height render texture
Multi Sampling f# Fl multisampling level F14E1h, %S08 B 7 FF

Super Sampling

{# i supersampling level #8515, A Supersampling i F % K 40 render texture
g, HE, BEFEBF)FG A multisampling

BORITERE, 0 ABERARE, 1. 2. 3 WKEARY, (EAkwm FSERRAON, (2 AT R,

Rl PRSP BOTRENS, B A AT S AN RSB R
Blur Size BT pE 28 R ~F, R4 Blur Level R BAEL A B 3L
Mip Level W& mipMap, AMEA mipMap B8 A 0

Single Pass Mipmap Blur

{i F 24> Shader pass f# mipMap £0B, X ECIE 5 BBOR i Bt

Mipmap Blur Size

Bopid 8 3% R F

Don’t update while out of view

HiEht, HEAR Projector FEAMET MK i 2 SR A R4 A 7 58

Blur Filter

Bt 38 28265, Uniform &A%, Gaussian & A B AP

Mipmap Falloff mipMap FERREAL, EHEFE linear, MW LIETRE
Near Clip Plane BEAGHLIE B render texture I (VT 1, 5 Projector HE A —#E, BRiAN 0.01
Blur Shader O Shader, i FH BRIAARE BT AT

Downsample Shader

f& KA Shader, 1 F BRI ER AT

Copy Mipmap Shader

5 1) Shader, A AIERINEETA]

Preferred Texture Formats

P& & render texture #%3%, EAN ARGB32, @EH M FIRANIA T EBE Nz,
KNTENREEBSTE GPU, thal LU B 2R aF g

LD} planar g

Unity P & i) Shadowmap [5}3% 5 Projector ﬁﬁ,lﬁﬁiiﬁiﬁﬁ%ﬂﬂﬁﬁﬁMﬁﬁ EHTE



e -
B, I HAR A BB SRR, B RS 3 21 8 5 U AR Y
ERE, SHRERERFRFR. BT CHFEAIRNTLAEER], ZPF AR R R %
TR BT BRI AR, PERETT At R LU BUKH, e RAE A 7 3 R o B SR SR B
i, AR A A RE RN PR RER
FERLERHI T, BATTRHATER 2amEE. mEHENRE, 8& b THRERIZAAR
REREHIR 4 RIS, HEARE IR “ERTRESESE” 1 “FERIEH”
(SIS B 5 LA PE RETT 8 . AT IRATRG 22 5] — PP I BFE AR (Planar Projected Shadow),
DA N — L0 VL RE ZR AR, LAPRAR B B2 o7 B R e ) R 3 3¢

6.6.1 FFFRE

FENV A FRERT, BAR XL SE R = WA AE BRI ERUBEIX IR, N TR LB
Y, ATCAH BRI B TR B BB T L, X S O R R B 1,
WP 6-48 TR

RS SR SR A AE P I BB i B, SR W] AE IR T LATR BUE R T,
Rl BME R P LT R 5 7. FEI 6-48 b, BIRCTHSE AT AR N B AR I R SRz m
AT R L(L Ly, L) A 3 P(P,P, P, R PIEE LT RETH y =h ENBSGRAE
(O NORODE

FEBEAEA LR E TS, A E, RE_gEmNETHES,
=HER (A AT LA . fE 4R A, P 6-48 AR i i AT LASh R A 6-49, BISRA PHY L
TrRfEEL EREEE 0.

Y ¥y
{} PP, P)
’ L ,

P

; | =h ; 0(0..0)
e A | . L T e (o - . .....
/ -‘i}\@ :
— 7

/ =

/ L. L)

1A 6-48 BERmERER 1EB6-49 BHEEATHRER

WK 6-49, WM =MEEE, 7TiEE FHAR:
. L)’ — Lx
Py_h—Qx—Px

Pt

Q -p Lx(Py_h)

X x
L)’
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HAR Q(Qu Q) NERINILRE AR, ) BI =M, A5 0(0..0,,0)THH AR F:

Q,=h

L LB -h
QL'_fi l?
Q,=h

., LB -h)
QL _'[; I

A AR A K.
6.6.2 RN

R THHEAKXLUE, #tATCAMEA Shader Xf FASLHETIE YL, N T 5EABEPRESE—,
AR T EAEFRIE L Shader H £ 5 —A Pass #HTIHZEYEI ], HAE Shader tnfLH%iE

L 6-6 7R
KAk £ 6-6
1. // Wrote by David Wang 2019.9.20
2. Shader "Davidwang/PlanarShadow"
3. ¢
4. Properties
5. {
6 _MainTex ("Texture™, 2D) = "white" {}
Ta _ShadowColor (" _ShadowColor",color) = (0.
8. _ShadowFalloff ("ShadowInvLen", float) =
9. }
10.
1l SubShader
12; {
13. Tags{ "RenderType" = "Opaque" "Queue" =
14. LOD 100
15,
16. Pass
17. {
18. CGPROGRAM
19,
20. fpragma vertex vert
21 #pragma fragment frag
22, // make fog work
23. #pragma multi_compile_fog
24,
25. #include "UnityCG.cginc"
26.
27. struct appdata
28. {
29. float4 vertex : POSITION;
30 float2 uv : TEXCOORDO;
3l bi
32.
33 struct v2f
34. {
35 float2 uv : TEXCOORDO;
36. UNITY_FOG_CCORDS (1)
37. floatd4 vertex : SV_POSITION;
38. }i
39.
40. sampler2D _MainTex;
41. float4d MainTex ST;
42.

9, 0.5, 0.5, 1.0}
1.2

"Geometry+10" }



66 Planar (557

43. v2f vert (appdata v)

44, {

45, v2f o;

46. o.vertex = UnityObjectToClipPos (v.vertex);
47, o.uv = TRANSFORM TEX (v.uv, _MainTex):;
48, UNITY TRANSFER FOG(o,o.vertex):;
49, return o;

50. }

51

52. fixed4 frag(v2f i) : SV_Target
53. {

54. fixed4 col = tex2D( _MainTex, i.uv);
55, // apply fog

56. UNITY APPLY FOG (i.fogCoord, col);
57 . return col;

58. }

59.

60. ENDCG

61. }

62.

63. Pass

64. {

65. /7 A PR R LA RAIE Alpha B IEA

66. Stencil

67. {

68. Ref 0

69. Comp equal

70. Pass incrWrap

71. Fail keep

72. ZFail keep

T3 }

74 .

75. /1 BPRAR

76. Blend SrcAlpha OneMinusSrcAlpha

77.

78. [ RHARBEE N

79. IWrite off

80.

81. / VI FERS TS By b [ 5 5 3t T 5 9

82. ) Offset -1 , O

83.

84. CGPROGRAM

85. fpragma vertex vert

86. fpragma fragment frag

87.

88. #include "UnityCG.cginc"

89. struct appdata

90. {

91. floatd4 vertex : POSITION;

92. bi

93

94 . struct v2f

95., {

96. float4 vertex : SV_POSITION;

97. float4 color : COLOR;

98. }i

99.

100. float4 _LightDir;

101. float4 _ShadowColor;

102. float _ShadowFalloff;

103.

104. float3 ShadowProjectPos (float4d vertPos)
105, {

106. float3 shadowPos;

107.

108. / /75 3 THUAUI) T 572 [R) A A

109. float3 worldPos = mul (unity ObjectToWorld , vertPos).xyz;
110.

111. / /X1 367518]
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1125 float3 lightDir = normalize(_LightDir.xyz);

113.

114. //BIREHESE 2s I AL bR A T M T f 308 2 A )

115. shadowPos.y = min(worldPos.y , _LightDir.w):

116. shadowPos.xz = worldPos.xz - lightDir.xz * max(0 , worldPos.
y - _LightDir.w) / lightDir.y;

i U 8

118. return shadowPos;

119. }

120.

120 v2f vert (appdata v)

122, {

123. v2f o7

124.

125. / /TFB B R 1 A 522 ] Al

126. float3 shadowPos = ShadowProjectPos (v.vertex);

127 -

128. / /BB B V)2 ()

128. o.vertex = UnityWorldToClipPos (shadowPos) ;

130.

131. / /833 i il R 22 () AR AR

132. float3 center = float3(unity ObjectToWorld[0].w , _LightDir.w ,
unity ObjectToWorld[2].w) ;

133. / 1 VLR TE

134, float falloff = 1 - saturate(distance (shadowPos , center) *
_ShadowFalloff) ;

135,

136. / 1 BB

137. o.color = _ShadowColor;

138. o.color.a *= falloff;

139.

140. return o;

141. }

142.

143. fixed4 frag(v2f i) : SV_Target

144, {

145, return i.color;

146. }

147. ENDCG

148, }

149. }

150, }

fE Shader A+, H— AhﬁmE%W%%%éP% %;AhmAﬁmﬁ&i%é

Hrp LightDirxyz %1967\, LightDirw & ' » ; _
FEZ A RE G = &, _ShadowColor A '

P, _LightDir 7] DMfEIZfTHild CaiiA
REALIER, B THaSEEREE AR
HIRITEST 677 [0 AAS B B 9 P il (B2 SV IE
3O MEEER. MR SRGRN T EE
FASEZEIR BRI 6-50 Fram. . N—
TR e S S 23 (A AR AR ARG A T sE6-50 BEFATEE
| float3 center =float3( unity ObjectToWorld[0].w , _LightPos.w , unity ObjectToWorld[2].w);
Z A 3UH unity_ObjectToWorld /& Unity N BRERE, XAMEREE—1THIE 4 Do &A%t
R4k Transform B xv y+ z BI{H.
float falloff = 1-saturate(distance(shadowPos , center) * _ShadowFalloff)i& &) B i T &2 i1
HREWE T, METEHARE
FARIHE, FATT T EAEDL AppContoller # A, WAL B 6-7 Fix.
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KALF % 6-7

W oUW N
e e 4 e 2 s w s

.

o = e
U WN ko

16.
sl R
18.
19.
20.
21.
22.
23.
24.
25.

275
28.

30.
31.

32.
33.
34.
35.
36.
37.
38.
39.
40.
41,
42,
43.
44,

45,
46.

48.
49.
50.

51 .

52,
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;

[RequireComponent (typeof (ARRaycastManager)) ]
public class AppControler : MonoBehaviour
{

public GameObject spawnPrefab;

public GameObject ARPlane;

public Light mLight;

static List<ARRaycastHit> Hits;

6.6 Planar BH%

private ARRaycastManager mRaycastManager;

private GameObject spawnedObject = null;

private float mARCoreAngle = 180f;

private List<Material> mMatList = new List<Material>();
private float mPlaneHeight = 0.0f;

private void Start()'

{

}

Hits = new List<ARRaycastHit>();
mRaycastManager = GetComponent<ARRaycastManager>();

void Update()

{

}

if (Input.touchCount == 0)
return;
var touch = Input.GetTouch (0);
if (mRaycastManager.Raycast (touch,position, Hits, TrackableType.
PlaneWithin Polygon | TrackableType.PlaneWithinBounds))
{
var hitPose = Hits[0].pose;
if (spawnedObject == null)
{
spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);
spawnedObject.transform.Rotate (Vector3.up, mARCoreAngle) ;
spawnedObject.transform.Translate (0, 0.02f, 0);
var p = Instantiate (ARPlane, hitPose.position, hitPose.rotation);
mPlaneHeight = hitPose.position.y;
p.transform.parent = spawnedObject.transform;

GameObject spider = GameObject.FindGameObjectWithTag ("spider");
SkinnedMeshRenderer[] renderlist = spider.GetComponentsInChildren
<SkinnedMeshRenderer>() ;
foreach (var render in renderlist)
{
if (render == null)
continue;

mMatList.Add (render.material);
}
}
else
{
spawnedObject.transform.position = hitPose.position;
spawnedObject. transform.Translate (0, 0.02f, 0);
mPlaneHeight = hitPose.position.y + 0.02f;
}
}
if (spawnedObject != null)
UpdateShader() ;

private void UpdateShader ()

{
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F6E ARUR
66. Vector4d projdir = new Vectord (mLight.transform.forward.x, mLight.transform
.forward.y, mLight.transform.forward.z, mPlaneHeight) ;
67, foreach (var mat in mMatList)
68. {
69. if (mat == null)
70. continue;
71, mat.SetVector ("_LightDir", projdir);
T2 }
T3 }
74. }

N T FTEH IR B B L6 5 ) Mesh Renderer, 11451% Mesh Jill T4~ Tag “spider”, [A]ff
N T SR R R A AL B AR S IR AR, BRATIEXS SR 5 [ 5 PR B P AT T 5k
ST, iFiEfT, PIRERCR SRR 6-51. B 6-52 Fian.

1B 6-51 Spider BBEMRE

.6 52 Splderm%ﬁﬁ‘é/éﬁj-ﬁ

M 6-51 FTLLEE], PARKTE JRBORBAAE AN, R R 568 S BB A
b, PERERTIAER R, FHRHARE IR EM TSR AE A ERR N EERRA.
WP RE AT LR S, PRS0 e PR F i, ARERen
A P SE A S B R B AL B, RN A th A= B 178,
%Aﬁﬁﬂﬁ@ﬁM%%ﬁﬁwiﬁi HYE AR o, X[ SRR =ERHE, N7
1 AR A MEBE T 6 A i B 2 — AR LS

P e B ] Lol e
Tl S e e
SN T | fel i
" e

E%$$w¢ ﬁﬂi%%%%ﬁ%iﬁ%% PR SRR TR B3, AT
SRR, e BB TR SE A E R P A R B TR R B T R RUR, R R ARSI
# L, X EHMIRENIEFIZT R, ERMARE. £ VR #, TATAT LRI BCR



6.7 fHFE%

MEREHES b DOS BRI MR RERI B G, ARTIT T AR 3R B BSL3R s, Lk Flse it 5
(fEHZ% AR S 5tf, QWA E BB, ol DERADEHRBE T ER R . ER AR
FHED RN, ARAETRRE, HARRE AR FHEK, AT LR B HI1ERRZ K
THESEBAREBCR, MR XA TT R B AT S BEIE, JEmR.

6.7.1 WSEHITERR

TS B 82k R 7E AR T TS0 E — /NP, P HEE RS RS R ITEL i
IHsCac, UK . AP 2 H BB 78RN, BT A BRI
BRI E B, HUCGRHRE T DARYE 5 2 B A R . KA. SRR, A
(R, B EMME. SafAE— BReREETN ARKEARSETMmrF= LT, &~
REXT M B AT IE A

NHEER SRR vk, ABiE Unity W EBIRZF=AETHE, B %55 Directional
Light [Hs2r=A:2hAE, Wk 6-53 FiR.

SRIGHIE— Tk 5 AR AR VLI I B S OR B, lHIX Tk RL% &2 7 Alpha i@ ) PNG
fe NS K, W 6-54 Fian.

AE6-53 XM Unity B BB aE6-54 HIHE—KH Alpha Ei& PNG
EARFLER

B — 5, d744 79 ARShadow, #4 )5 ¥ A} Unlit> Transparent 3 €4, DL SE 3% #3408,
SCEAL R R BRSO, Il 6-55 .

A 6-55 REMAERANECRRIGE

fE Hierarchy & H R — M2 X R, 44 ARPlane, ¥ BB 1R N TR
BIEH T, /E ARPlane FEIEE— Quad MR, 3 x HEH: 90 B LMEH P48, #aT3ChilfE
[f] ARShadow A JFIRE: &, JFA%E Quad MR EHEBMMN KRR, AR SRk,
i 6-56 Fias.
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HATCIHSE i BRI RIRR, RIS . IR BRI AR MBI, RS R
R R A 6-57 Fias. ATLAEE], XA AR RCRAERSIE IR T BT RN 3R H 2.

LB 6-56 HIfEHBER MTRHIIE AE 6-57 thEES LR E

6.72 —MIEHRBEDEN T E

TEZRTIEAE S, BATINE B M BELIE S & IRA BT, A)5iEETFHET
T E B BRIk, X7 R A SR REAE R (RIRR BRI, A g
B, FINHEABARERE . ATTIRATHR — o oA a8 5 IR AR ) ik B
R E MR 7 Bon— N E TR R BbR, Bl PR AT T H 2 TR AR AR AT FEAL
BICE B,

BIRIAEA TR EZER ORI P, HI3RA 1E & 7 ZE-F i ThRE Ch T 5 B Sk,
HERMI AR T B B T S 2 B R AR 2 v, Xl R B A S T W T A U 2 P TR R A i
FIFD, FAKSR T B FHF) AR Session Origin %% % AR Plane Manager 21f, {HH
TAFREE R ORI G FE, FrCAH Plane Prefab AT AR B NZS, M1/ 6-58 k.

2E6-58 EH/ERERMWIRANGFE

WE— CHA, #y4 4 AppController, 475 WIRIEIEHL 6-8 Arfliid.
KAk % 6-8

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;

[RequireComponent (typeof (ARRaycastManager)) ]
public class AppController : MonoBehaviour

{

O~ oy WM
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9 public GameObject mObjectPrefab;

10. public GameObject mPlacementIndicator;

11.

12, private ARRaycastManager mRaycastManager;

13, private Pose placementPose;

14. private GameObject placementIndicatorCbject;

15. private bool placementPoseIsValid = false;

16.

17. void Start ()

18. {

19. mRaycastManager = GetComponent<ARRaycastManager>();

20. ARSessionOrigin mSession = GetComponent<ARSessionOrigin>();

21. placementIndicatorObject = Instantiate(mPlacementIndicator, mSession.
trackablesParent) ;

22 }

23.

24 . void Update ()

28 {

26. UpdatePlacementPose () ;

27 UpdatePlacementIndicator() s

28.

29. if (placementPoselsValid && Input.touchCount > 0 && Input.GetTouch (0).phase
== TouchPhase.Began)

30 {

31. Instantiate (mObjectPrefab, placementPose.position, Quaternion.identity);

32. }

33 }

34.

35. private void UpdatePlacementIndicator ()

36. {

37. if (placementPoselsValid)

38. {

39. placementIndicatorObject.SetActive (true);

40. placementIndicatorObject.transform.SetPositionAndRotation (placementPose.

position, placementPose.rotation);

41. }

42. else

43. {

44, placementIndicatorObject.SetActive (false);

45, o}

46. }

47.

48. private void UpdatePlacementPose ()

49. {

50. var screenCenter = Camera.current.ViewportToScreenPoint (new Vector3(0.5£, 0.5f));

51. var hits = new List<ARRaycastHit>();

525 mRaycastManager.Raycast (screenCenter, hits, TrackableType.PlaneWithinPolygon |
TrackableType.PlaneWithinBounds) ;

53

54. placementPoselIsValid = hits.Count > 0;

55. if (placementPoselsValid)

56. {

57. placementPose = hits[0].pose;

58.

59. var cameraForward = Camera.current.transform.forward;

60. " var cameraBearing = new Vector3 (cameraForward.x, 0, cameraForward.z).normalized;

6l. placementPose.rotation = Quaternion.LookRotation (cameraBearing);

62. }

63. }

64. }

ZIAE Je B — R B bR, AR5 A8 A SR Al ) 77 R 2 5 R0 T AR A 1 e

FHATRE R (HER—BEARSEFRREPRCERE, AETRERT 8L, ERNES
A G SR L EH R AR R, HREMCEAN GErERER) NG,
AEAR R B bR BT AL BRI

R ZEAHERAES T P AR Session Origin X8 b, F A FK B/ BlR 5 RE AU 14 Prefab,
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sB7-4 ARWorldMap REFESHRBERTER

7.2.2 ARWorldMap 3k

AFTERA K BERRAF 5 03 ARWorldMap. & AR FLEEARLH, ARAnchor 55 B, ¥
A ARAnchor HUJCIE S L 24K, PRIRAT] 75 EHE# AR Reference Point Manager 4114
JifEAES 5 AR ARAnchor, ¥ —~ C#IIA, fr4 >y AppController, %5 WAL &L 7-1
A TR

RAEE 7-1

1. wusing System.Collections;

2. using System.Collections.Generic;

3. wusing UnityEngine;

4. wusing UnityEngine.XR.ARFoundation;

5. wusing UnityEngine.XR.ARSubsystems;

6.

7. [RequireComponent (typeof (ARRaycastManager)) ]

8. [RequireComponent (typeof (ARReferencePointManager)) ]

9. public class AppController : MonoBehaviour

10. {

11. static List<ARRaycastHit> Hits;

12. private ARRaycastManager mRaycastManager;

13. private ARReferencePointManager mARReferencePointManager;

14. private void Start()

155 {

16. Hits = new List<ARRaycastHit>();

17. mRaycastManager = GetComponent<ARRaycastManager>();

18. mARReferencePointManager = GetComponent<ARReferencePointManager>();

19. }

20 .

21 . void Update ()

22 . {

23. if (Input.touchCount == 0)

24. return;

25 var touch = Input.GetTouch(0);

26. if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithinPolygon
TrackableType.PlaneWithinBounds) )

27. {

28. var hitPose = Hits[0] .pose;

29. var refPoint = mARReferencePointManager.AddReferencePoint (hitPose) ;

30. if (refPoint==null)

31. Debug. Log ("%l ARAnchor KM ") ;

32.

33. }

34, }

35. }

fRALIE L 7-1 FEDIREHRZASIN ARAnchor, 7EG/E ARAnchor {3 ARReferencePointManager

149



150

®® mawEmssany
A Prefab J& 15 5 () Tl il 14 S 1) 46 RE S 44 - H¢ AppController i 4 $£ 8 7E Hierarchy

& N #) AR Session Origin Xf % I, [Fif£:#k AR Reference Point Manager Z11f, W& 7-5
Fis .

AE 7-5 7 ARSessionOrigin 3 R - HEH T EEM AR A4

WAEC A5 T %5 S ARAnchor VRN, 2 F R ALE ARWorldMap {47 5% . Hrge
— CHIAS, fiv4 3 ARWorldMapController, %i'5 HifCRLIE 8 7-2 Frmftid.

KA F$ 7-2

1. using System.Collections;

2. wusing System.Collections.Generic;

3. wusing System.IO;

4. using Unity.Collections;

5. using UnityEngine;

6. wusing UnityEngine.UI;

7. using UnityEngine.XR.ARFoundation;
8. wusing UnityEngine.XR.ARSubsystems;
9. using UnityEngine.XR.ARKit;

10.

11. public class ARWorldMapController : MonoBehaviour
12. ¢

13 public Text mMsg;

14. private ARSession mARSession;

15. private void Start ()

16. {

17. mARSession = GetComponent<ARSession>();
18. }

19. public void OnSaveButton()

20. {

2. Showmessage ("JFHIRIF") ¢

22. StartCoroutine (Save());

23, }

24. public void OnLoadButton ()

25 £

26. Showmessage ("FHHME") ;

27 . StartCoroutine (Load()) ;

28. }

29. public void OnResetButton ()

30. {

31. mARSession.Reset () ;

32. Showmessage ("HEEII") ;

33. }

34.

35. #region Helper Function

36.

37. IEnumerator Save ()

38. {

39, var sessionSubsystem = (ARKitSessionSubsystem)mARSession.subsystem;
40. if (sessionSubsystem == null)



41.
42.
43,
44,
45,
46.
47.
48.
49,
50.
51.
5.,
53.
54.
55.
56.
5.
58.
59,
60.
61.
62.
63.
64.
65.,
66.
67.
68.
69.
70.
71.
72.
13
74.
35
76.
77.
78.
79,
80.
81l.
82.
83.
84.
85.
86.
87.
88.
89.
90.
91.
92.

94.
95.

96.

97.
98.
99.

100.
101.
102.
103.
104,
105.
106.
107.
108.
109.

}

7.2 ARWorldMap

Showmessage (string.Format ("B&ALE")) ;

yield break;
)
var request = sessionSubsystem.GetARWorldMapAsync() ;
while (!request.status.IsDone())

yield return null;

if (request.status.IsError())
{ 3
Showmessage (string.Format ("Session FALIAS, Hi8S: (0)", request.status));
yield break;

}

var worldMap = request.GetWorldMap() ;

request.Dispose () ;

SaveAndDisposeWorldMap (worldMap) ;

Showmessage ("{RIEERIN") ;

IEnumerator Load ()

{

}

{

var sessionSubsystem = (ARKitSessionSubsystem)mARSession.subsystem;
if (sessionSubsystem == null)
{
Showmessage (string.Format ("H&ARZH")) ;
yield break;
}
var file = File.Open(path, FileMode.Open):;
if (file == null)
{
Showmessage (string.Format ("Worldmap {0} MR, ", path));
yield break;
} »
int bytesPerFrame = 1024 * 10;
var bytesRemaining = file.Length;
var binaryReader = new BinaryReader (file);
var allBytes = new List<byte>();
while (bytesRemaining > 0)

var bytes = binaryReader.ReadBytes (bytesPerFrame) ;
allBytes.AddRange (bytes) ;

bytesRemaining -= bytesPerFrame;

yield return null;

}

var data = new NativeArray<byte>(allBytes.Count, Allocator.Temp) ;
data.CopyFrom(allBytes.ToArray());

ARWorldMap worldMap;
if (ARWorldMap.TryDeserialize(data, out worldMap))
data.Dispose () ;
if (!worldMap.valid)
{
Showmessage ("ARWorldMap . ") ;
yield break;
}
sessionSubsystem.ApplyWorldMap (worldMap) ;
Showmessage ("MMEFTHK") ;

void SaveAndDisposeWorldMap (ARWorldMap worldMap)

{

]

var data worldMap.Serialize (Allocator.Temp) ;
var file = File.Open(path, FileMode.Create);
var writer = new BinaryWriter (file);
writer.Write(data.ToArray());

writer.Close() ;

data.Dispose();

worldMap.Dispose () ;
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110. }

111.

112, string path

113. {

114. get

115. {

116. return Path.Combine (Application,persistentDataPath, "mySession.worldmap");
117. }

118. }

119.

120. bool supported

121, {

122. get

123, {

124. var sessionSubsystem = (ARKitSessionSubsystem)mARSession.subsystem;
125, if (sessionSubsystem != null)

126. return sessionSubsystem.worldMapSupported;
127, return false;

128. }

129, }

130.

131, private void Showmessage (string msg)

132. {

133. mMsg.text = msg;

134. }

135. #endregion

136. }
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LR T

Q‘ ARAnchor 0 % |é ARAnchor
i FAf2

AE7-9 Bl A HFRE ARANchor BrEKR

FEEBNRZ, BRREREMO#T 7RG, HEAP 1 SR/ 2 KL R RV
RMOIH. SRT BT ARAnchor ZAHX T4F5E Local Map ), TEHHTH SR &K ARKit .4
R T A Z R R AR bR ek R, BT UL RE B E LSt Hh ME— SE 473X 28 AR Anchor.
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AE 7-10 Collaborative Session T{ERiZE

£ 7-10 HaTLLE R, A WE Session IS — ¥ B IFE L NS E R, W4 ERET]
A FH Multipeer-Connectivity T BB EHESE, AT AEH] Unity () UNet AEZR, SR (F(TH
b IS R BASHESE . FEB I NEIEREZ 5, T 88 FME Session ZhEE, 7E AR Foundation
#, ARKitSessionSubsystem 4 —AN @MY CollaborationEnable, ¥ & A ture B A J& B
f Session Thfit. fE/3h2 )5, ARKitSessionSubsystem 245 i [f] CollaborationData $3& i
F|— CollaborationData BA%!#, 7] LAt DequeueCollaborationData() /7 21 HUX AN BA %1
IHE . 1X L8 CollaborationData (& A AR 2 R, HASHIIKE, AR MMM K
IR IX L ks T HAth 2 5 7T 3= . HA A P 823 CollaborationData )5, 2
SEIPRFX E6(E B3 Session 1, ARKitSessionSubsystem 25+ ] UpdateWithCollaborationData
(ARCollaborationData) /7 {2 fit FTHAT E . IR/ ~4 . Kik. BRI M EESEEANMME
Session HFFEEREAT, I SER IR K. FH, BERSCILE P A AR FLE

, FEEENE, ARKit X 11E Session W X FAUHFEEANLEEELA, FE
WIRT | BFEAREEERS G Session PHRBE L R ERERLERKE L
B EHEREHKE.

FEBEAYME Session H, ARAnchor & JEH EEMIER, it S 45454, ARAnchor
TEREAN ML T 12 fr R FIP ), BIA P 1 88— ARAnchor j5 I/ 2 W] LASER & 2,
A 1 #45—4~ ARAnchor, fl /7 2 & FIZHERIX N ARAnchor. B I2 4b, 44—/~ ARAnchor
#i# —~ Session Identifier, JEiTiX4™ Session Identifier il 7] A1 iX > ARAnchor ({61 E ¥ .
FER A, AR AN EEX A B S A8 H) ARAnchor FIHIAGIEH) ARAnchor, R
fHCAEM ARAnchor A T EILTE, FEWME Session 1, RAEH/H D&M ARAnchor
SyEIEE, HAh 4N ARImageAnchor. ARObjectAnchor, ARPlaneAnchor 25 2 4 [ 281 )
i AR E (B E D82 KT ARAnchor).

FEWME Session W, Z 5RO BEAEF R, B K ALK R #5014 1Y
FasEtE, BTLL, ARKit % (75| AT —4> ARParticipantAnchor EA7FH P fIfRH (58, 249H
PEVORRS HALH P SRS, ARKt EHAFZEPHEEXR, HPREENHRE
bR RF R R . NEUMIRMEEXRIFMPZH, ARKit 268 ARParticipantAnchor H-F
MR AL A PR CHE AL RPN B SEE. FE, AT SRR P A E
5%, ARParticipantAnchor &M #EE <57 .

ML lﬂ’J %2 POy -

Map Auchor
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50rA HAR AT ERESS B8, 5 ARParticipantAnchor #45 — /M7 HE—f] TrackableID,
ARParticipantAnchor 7] PABERT #5800 SEHT . BBk, PAKK RBLUME Session # 5 5%
FIINN . B AR 5L . ARParticipantAnchor 23 4E #MF Session H' Local Map 5 External
Map il i 8%, [F I, ARParticipantAnchor A] LEE R AR LR EHBITHIRE. F
#&1H1d ARParticipantAnchor 5 ARAnchor, Z5 3 7 B8 7E IEH K DL SEA B8 ip A B — B0 k&
A

BRI R BRATPT R R, HERRESSHHRRFNAILMAFL K ARAchor G
a2 HFNAH B ALK HED, HEEAEK K& LILRA IR ZREFERY
WA, WARE. LR, WRSE. ERRPGEILEOFAR — AR FERE, Eik, B PR R L
20K, Z5F RGN UM R RBRENAERE— R EEsRres, wl 7-11 frs. 540
B IR 2470 WorldMappingStatus AbF mapped RZS, X0 LAHI{RS 5 F 510 =4 bR )2
IR 77 8] ARWorldMap, HAhZH#F AT LIAHA (Localize) X8 = 4EAA bR 3 B 4f Hh HE 47 T
B, MIHF4E AR FL= 3, 78 ARKitSessionSubsystem F14 — | worldMappingStatus J& 1,
A AR XA @ M LR BCS T W E Session ARE .

B 7-11 DUBRIMI AR UIIE AR EZ 0718

7.3.2 1/E Session L

7E AR Foundation #', f#FIH/ME Session i& & LEERIEA MK, {HIERLMZEYL & CollaborationDatar
FEFRANR AT, MFTHTAR, ARAnchor /£ AR 3 E B IE¥ EE, /£ AR Foundation
W 75 B K FE ARAnchor 8 5€ B ERIILE, FHk, 7% {#H Reference Point Manager
H4.

! AT, W% HK A1 Multipeer-Connectivity 27 5 B #5424, X
i &7 | WARAE AT T Assets/Scripts/Multipeer X4 % T, F4#EF 2 &AM X
CEMER, HXRIRESEARE T X,

NI b RN ARAnchor, #rEt—AN CH#IIA, #4459 AppController, %5 Iifthg
TEH 7-3 FraafRig .
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Rk # 73
1. wusing System.Collections;
2. wusing System.Collections.Generic;
3. wusing UnityEngine;
4. wusing UnityEngine.XR.ARFoundation;
5. wusing UnityEngine.XR.ARSubsystems;
6.
T [RequireComponent (typeof (ARRaycastManager)) ]
8. public class AppController : MonoBehaviour
9. {
10. static List<ARRaycastHit> Hits;
11. private ARRaycastManager mRaycastManager;
12. private ARReferencePointManager mReferenceManager;
13. private void Start()
14. {
15. Hits = new List<ARRaycastHit>();
16. mRaycastManager = GetComponent<ARRaycastManager> () ;
17. mReferenceManager = GetComponent<ARReferencePointManager>() ;
18. } ‘
19.
20. void Update ()
21, {
22, if (Input.touchCount == ()
23. return;
24, var touch = Input.GetTouch (0);
25. if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithinPolygon |
TrackableType.PlaneWithinBounds))
26. {
27. var hitPose = Hits[0] .pose;
28. var referencePoint = mReferenceManager.AddReferencePoint (hitPose);
29. if (referencePoint == null)
30. {
i [ Debug.Log ("# 1l ARAnchor KM ") ;
32. }
33, }
34. }
35. 1}

REGE R 7-3 EEIEEM AR ARAnchor, 7EGIE ARAnchor £ {#F AR Reference
Point Manager ZAffH* Prefab &5 & M THIALHI B4 . ¥ AppController IAHERAE
Hierarchy & I1H'f¥] AR Session Origin X% I, [EGEWME Session Hit FHFEfEH % ARParticipant,

AT LA 75 24K AR Participant Manager 4144, 16 7-12 fios.

4B 7-12 7 AR Session Origin X5 - E3Fr BRI A R 4+

MECE TR T HE KL ARAnchor NN, £ TR abHE T W48 34T CollaborationData
Wk K Session B Hr. Fra—/ CHEIA, #74 A CollaborativeSession, #i'5 A XHGiE # 7-4
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B~ Aig .
R HE 7-4

1. wusing UnityEngine;

2. using UnityEngine.XR.ARFoundation;

3. #if UNITY_IOS && !UNITY EDITOR

4. using Unity.iOS.Multipeer;

5. #endif

6. using UnityEngine.XR.ARKit;

7. [RequireComponent (typeof (ARSession))]

8. public class CollaborativeSession : MonoBehaviour
9. {

10. [SerializeField]

11. string m_ServiceType;

12. #if UNITY IOS && !UNITY EDITOR

13, private MCSession m MCSession;

14. private ARSession m_ARSession;

15. public string serviceType

16. {

17, get { return m_ServiceType; }

18. set { m_ServiceType = value; }

19. }

20.

2t void DisableNotSupported(string reason)

22, {

23. enabled = false;

24, Debug.Log (reason) ;

25. }

26. void OnEnable ()

27. {

28.

29. var subsystem = GetSubsystem();

30. if (!ARKitSessionSubsystem.supportsCollaboration || subsystem == null)
3. {

32 DisableNotSupported("Collaborative sessions require i0OS 13.");
33, return;

34. }

35; subsystem.collaborationEnabled = true;
36. m_MCSession.Enabled = true;

37

38. }

39

40. ARKitSessionSubsystem GetSubsystem()

41. {

42. if (m_ARSession == null)

43. return null;

44. return m_ARSession.subsystem as ARKitSessionSubsystem;
45, }

46.

47. void Awake ()

48. {

49. m_ARSession = GetComponent<ARSession> () ;
50. m_MCSession = new MCSession (SystemInfo.deviceName, m _ServiceType);
51. }

52.

53. void OnDisable()

54. {

55, m _MCSession.Enabled = false;

56. var subsystem = GetSubsystem() ;

87 if (subsystem != null)

58. subsystem.collaborationEnabled = false;
59, }

60.

61. void Update ()

62. {

63. var subsystem = GetSubsystem();

64. if (subsystem == null)

65. return;
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66. // FH collaboration data, Ki% collaboration data

67. while (subsystem.collaborationDataCount > 0)

68. {

69. using (var collaborationData = subsystem.DequeueCollaborationData())

70. {

71. if (m_MCSession.ConnectedPeerCount == 0)

72. continue;

T3n using (var serializedData = collaborationData.ToSerialized())

74. using (var data = NSData.CreateWithBytesNoCopy (serializedData.bytes))

75. { -

76. m_MCSession.SendToAllPeers (data, collaborationData.priority ==
ARCollaborationDataPriority.Critical

77. ? MCSessicnSendDataMode.Reliable

78. : MCSessionSendDataMode.Unreliable) ;

79. if (collaborationData.priority == ARCollaborationDataPriority.Critical)

80. {

81. Debug.Log ($"tWKi% {data.Length} bytes collaboration data.");

82. }

B83. }

B4. }

85. }

86. // W collaboration data, H# Session

87. while (m_MCSession.ReceivedDataQueueSize > 0)

88. {

89. using (var data = m_MCSession.DequeueReceivedData())

90. using (var collaborationData = new ARCollaborationData (data.Bytes))

91. {

82, if (collaborationData.valid)

93. {

94. subsystem.UpdateWithCollaborationData (collaborationData) ;

95, if (collaborationData.priority == ARCollaborationDataPriority.Critical)

96. {

97 = Debug. Log ($"HaliE| {data.Bytes.Length} bytes collaboration data.");

98. }

99. }

100. else

101. {

102. Debug.Log ($"# % {data.Bytes.Length) bytes TRHE. ");

103. }

104. . t

105. }

106. }

107.

108. void OnDestroy ()

109. {

110. m_MCSession.Dispose () ;

111. }

112. #endif

113, }

RAGIH # 7-4 EE I RERL R WK CollaborationData 3£ 7E £t ¥ CollaborationData %4
I 37 Session. Z¥ Service Type HIH & X W4 ERE, BilfER—XIBH LM%
FERE I A TLZ 1A () T4t . K 1% M A £ 34 Hierarchy & 1 AR Session X4 L, Wi 7-13
BT 7

2B 7-13 £ CollaborativeSession Bz

Y PEFF 41 I R ATRI B FHLEE PR |, ER &% LR SITNHRRF, 5mIT
ficJ5 7T DU BIE — & & BN /N eR & e tHIUPE 7 — B i & R L, & 7-14 BR.

159



160

(b)
AB 7-14 1Mk Session EITHREE

7.3.3 {FHBTME Session B FEZEIR

BME Session &Z7E ARWorldMap ZEfili 1 & RESEMH AR, ARWorldMap 8 17— R 5K
HiFR - ARAnchor LA 75 MR 823X Lt b7 A1 AR Anchor BB HLIALIS (View), W1 7-15 Fizs.
EE, WAEFAG, BBHAERRRA bR RN 7 e YL, RFX e
138 2 (K AR [ R I (RSB 3 2= 4 0 S A7 A 13 ARWorldMap H . 05 i 7 78 5 —AMir
BHifUE T —1 ARAnchor, iXHfiX/ ARAnchor £i7 8 H A RAHN T A St AR BRI (52
Br EUEm P RA R A SIE R TIEA KB 5%, MASAMREIXD ARAnchor HIL
View HUAHXTARFR, XLAE BHE—IFFENR ) ARWorldMap H Ff4% & 1% B HoAth FH F .

f
{ View]

1.

AR R

View? View3

AE 7-15 ARWorldMap &R AR, ARANchor RAEBALIS

T+ ARAnchor £ AHX T View AR, MiXLE View 24> 41752 ARWorldMap
LB, ARAnchor SR & K AR REBA KR, FAEIXLE ARAnchor £ AN
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WA B AN b, B RIE P4 R % H AR S AR B LA P g b, #8584
% ARAnchor 5 View Z [AIfM B R Fk, BMEHAMA A ER T AR FBIER, i
IR BEEAH [F] 1) B SE A SR A7 B F 21X ARAnchor.

MULEJFEEER] LI #], ARAnchor SfJEZE AR (RLKHER] TARE <BH/ER, BIUUATE
UFH AR JLZEARES, RN RS R EER LR LA

(1) pREF ARAnchor HISE ¥, 7E ARKit IFREIEIN, BEE KL FIRHE mfE Bk % ,
BT IR ) B AR R v, ARKGt 2l X 2 BB (View) HEATRURASRICAL
HigMAME R, Fit, 5 —BEIME (View) FHKELHK ARAnchor BA WSR2 K4
%, PrUAN R FEXS ARAnchor (#)8RER LA ORTE ARAnchor &4 B FTHY BE K I S e 2 24 wiy
PS5,

(2) EHYIRRNSEIT ARAnchor. 7E ARAnchor &ZEFE BT, RS FH B4kt
SRAETEH, B ARAnchor T BHMYAEEHN IS HIRESBRBEELME, W
7-16 fi7~ o At LA E] ARAnchor FEEHUNT SN 24 FEUT XF B ) ARAnchor DA/ R 2575 K
iaj- AR

2B 7-16  Ei{kR iR ARANchor

(3) 4b¥ELF ARAnchor 5 BHIPIMARIIC R . ThSL A RE S 44 B 2443 B A8 57 /) AR Anchor,
XFERE— ML R S PR AR AT AR B 52 ARAnchor, EFFAER A LAFE% 2] ARWorldMap #H
R4 A o S5 3 PR B et 3 B A B8 IR 45 AH B2 ) o7 B¢ 2R 1) K 0 A 4 2 24 43 A [R) — A
ARAnchor, K47 ARAnchor SEHTHT, X80 14219 2AH B 1 58 BT RE , AT CRRFEAH B
&) BRI B Ok RAS AT AR AR AL

nEh, TEERRE, 1E AR Foundation H', B FF A CollaborationData:Critical (3%
#) A1 Optional (FJ¥E). Critical (4 & Hr, X [EP AR I AEH S8, R4S A
ERPE 2 5% Optional ¥R HMFES, JLTEWEH"™4, =|EMA K Critical £,
A BT R R WA ST KK F#id A “Optional” %R 6345 % 45 7 B .
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H8 R FRIRHUEHRIRIRG H e LiERE S

fE AR Foundation #', fEBHLEZR RN S E RE S HKZEH SDK Provider #2fft, AR
Foundation $#24t T —/N AL 44 (AR Camera Background) i EH I REY, HAEAH
W] B A € R B EMR F3RI S siE . [, 8 TR ERESE, AR Foundation
BT HENEPEL, R FRHEER B CE R 2R3 3 53t T MR TS e A gt
P RER UL

s AR%E/TF Fi, éé".%ﬁ'%’%y:ﬁ é‘ﬁﬂﬁﬁﬁm ﬁ%@@ﬁﬁ m&mu&%&%m
JF46 PR A5 B R R SN B AR A A RA) 2 B 5 SR IR IR AR Sk S 6 AR R B e P AR
M7

8.1.1 FREURRLRIGER

AR Foundation <5 H 52 A 51 5T 845k BB M5 BARHUR 7E B #e Ly 9 5, 1A AR A
R F & EFEA R EE Provider SRIBHHRAR L B, RN R B2 A FKF & fEIRIUR
LB i AR SRS e BRmAg g I, RINERME—AKBMA TR A%, &
LM ) G SRERAR S B0 B SR T RENE, TARAE L MR L.

fE AR Camera Background 141, # —> Use Custom Material 51, 1/ 8-1 fizx.

1B 8-1 AR Camera Background £

TEANAIEIXAER, AR Foundation £R4E igmiaiT F & B & B K E A L F a3k
UK E B, W0FE Android P&, ARCore &R fXNFILTHRE: 7£10S P&, W H ARKit 12
Bt TR AR AL, WFHBIFRE H 2 L — N IRER AR S B 16 BE RS s R
S8 J5 AR Foundation 23 i F{ XM K B R (5 BIE I B R & B4

Rid#i, AR Foundation F|H%E = R4 KTREHBAEMM RIERBF R 5, Bk, &
it AT LUiEIE AR Camera Background ZH 3R U B84 3k 1 B 46 845 B . A& & ARCore 5L
ARKit 3451, R HE XM, RERWEX R HA HE S F) Render Texture, A
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LT RICEISAECL IR GG PR M5 B T PL AR, B ORSanASE &2 8-1 Fivk.
KA % % 8-1

Graphics.Blit (null, mRenderTexture, mARCameraBackground.material);

var activeRenderTexture = RenderTexture.active;

RenderTexture.active = mRenderTexture;

if (mLastCameraTexture == null)
mLastCameraTexture = new Texture2D (mRenderTexture.width, mRenderTexture.height,
TextureFormat.RGB24, true);

mLastCameraTexture.ReadPixels (new Rect (0, 0, mRenderTexture.width, mRenderTexture.

height), 0, 0);

mLastCameraTexture.Apply () ;

RenderTexture.active = activeRenderTexture;

. var bytes = mLastCameraTexture.EncodeToPNG () ;

0. var path = Application.persistentDataPath + "/textureOl.png";

1. System.IO.File.WriteAllBytes (path, bytes);

ar o W=

Len)

H = w oo

£ LRI, Graphics. Blit() /7 2 A2 3545 Sk Ji o B4 16 I 4 22 HOM BB B 5 A7k 3 H
PREELX, XA R R BT RRAEE 2, KIERRIT.

| public static void Blit(Texture source, RenderTexture dest, Material mat, int pass = -1);

EREARSE, BB RS S REE Provider I i HHE G2 H fra
o EREXANMERLGEE, ROTAATLMER RGB24 Bk RIRAFE TR, AERIX A vk AT LA
HEFERPUERZ Provider {ERBENEBRIISE, B X MEERAGFEMEL DK, Ul &
AR XTR, AR Sk BB .

8.1.2 ¥EBRRZETER

TESR LI IR 1A AR P i & FE At o R, RIESEEIN R Ul 355 B RS
. PR s R AT R R At B BE B, BRI = o BE ML H T {E B
(HALHIRBEHLA AR PR EMBEH, 5 LR ENAR R —#S, AU
BHLZFHLRRE. i, BATHEHRR BB ER S S50t 2] Render Texture, X
FERL AT AR BB Ak XA 7, OIS A3 3 8-2 T

KA # % 8-2

mCamera.targetTexture = mRenderTexture;

mCamera.Render () ;

//RenderTexture currentActiveRT = RenderTexture.active;

RenderTexture.active = mRenderTexture;

if (mLastCameraTexture == null)
mLastCameraTexture = new Texture2D (mRenderTexture.width, mRenderTexture.height,
TextureFormat.RGB24, true);

7. mLastCameraTexture.ReadPixels (new Rect (0, 0, mRenderTexture.width, mRenderTexture.

- height), 0, 0);

8. mLastCameraTexture.Apply():;

9. mCamera.targetTexture = null;

10. RenderTexture.active = null;

11. byte[] bytes = mLastCameraTexture.EncodeToPNG() ;

12. var path = Application.persistentDataPath + "/texture02.png";

13. System.IO.File.WriteAllBytes (path, bytes);

TEERKRSE 917, EHREHEBE ] Render Texture J5, — & Ei&E mCamera.
targetTexture = null; XFEA REK F BB EBE BERBIFFRNX, PR, FREEL
EI 5 5

R IX PR TR EBE R, LA 1 E K Helloworld TR, HAKSZI

oUW N

163



164

BT EhHE— CHHA, 4N Capture, 4SS ARALTE ¥ 8-3 k.
KA &% 8-3

W oo JdoyUn i Wk

Iy
N o -

13.
14.
15.
16.
17
18.
19.

21 .

22 ;
23.
24,
25
26.
27.
28.

30.

32.
33,
34.
35.
36.

37.

38.
3%

41.
42,
43.
44,
45.
46.
47.
48.

49.
50.
51,
52.
853
54.
55.
56.

57.

using
using
using
using
using

System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.XR.ARFoundation;
UnityEngine.UI;

public class Capture : MonoBehaviour

{

public Button BtnCapture;
public Button BtnCapture2;

private Camera mCamera;

private ARCameraBackground mARCameraBackground;
private Texture2D mLastCameraTexture;

private RenderTexture mRenderTexture;

private void Start()

{

}

mARCameraBackground = GetComponent<ARCameraBackground> () ;
BtnCapture.transform.GetComponent<Button> () .onClick.AddListener
(ScreenShotWithoutObject) ;
BtnCapture2.transform.GetComponent<Button> () .onClick.AddListener
(ScreenShotWithObject) ;

mCamera = GetComponent<Camera>();

private void ScreenShotWithoutObject ()

{

}

if (mRenderTexture == null)

{
RenderTextureDescriptor renderTextureDesc = new RenderTextureDescriptor
(Screen.width, Screen.height, RenderTextureFormat.BGRA32);
mRenderTexture = new RenderTexture (renderTextureDesc) ;

}

Graphics.Blit (null, mRenderTexture, mARCameraBackground.material);

var activeRenderTexture = RenderTexture.active;

RenderTexture.active = mRenderTexture;

if (mLastCameraTexture == null)
mLastCameraTexture = new Texture2D (mRenderTexture.width, mRenderTexture.
height, TextureFormat.RGB24, true);

mLastCameraTexture.ReadPixels (new Rect (0, 0, mRenderTexture.width,

mRenderTexture.height), 0, 0);

mLastCameraTexture.RApply () ;

RenderTexture.active = activeRenderTexture;

var bytes = mLastCameraTexture.EncodeToPNG() ;

var path = Application.persistentDataPath + "/textureOl.png";

System.IO.File.WriteAllBytes (path, bytes);

private void ScreenShotWithObject ()

{

if (mRenderTexture == null)
{
RenderTextureDescriptor renderTextureDesc = new RenderTextureDescriptor
(Screen.width, Screen.height, RenderTextureFormat.BGRA32);
mRenderTexture = RenderTexture.GetTemporary (renderTextureDesc) ;
}
mCamera.targetTexture = mRenderTexture;
mCamera.Render () ;
//RenderTexture currentActiveRT = RenderTexture.active;
RenderTexture.active = mRenderTexture;
if (mLastCameraTexture == null)
mLastCameraTexture = new Texture2D (mRenderTexture.width, mRenderTexture.
height, TextureFormat.RGB24, true);
mLastCameraTexture.ReadPixels (new Rect (0, 0, mRenderTexture.width,
mRenderTexture.height), 0, 0);
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58. mLastCameraTexture.Apply ()

59. mCamera.targetTexture = null;

60. RenderTexture.active = null;

61. byte[] bytes = mLastCameraTexture.EncodeToPNG() ;

62. var path = Application.persistentDataPath + "/texture02.png";
63. System.IO.File.WriteAllBytes (path, bytes);

64. }

65. }

REEREERNCLatid, %R, H3E7E Hierarchy & H &% Button UI,
SR 5 ¥ Capture JIAHEFAE AR Session Origin Xf % T ] AR Camera 73R b, HAHBEHR
fH, wHE 8-2 A,

2. K Capture i A g Pt

Assets > Scenes

LS

1B 8-2 ﬁﬁ Capture &I A HRE

9 PEIZAT, ERIEN AT ECE A5k, W 83 (a), REHRAFKZH 5
KRB LFREREE S FRESRBER, BCRWE 8-3 (b) .

(a) (b)
A 8-3 RBURZRIGERS R EGERA

| AT B IR B R 7 EROF A R BT B FALR & v Aa i, RREAR A %% 8
| Xt Data X AT, ERERAGFWEGIN, FEARLLH LR

23 s cru min | i
L, BNCLLHAMRERBLEFERFPRNEREE, ELBERUBFXFES
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AR GiE, (EERBCERES REMBURN, X7 AR MERE RS, FEFRRLE
TR R B EHEE B 2HKE GPU 847, A GPU B.A7 [Bl S B CPU WAFR —TIR 7.
on BT TR . BUERE S & BGCL AR E T &, A7t M CPU #| GPU 13| CPU
“GeT M7, NJYIn T HERETERE. ATTIEATR I EEN CPU PR &AL EREE
CEFFORAERAT IR T R R B, W i & Bk BB HET T EALL AL B, A4
FHAAW . VRN, R)ECLAGANNE], JTIRI ERAGE B AT S — kb,

8.2.1 AR ZEAEREIER

EIHENLARSH, CPU 5 GPU H MI#RIAES 20 T (CPU FIH GPU I i+ S AL B th 4b7E
Yol K BRI B . 7E AR B, CPU EEMFTEEEH LA, GPU X EFAFTERKRE
PehbH, EAIEE & BHOLNFMES ERANGESER. NRERELPHRIEEHEN
HiEm A E 8-4 AR,

JE 8-4 HENRGRIERE

TER 8-4 1, WATATLIERMAE], AR B8R 9 FTH X REHE RAHK I H GPU AT
EHRIFMH B EREMX, SFRBEARROEGRER. H— At LE N, SRR
# BBk BB S BKBRET R EHEM CPU .

822 M CPU HREURIRLER

AR Camera Manager 444 —* TryGetLatestimage() /7 2, ff F1X /4~ 7 7] LE #: M CPU
PRI R BB EBREBIREE R, ZEERET.

I public bool TryGetLatestImage (out XRCameralmage cameralmage) ;

Z ¥ cameralmage & — /M AHALIGE K, B T EEM R 56 E X BB (fEH] Dispose()
HEBRD, RAERZFE L, cameralmage FE A REIA, WEKKNFARKS S L
AREUH (1) FE {5 E.- 7F AR Foundation 7, f#fiX4> cameralmage 45 F4ARS, wJLL#E
BHRLEBEN. EERNRELUSEGEERERE . APERIIKERMEARE. P
FEIKEESRAE, AR 4 MetEa BT ER .

1. BERELEGER

fEREE CPU BB H RS, ML HE G a] th P W, R ey e R o 40 %
PR L. FA— B A& R 2 51 28 P 3k R AR, A PRI F



8.2 #ELCPU Ef&

KRIEFRAER PR 5M%E . ARCameraManager /£ — GetConfigurations() /5%, %
JTE] IBRBGER K I SR T A K, LRI

I public NativeArray<XRCameraConfiguration> GetConfigurations (Allocator allocator)

EBRAEIL T, AR Foundation £33 HER BAR MR, BNAEZA5E 0T rr A 55 R T
REZ B FH P B & PR AR R BE VR oK

T FRATI I A e P SRR Sk BT SR B AN B R B IE R K. g — A c#
fiA, 7% CpulmageConfiguration, %14 3= B 58 o0 4 T8 & Sk T S Rp A 7, IF
KT SRR A B — A T RFURAESD, S F AR, B E R ERE
. [FE, A7 EEMEWE R ERCR, A E 8RR AT R AR Sk B R A
REFR. B0 anArSiE ¢ 8-4 Fizs.

KRB % 8-4

1. // FHsEe s T p R AR E A AR

2. wvoid OnDropdownValueChanged (Dropdown dropdown)

3. |

4. if ((mCameraManager == null) || (mCameraManager,subsystem = null) || !mCameraManager.
subsystem.running)

5. {

6. return;

s }

8. var configurationIndex = dropdown.value;

O using (var configurations = mCameraManager.GetConfigurations (Unity.Collections.
Allocator.Temp) )

10. {

1.1 if (configurationIndex >= configurations.Length)

12 {

13s return;

14. }

15, var configuration = configurations[configurationIndex];

16. mCameraManager.currentConfiguration = configuration;

17. mText.text = configuration.ToString();

18. }

19.

20. }
21. //BPRELFTCRF A EEER B ORR B FRFIRME S, P AR R

22. void PopulateDropdown ()

23. {

24. if ((mCameraManager == null) || (mCameraManager.subsystem == null) ||
!mCameraManager.subsystem.running)

25 return;

26. using (var configurations = mCameraManager.GetConfigurations (Unity.Collections.
Allocator.Temp))

27, {

28. if (!configurations.IsCreated || (configurations.Length <= 0))

29. {

30. return;

31. }

32. foreach (var config in configurations)

33. {

34. mConfigurationNames.Add (config.ToString());

35. }

36. mDropdown .AddOptions (mConfigurationNames) ;

37.

38. var currentConfig = mCameraManager.currentConfiguration;

39, for (int i = 0; i < configurations.Length; ++1i)

40. {

41. if (currentConfig == configurations[i])

42. {

43 mDropdown.value = i;
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PoE MEVEgERSOEEREE 00

44, mText.text = currentConfig.ToString() ;

48. }
¥ CpulmageConfiguration I A<$£#LF] Hierarchy % 1 AR Session Origin F ] AR Camera
MR E, HBEN UL, WS, @diEs R RERRARRERE, 7TE RS R
BHE R e R AR, A 8-5 PR

sB8-5 BETEAEAEEFHRLRELIERS

2. REEKGEEEERE

TER S GR IS 4 K 2 Bm ik sRAR A YUV R, b Yy Rz, ik &
BIERERE, UV MIZREREE, HTHABEERMAE. /£ AR Foundation H{fH] “Plane”
HRBUEIE (REH S5 F AN T ) Plane B, XHERAMEMAXER). HEUSFETFE
1 YUV IEiE{E B EdE vl LE # 4 ] Cameralmage.GetPlane() /7%, 1% /711 7] % 38 1 i) 4045
JF46 YUV 9mfidfs 8, ~EARHS AR 5 8-5 Fizn.

R £ 8-5

1. XRCameralmage image;

2. 1if (!cameraManager.TryGetLatestImage (out image))

3. return;

4. // P& MR E E

5. for (int planeIndex = 0; planeIndex < image.planeCount; ++planelndex)

6. |

7. /] SR HEERGER

8. CameralImagePlane plane = image.GetPlane (planelndex);

9. Debug.LogFormat ("Plane {0}:\n\tsize: {1}\n\trowStride: {2}\n\tpixelStride: {3}",
10. planelIndex, plane.data.Length, plane.rowStride, plane.pixelStride);
i

12. /7 X EERBAREAT P I B e AL

13. MyComputerVisionAlgorithm (plane.data) ;

14. }

15. // ABLANFEHER, BB scs i

16. image.Dispose();

O BTARNA, BUSHAERBYKEASE, WARA YUV HBEALE
A TRARE GV T ENEBIA,

{¥ ] CameralmagePlane 1] PLifiiT NativeArray<byte>H H:1)j ] RS A MK N FLEIX, [
ST A RIS A AL, T HAE A 58 )5 A R 2 R BRI NativeArray. £ Cameralmage



82 #H CPUE&

BiREIUS, NativeArray — #5895 . H4h, MAMEKREMXEREX, NMABFARERER
HESHEE.

3. AFEBRIKERSHEE

AR LA P TR IUR B B (0 MR TR 0 YUV gm0 AT B AR sk A7 e e,
Cameralmage &t | {2 57 fpEH . BEHEEFERMT.

public void Convert (CameralmageConversionParams conversionParams, IntPtr destination
Buffer, int bufferLength);

conversionParams #1138, destinationBuffer 452 i f5 RE BAE 14 H 522
PRIX . G % 2 i 2 TextureFormat.Alpha8 5{# TextureFormat.R8 JIJH 4747 P& 45 % # i 7K
FEEMR, HALR NS AR E R, HioBa RGN KBS BRI EE &
FR, HEiTEEEE,

j i# 7t TextureFormat.Alpha8 3 # TextureFormat.R8 7 LA3% BX 2| JR 4 [ 1% Alpha
i 5 RAMHEARME, Unity RIFRAKELCEHBMA (REERRREHN
|02 ). W Alpha8 S RS XA EE T LUER M A, 17 R R4 Shader
| RIS A AR, AB K — 6 A 44 B RGB 1, %
VPR | gumsm, pRRIRARKT Alpha A 5 R AXHEA RERER, I R
RS2 o) SN 0
L B, Wit CPU MBI WARSALEAZNBGL HRHE, HRERY
 HTRLEFNERAT AT K, Wi T 00 L.

CameralmageConversionParams 45 #44 & X WAL 5 8-6 Ffran.
KA %% 8-6

public struct CameralmageConversionParams
{
public RectInt inputRect;
public Vector2Int outputDimensions;
public TextureFormat outputFormat;
public CameralmageTransformation transformation;

~N oy W N
« & s e s s s

)
ZEHIG A N BH, JBH0E L RHR I 8-1 FiR.

% 8-1 CameralmageConversionParams $#3¢8 %
B iR 5 BR
TR BRI, T LRSI R AR R, dn) DU B R A BRI — AN X B
inputRect XA 5 [0 P SE A T T, B e [X b 00 J57 s PR AT 28 X S PRy A B B — 5 43 . AE TG

T T PR DX S, o PEMBRGEAT 4 3 DX Sl 38 PR 0 P

itk BRI . Cameralmage SCRFFFERFE 0,  F0VFIR & Lo IR MR E DI BB RS, T A
outputDimensions | & i B X<} A (inputRect.width / 2, inputRect.height / 20, MTIZREUE BUR — K 4r %,
AT LI e e R 5 PR B ] o A EBORST R RN Tl 5 T R AR R R

it PGat, BRI RF TextureFormat.RGB24.  TextureFormat RGBA24. TextureFormat. ARGB32.
outputFormat TextureFormat. BGRA32. TextureFormat.Alpha8. TextureFormat.R8 6 Ffiig =, #JLAAER#pTiH
i¥ Cameralmage.FormatSupported # 7 32 7 (11 B {5 4% X

transformation RGBT, BATR X4, Y MBE
FERHRBENHEIRERE N EEFETE, FHENERTZ KD, f]LlE
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GetConvertedDataSize(int width, int height, TextureFormat format)#k Xl 75 2% (8] K/, i id
Texture2D.LoadRawTextureData() 15 Z| 3 #t J5 I £ diak 30, @ H 5 Texture2D # A%, FT
BfE. AR IARL & 8-7 Fin.

R i# % 8-7

W oo Jo Ul W

using
using
using
using
using
using

System;

Unity.Collections;
Unity.Collections.LowLevel.Unsafe;
UnityEngine;
UnityEngine.XR.ARFoundation;
UnityEngine.XR.ARSubsystems;

public class CameraImageExample : MonoBehaviour

{

Texture2D m_Texture;

void OnEnable ()

{
}

cameraManager.cameraFrameReceived += OnCameraFrameReceived;

void OnDisable ()

{
}

cameraManager.cameraFrameReceived -= OnCameraFrameReceived;

unsafe void OnCameraFrameReceived (ARCameraFrameEventArgs eventArgs)

{

XRCameraImage image;
if (!cameraManager.TryGetLatestImage (out image))
return;

var conversionParams = new CameralmageConversionParams

{
// BFEA image
inputRect = new RectInt (0, 0, image.width, image.height),

/! PR

outputDimensions = new Vector2Int (image.width / 2, image.height / 2),

// 1 rRoRa #30, EIEHUREGEEG
outputFormat = TextureFormat.RGBA32,

/7 R y 88

transformation = CameralmageTransformation.MirrorY
}:

/7 FRE B A KN

int size = image.GetConvertedDataSize (conversionParams) ;

/1 SrEAEAE X IR

var buffer = new NativeArray<byte>(size, Allocator.Temp);

/1 PITFe B iR A

image.Convert (conversionParams, new IntPtr(buffer.GetUnsafePtr()), buffer.Length);

// BB ECHEHIF OB E M X, FbHERR image XF S LARS 1k A 17t 5%

image.Dispose () ;

// XA ARAT X EAR O RE— P b, AT LR A B S

// BHAFNGER LU BoR

m_Texture = new Texture2D(
conversionParams.outputDimensions.x,
conversionParams.outputDimensions.y,
conversionParams.outputFormat,
false);
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62. m Texture.LoadRawTextureData (buffer) ;
63. m_Texture.RApply();

64.

65. // BRIHGEMIX

66. buffer.Dispose();

67. }

68. }

4. ROHEBIKEESYERE

[FAP 2> BH2E CPU JE4RRAE, ™ E I e AR, BRI S M PR A B SR
A ol LR A S P X, #4058 Cameralmage.ConvertAsync(). KN TP
e, FrLAX ERFEALIERAR KR, o UERECKE R ER AR ERE. @, FP0
AR ST RTW) T — i b3, Fa R nT DR B 7 00 BT R R e e i SR Ak
HATAEHE . Cameralmage.ConvertAsync() /712:251& [5] AsyncCameralmageConversion X %, @il
A R LA R et i, nT DOBS A RS DMESHT T — P 3AE, WSS 8-8 A,

ARAL 7 # 8-8

1. AsyncCameralmageConversion conversion = image.ConvertAsync(...);
2. while (!conversion.status.IsDone())
3. yield return null;

{dH] status FRIRFT LA HIEHR AR, WIS status ¥ AsyncCameralmageConversionStatus.Ready,
Ay BLEE A GetData<T>() 7 7£3KE NativeArray<T>M(## . GetData<T>()J7 VAL &
IR (A=A H N A7 A0 R AL, 7E AsyncCameralmageConversion Xf 52 F§ Dispose() ¥l »
XA —HEAAE, {HfE AsyncCameralmageConversion X} 4 il ] Dispose() 715G, %M &—F
Yo, Hah, KRR NativeArray<T>H] Dispose() /772, 1E AsyncCameralmageConversion
X RGN AR SRR, AT LA 221 AsyncCameralmageConversion X S4B UG
B A A7 s T 4 HH A

| AsyncCameralmageConversions 54 41 & X 3 | Dispose() 7 & ## , £ A &+ &
| B3 i Dispose() ¥ %2 S B N FH#E. BSE XRCameraSubsystem 3t % # 44 %
. BIEER S SRR, (22 8 U R # R A Dispose()7r % B
" | 7 AsyncCameralmageConversions # £,

: AsyncCameralmageConversion *f £ fif B # /& &5 Cameralmage # & A X %,

| Cameralmage H ¥ RS HHF TR AU R, BXFL2HHRF ERKERE,

B 2 — tn AR T B 8-9 BT .
KA ik % 8-9

1. Texture2D m _Texture;

2. public void GetImageAsync ()

3.

4. // 3KEL image X R {58

5. XRCameralmage image;

6. if (cameraManager.TryGetLatestImage (out image))
2

8. /] JEBIHREREAT R

9. StartCoroutine (ProcessImage (image) ) ;
10.

11 [/ TERBHARSERTTHH inage

12. image.Dispose () ;

13. }
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32.

3.
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Sl
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9.

40.
41.
42.
43.
44,
45.

6.

47.

8.
9,
0.
1.

52 .

3
4.

55

6.

57
58.

9.

6 )

Bk 7 BRI, AT AT B AR (delegate) 573, TIAN A2 EL#K [] AsynCamera-

/1 PR R

var request = image.ConvertAsync (new CameralmageConversionParams

{
// ERERTE®

IEnumerator ProcesslImage (Cameralmage image)

inputRect = new RectInt (0, 0, image.width, image.height),

/] BERFE

outputDimensions =

/7 FERTRE R

new Vector2Int (image.width / 2, image.height / 2),

outputFormat = TextureFormat.RGB24,

/7 BIR]y BB

transformation = CameralmageTransformation.MirrorY

}) i
/! FREHEEB TR

while (!request.status.

yield return null;

/1 KRR

IsDone())

if (request.status != AsyncCameralmageConversionStatus.Ready)

{
/] ¥ BUER

Debug.LogErrorFormat ("Request failed with status {0}",

/] BBFHER
request.Dispose () ;
yield break;

}

/1 REUEEH G R (E S

var rawData = request.GetData<byte>();

// e 2D 83
if (m_Texture == null)

{

m_Texture = new Texture2D(
request.conversionParams.outputDimensions.x,
request.conversionParams.outputDimensions.y,
request.conversionParams.outputFormat,

false);
}

m_Texture.LoadRawTextureData (rawData) ;

m_Texture.Apply();

/1 HBFBERUERB S E RO RE, SIERGER

request.Dispose();

ImageConversion X R, RFMCHS AL TE . 8-10 fi7R.
KL % 8-10

WX Jo s Wl
s 8 s o m s & e

{

// FH image 58

XRCameralmage image;

public void GetImageAsync ()

if (cameraManager.TryGetLatestImage (out image))

// WERERD, B ASRFERE B4R, RERNAE 2D Texture

image.ConvertAsync (new CameralmageConversionParams

{

request.status);
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10. /7 REAE RSB

11. inputRect = new RectInt (0, 0, image.width, image.height),
12.

13. /1 BERFE

14. outputDimensions = new Vector2Int(image.width / 2, image.height / 2),
15

16. /7 ERZEAEG

17. outputFormat = TextureFormat.RGB24,

18.

19. /7 By BEA

20. transformation = CameralImageTransformation.MirrorY

21.

9%, / /5B E RG] ProcessImage Fid

23. }, ProcessImage);

24.

25. [/ TERBRASTRATH R image

26. image.Dispose () ;

27. }

28. }

29.

30. void ProcessImage (AsyncCameralmageConversionStatus status, CameralmageConversionParams
conversionParams, NativeArray<byte> data)
31, 4

32 if (status != AsyncCameralmageConversionStatus.Ready)

33 {

34. Debug.LogErrorFormat ("Async request failed with status (0}", status);
35. return;

36. }

37«

38. // EEX B

39. DoSomethingWithImageData (data) ;

40. // BB EEEIE S RS AR, AHE RS Dispose () 77k

41. '}

TEAE RN AR, NativeArray<byte>J&-5 request KL AHL /74 A, AFREER
WH Dispose(OT R, ZME RIEICH (delegate) HATHARA R, — B FEEIRE, MIH
e SRS, T SRR AR AR T A A M A X L84, W) 75248 NativeArray<T>.CopyTo()
1 NativeArray<T>.CopyFrom()Ks 4 K i % 4> tH K

[F) ngemme

ﬂ%ﬁ@m@@kﬁﬁﬁﬁﬂﬁi¢m%$ﬂ@ ﬂ%ﬁ%%ﬁmmﬁwﬁiﬁﬁ¢§
IR R HPERRPRENEERAEHE IR 7R EZHAARNL, BERE L
AHESE RMWJTRAESE ., Y5 E R IR AR . TGk I AT AR B gk 75 A
HEHEE, HFHAERT ARG R, R 7TRBEENEWENE, BmEE A
BACHEA AR, fEREAT EURACEERT, IEILRSeHATIAGI M BT AGALH, D52
PGB AT B BT A 2

8.3.1 HAR

& H (Convolution) A< ERUFMAR —FEFIEH, BN ERA XAl BRBLE—
FMARMEE, ATLUEEIBGRA . BRI MR GREN R B SRR ERINECF SR
&, JEE T HERGE . SRR E. SR BT A B R AR — MR (XM
WA, B kerneD), Xt ER LHEE—MEE S, IBRIIR SN ZAES, REHRR
R AN EE B R AR, BUER A R RARER, BERZARETE, BHZERER
HREG X MR RME. BRI T —MRE A, WKHE, M EE LS MRE S E
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T3E BEVESHRSATXEREE 0

K4, BEEREIN kMG EM 2 AR E, Wi 8-6 Fras.
EREE R —ANIEATEMMER (12X2, 3X3), &MEXIRA RSN TEE —

ALE . S0 R AR E AT SRR, AT B R LR E T %8 K L,

i 8-6 . B G EKKTEZPEN R MEE RN R RENTRE, ZE¥&

FREN, BN R SEENFREE, HFFEREHMIAE, W87 Fix.

Wy

e &R -

JE8-6 HABREXERETAENTES \E8-7 HASREXNEREUEMEE

foRTRAER BT REROERE R

GRS, EERGEESPHEILRZ ARE, AERTULRSELKEZRL
AR, BlnEEES . LERNLE.

8.3.2 Sobel EF

HRIAT ZAETRBOERE, AT UGRNM/ERZEWALZENE T, XEf
UF JLAR D GG W T g B ok .

1. Roberts EF

Roberts BT KX} LR 7 MAHATBER R 2 ZIE SRR iih g, Wk 8-8 fiizn. Roberts
HARM KA LG R G TR s, efgEs, (EXTmgEHUR.

2. Prewitt &F

Prewitt 57 FI FIR R sl L T A AR B UK BEZ A L B AL IE BN AE B e A T 2%, 4
8-9 fifi7x, Prewitt BT XM B FIHIEA, HE2ELMEEAE .

a | o x| . 10|+ # |+ |+
—t]o |+ ololo
L f = = B 1o |+ R T
G. G, G G,
A 8-8 Roberts EF 1B 8-9 Prewitt @F
3. Sobel EF

Sobel H¥ EEMMEUGRN, CE - ITEBK—HESET, AXRTHERTERH
(AR B AUME, Qi 8-10 iz . TEEMRAEST — GBS T, H2 = 2% sl X ML B
BERBEIERRE. 5 Prewitt HFAHLL, Sobel H T XHEHEALE KR WM 7B 7T LARRKL
GROMTER, FUMREL.



84 CPU Eﬁﬂ%ﬂﬁ,ﬁu @JA

Sobel S EWA 3x3 FIRERE, 2RICAMEE LM, KESEBETFEREN, s
AR R ) S S I ME . IR L 4 RRIRG B BAERERE, G & G, iR
2R R A G BRI, A5 8-11 For.

-1 0 |+l +1 | 42 | +1
210 |+ 0l01]o0
-1 0 +l +1 42+
EERUNES 1|21 G=|-2 0 2|4 and  G=| 0 0 0 |=x4
G, G, -1 0 + -1 =2 -l
2B 8-10 Sobel EF 2@ 8-11 Sobel EFxIER#HTHENITERR
Afxr®E AT

Ge= (101, y=1) + 0xfxy—1) + IXflx+1y-1)
H(=2) xf(x=1,y) + 0fCey)+2%f(x+1.y)
HD) e Ly+1) + 03y +1) + Ixfx+1y+1)
= ALy D2t Lyt flxet Ly+D)] = [flx—Ly= D23 (x— 1)+ e 1y+1)]
Gy =1xfx=1, y=1) + 2Xfley—1)+ Ixflxt1y-1)
H0xf(x—1,) 0Xf(x,y) + 0xf(x+1,y)
1) ey +1) + (72) Xfey+1) + (1) et 1, y+1)
= [l 1y=1) + 2 fley=1) +flxct Ly=1D)] = [f(x—1, y+1) + 23 eyt 1)+ flart Ly+1)]
Ht fla,b)FRs BB (a.b) REIKEE, BEHRE—MRR IR XA FEIEL LT 2 A4
AR BAZ FKE BIR

G=,/G+G?
B, AT REMERERAAIT 77 T ME
=G +1G))

WERKEEAE G KTH—REMANZA (xy) HiLG . Sobel HTHEMBERE LT
TEA7 IRIAE AR ROR BEIAEAE I B AL IE BIRE X — R BRI L %, X AP EEM, #E
RMBONRET L GITE S, EUGEMRENER. HAEEERIRRER, X
P LG TT 5

Sobel H7F [HiH5# Z LE Roberts 5712, (HHBRREIRRAERKEE LTHE TRAE
1R, 5T XS A BB R K. 55 Roberts L7 AR, B8 W 2RI SG ™ A E K
finti{E. 5 Roberts H7—FF, BAEfH ERZA 58 H 0CFRNESB KA (Flin 8 fr
HEB NWEBRENBERAFRRME. DREXMIEOUN, bRk 2 6 5 ok r
B REREARRKAE CyBERE RS, 7TLEL A RFEEERBRENER
KA.

IR Sobel T REATIASGAI .

[} cro migin o mscpl

FERTSCHI BRI B, FRATCARIZE 77 A CPU 3R EUREHLE GRS S, XH3REE 1 E&R
BEBHTIAGRN, FHARARNE R B8 B Rawlmage F&HE .
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H /GfE Hierarchy & M H#18 —> Rawlmage, FFR A BB @ fE5R L7 . g — Cc4
JiIAS, w44~ CPUcameralmage, %5 tnACH%E B 8-11 A n{tig.

RALFH 8-11

1. wusing System;

2. using Unity.Collections;

3. using Unity.Collections.LowLevel.Unsafe;

4. using UnityEngine;

5. using UnityEngine.XR.ARFoundation;

6. using UnityEngine.XR.ARSubsystems;

7. wusing UnityEngine,UI;

8.

9. public class CPUcameralmage : McnoBehaviour

10. |

I1.

T2. [SerializeField]

i RawImage mRawImage;

14, private ARCameraManager mARCameraManager;

15, private Texture2D mTexture;

16. private static int mTotalSize;

17 private static byte[] mFinalImage;

18.

19. void OnEnable ()

20. {

21. mARCameraManager = GetComponent<ARCameraManager> () ;

22. mARCameraManager . frameReceived += OnCameraFrameReceived;

23. }

24,

25. void OnDisable ()

26. {

27 mARCameraManager.frameReceived -= OnCameraFrameReceived;

28 }

29.

30. unsafe void OnCameraFrameReceived(ARCameraFrameEventArgs eventArgs)

3. {

32. XRCameraImage image;

33 if (!mARCameraManager.TryGetLatestImage (out image))

34 return;

35.

36. var format = TextureFormat.R8;

3 var conversionParams = new XRCameralmageConversionParams (image, format,
CameralImageTransformation.None) ;

38. mTotalSize = image.GetConvertedDataSize (conversionParams) ;

39. if (mTexture == null || mTexture.width != image.width || mTexture.height !=
image.height)

40. {

41. mTexture = new Texture2D (image.width, image.height, format, false);

42. mFinalImage = new byte[mTotalSize];

43, }

44, var rawTextureData = mTexture.GetRawTextureData<byte>();

45. try

46. {

47, image.Convert (conversionParams, new IntPtr (rawTextureData.GetUnsafePtr()),

rawTextureData.Length) ;

48. Sobel (mFinalImage, mTexture.GetRawTextureData(), image.width, image.height);

49, mTexture.LoadRawTextureData (mFinalImage) ;

50. mTexture.Apply () ;

51. }

52. finally

53, {

54, image.Dispose () ;

55. }

56.

57 mRawImage.texture = mTexture;

58. }

59.

60. unsafe private static void Sobel (byte[] outputImage, byte[] mImageBuffer,
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int width, int height)
61. {
62. /7 G S E
63. int threshold = 128 * 128;
64.
65. for (int j = 1; j < height - 1; J++)
66. {
67. for (int 1 = 1; 1 < width - 1; i++)
68. {
69. /] R OBAB R EME
70. int offset = (j * width) + i;
71.
72. /7 ZREL 9 ANRFE IR E AH
73. int a00 = mImageBuffer[offset - width - 1];
74. int a0l = mImageBuffer([offset - width];
75. int a02 = mImageBuffer|[offset - width + 1];
76. int al0 = mImageBuffer[offset - 1];
T7. int al2 = mImageBuffer[offset + 1];
78. int a20 = mImageBuffer|[offset + width - 1];
79. int a2l = mImageBuffer|[offset # width];
80. int a22 = mImageBuffer|[offset + width + 1];
81.
82. int xSum = -a00 - (2 * al0) - a20 + a02 + (2 * al2) + a22;
83. int ySum = a00 + (2 * a0l) + a02 - a20 - (2 * a2l) - a22;
84. if ((xSum * xSum) + (ySum * ySum) > threshold)
85. {
86. outputImage([ (j * width) + i] = OxFF; //Ril%
87. }
88. else
89, {
90. outputImage[(j * width) + i] = 0x1F; //ARA%
91. }
92, }
83. }
94. }
95, }

fE LS, BATRA T FSREEER K73, Ri)s BB EH A Sobel() 7%t
TR M. £ Sobel T X BB A BRER AT B R BN, RE - BIHE
(threshold) Xt tH R FMATILNE, KB RERALAH T, EH Sobel S0 Bl )24
P 8-12 fion . MERXKE, UBAMBCRERIEFE AR, JRaABmRD.

(a) (b)
4B 8-12 Sobel EF* CPU KB BEH BB HITAEE MR
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wow EEMmspmomEuEREE
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£ Unity 2018 LT, Fﬁﬁmﬁ%&m@%ﬁﬁﬂﬁﬁﬁ %WEH’]{*’%M% WZEKH CH?ﬁ'ﬁ
Rt crEN =2 e A, BREML SN PC P& EVFEHTK, HEW 2K
BETFEMTR. FEENEHER, NEERERREEEN, KR TR, RN ST
NEELAREE, FFRERMERAT & HIA TR AT R E T oK.

B, 7E Unity 2018 1, JEEELPA I BRME: —EZ~ 5 OpenGL. DirectX3D 3 H.f]
HH APl 2, R CHeE; H—ER/BIEN—Z LMERHRE, FH C#rE. EHj
HRAEATERERBEAFF& LNERER, WAFEMEDNFLIH— Draw Call, &
KBRRX—BEFFAT KEM, FEIr&E T LUEBhiX — 2 R 18 Yo 2R34T & il o

Unity B 72 T A R fEE 4B 28 (Scriptable Render Pipeline, SRP) 2t T HERN: —
MREBEREREL (Universal Render Pipeline, URP), i FTE Y& L2 AT AR A & 2 e 4
H £k (Light Weight Render Pipeline, LWRP); 7 — M2 HigEEYE 2 (High Definition Render
Pipeline, HDRP),

B TEYE &£ 503 T Compute Shader, ZETHBHT AT &, 7T LLE S| TR 1)7E
PR, EH T ERBCRER G R NG RIERMFER PCFE. FIFEE.

HAERE SR FEERAMRZROB 6 RIHH, AT RAK S5 & 8 2R E Hi .
FRERE L HDRP R X i F &, B HaTtEdr s PC MEHFE, (HEAERELR
XEFHMFE.

HAEREREE C2EHWIT, N Unity BUBERSEM TIEFEHFR T RS, UL
Rt T, A T HEACE ., W SEAEAT, AT DU A vE Y8 2R e T R 32 IR A #8 Bh 1 % RE FH T
RIRHE 7 A IE SRR, FRE S AR S @ HITT A, AT AR R AR AL S FE 14 B

£ AR Foundation 3.0 # X FFEHERE L GRARBRREREL), HTHFRRA
mF.

(1) BEFEGEL LWRP 3CFF 5.7.2 KL LA,

(2) BHESE L URP 3CRF 7.0 & B ERRCAR.

, BHESRE% URP REEHEE A LWRP 55 #E 34 4% HDRP X Unity
YT ;mﬁwg%@ﬁmﬁxﬁﬁ,ﬁﬁ‘%Ma\aﬁﬂzﬁm,m&ﬁma%%m%
EREXRABRAHERTE

ﬁ%ﬂ@%%@%ﬁﬁﬁﬁlﬂﬁf&)ﬂ MR AR A EER Y, HEN, EHEPERL—NEE
PR ES, BRAGEHEMERERTE TRILEZNERAHEXER, IfH 7TABRE
B, A7XHE A X fa7E AR Foudnation " i Fi i@ FIVE 8 £8 URP EZE S TRIUATH 2],

¥rg— T2, 7E Project B [ Assets LR FHE— MK, 744 Rendering,
JG1E Rendering X/ hfid, HKIK%EFE Create>Rendering> Lightweight Render Pipeline>
Forward Render 72—/ LWRP(E(# Create> Rendering> Universal Render Pipeline> Forward
Render # & —> URP), fii# A ARFoundationForwardRenderer, 1P 8-13 ffi7x.

1% ¥ & i) ARFoundationForwardRenderer, 7E Inspector & 1+, [f] Renderer Features %]
FH ¥ AR Background Renderer Feature, 1/ 8-14 7N,



Lightweight Render Pipeline

~ - — AR Background Renderar Feature
Pe—_——

1& 8-14 7¥H0 AR Background Renderer Feature

£ Project & HH1[#) Rendering U3 N i, #KIKIEHE Create>Rendering> Lightweight
Render Pipeline>Pipeline Asset #7—1> LWRP Pipeline Asset (3(# Create>Rendering> Universal
Render Pipeline> Pipeline Asset #E—> URP Pipeline Asset), fir44 4 ARFoundationPipelineAsset,
ik 8-15 AR,

Reveal in Finder , I
Open i ! Render Texture
Delete Lightmap Parameters

2B 8-15 #HE Pipeline Asset

i FTEE ¥ ARFoundationPipelineAsset, 7E Inspector % 17, ¥ Renerer Type A Custom,
% B Renerer Type> Data A2 i £l ] ARFoundationForwardRenderer, 1/ 8-16 Ffi7s.

AE 8-16 & Pipeline Asset Bt

a8, K IRERE L E ARG Pipeline Asset, FAAEE/ERAE Unity SEHAS
i, KIKIEFE Edit> Project Settings, 777 B X EHE, 1+ Graphices IR, ¥ & Scriptable
Render Pipeline Settings & ARFoundationPipelineAsset (LightweightRenderPipelineAsset), #1
Kl 8-17 it
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B 8-17 NEBEXEBREL

AHT A XS4 7E AR Foundation i B FITERVE LB BRUET 1 UFR, FHRA AN PHEE
FERE R, XA A EE ] LAE R Unity 57730 .
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CRVE S 3 SR RS S

NEARSER RSN B REARGINE Wik CG. SERRRIIRSN H A H Z MR, ARKit
B GHREX —RARM AR S AR G B3 AR KIEIEME RARMRA, R BE =48] M K K & .
NFCIEFS AT LR O 51T AR READIA— ELS AE AR T () R, KRI85 AR 0 B SR /EKAT
S . ARBATRARN X XM FFBRSE AR Foundation R HIE M .«

91 ELPU Tt

£ AR Foundation ', 2D ARZZAGTHEFEX SEREFHEIR H NMRAEFEAEAS ]
MZSHAT, BEEAANEE R ORME AL . 2D MBS ETHEIZDT . 3h
e, Tkl AWIZZE., hERATAE RIKNMHRTR. TR, BERESIBRN
K, NEFRRR AR SECRAWRT, CEITaa N T B AL AR S

911 ARERXEIILN

NEE RSB RS (Pose Estimation) = ZAMI AR — L2508 fl, oy, L.
TH#E, W AR AR RAESEE . AR AR IE T BN A
SRPA R VURAWE T PR R T ARPEREN, BB REUSURE. WA RS AYISZE.
REMIBLSE, WREKIE . B e&h. 1E3) A%
I RS N U R Al PR SR . BARRO N A
B Oc B R S5 R s 9-1 B

BAESCERN A, BT ABRAMZMR
fE, BERIAFES— MR — ALK
MNBEAR = E — R RS, RN HOCHR
RIATYER FHE . B WHASFRIIER K,
M ELE T A G | S S5 85 (K 3R 5
Btk 4h, 2D Mkl ST 3D AL e 2AEH 91 BRARSHRCEARNERE
Wit LA R ER, SEARBAES A ERIGER2 (ForeShortening), A A 44
AR OC TR RSN O S LA S s b — MR R PR AR PR RO TR, XS BRERIEK B T LR 51 .

(D) MARER DS AR ARE, BRPARE, THENTBRA GIHERS
ABOEAZ), XA AR, AT SE i Ab BE AR 15 % .

(2) NEABRASH MM K Z A SFENEM . EHFRR, FERAFRARRET R
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A

[X 73t SR 0 S FE 3

(3) KRB EBE R X o MERELEKR, KBl 7 5 I A7 B A s
BfEEAR, EESHIEEREGLER SRR,

(4) NEARFE SR il B 2 AR —F, X T, BREIXAERA W DAL e
FUBRVRSE U B Sk 8 B A SC B8 e ANVRL U X BE K, L 7R B0 AR [ ) SR Ut AT X 73 AR 3

A 8 R B ORI 2 AL AT AR 2 T A LA 0 SR B A R (K — N T A 1), AR B
BN EIXE R BB AL, EBNEARISE TR E HBUA IER MR 45
BRI AN, PRRSIRSR A, SEit ARSI S T RE A A2 I R -

9.1.2 M 2D AMFESMGIT

f£ AR Foundation ', FRATANROIKE KA B RIS, XS R
JZ Provider #f:, AU HCEFEHRXLER, £ AR Human Body Manager #1f 1 j5 H 2D
ANEEEMEIHE, ZAMSRE— N AR BRI 4 R4, 7T A SRS 20
f) 2D NRE# R AER, REUZERERN T EEMNIMT.

l public NativeArray<XRHumanBodyPose2DJoint> GetHumanBodyPose2DJoints (Allocator allocator)

FEORUEI NG, XANTEERE—NMLEFIH 2D AE 3R s iR & A 3l
{ELH1 T ARRSIA i N ) RSO TR 2 10, T SR 2 7 V2 oAk B G It A 38 B oK R AT B A T
M &3R Bl —A2E, F AR E RS AT I E AT 2 ¥ .

ERM B SE RESS, WATB AT AR E#ATEED K TR KM T, f£4
WA, R HEEERE R L A B AR B RS

HiEE—4> Unity 5 H , 7E AR Session Origin X{ % _F#:# AR Human Body Manager 411}, 3 H.
J& i Human Body Pose 2D Estimation Enable, 1P 9-2 fix, EIRJfE A 2D ARSI

B 9-2 A 2D ARESENELT

£ )5 H 2D ARSI TH RIS RE TS, IRATH BN AE #E 8 5 Eif
HFE SRR Bl R, XEM A — LineRenderer TR M s LkiE4 T /E. 7f Hierarchy
HOHHE - NEXNR, 4N LineRender, #RGEXN5 % FH:# LineRenderer 411f, #
ELFERE R, ANRFEVERE, AR S8ZE . B2 2 /5% LineRender {747
AN Prefab - B% Hierarchy & [+ 1) [F] 4 5 & .

B TEKERIIGEZ 5, BATT ZH M AR Human Body Manager #HF+H3RHLK 2D A
BB OS8R I 5 LineRende KEGERIE Y tH A& 2D BR&L %K. ML, B —1 CHiA,
T4 A ScreenSpaceJointVisualizer, FICHAID aAALE # 9-1 FiR.

KA F % 9-1

1. void Update ()
2=



}

BT

Debug.Assert (m_HumanBodyManager != null, "Human body manager HfFARREN nuil! ™) ;
var joints = m HumanBodyManager.GetHumanBodyPose2DJoints (Allocator.Temp) ;
if (!joints.IsCreated)
{
HideJointLines () ;
returny;

}

using (joints)
{
s_JointSet.Clear();
for (int i = joints.Length - 1; i >= 0; --1i)
{
if (joints[i].parentIndex != -1)
UpdateRenderer (joints, 1i);

void UpdateRenderer (NativeArray<XRHumanBodyPose2DJoint> joints, int index)

{

}

GameObject lineRendererGO;

if (!m_LineRenderers.TryGetValue(index, out lineRendererGO))

{
lineRendererGO = Instantiate (m_LineRendererPrefab, transform);
m LineRenderers.Add(index, lineRendererGO);

}

var lineRenderer = lineRendererGO.GetComponent<LineRenderer>();
var positions = new NativeArray<Vector2>(joints.Length, Allocator.Temp) ;
try
0
var bonelndex = index;
int jointCount = 0;
while (boneIndex >= 0)
{
var joint = joints[bonelIndex];
if (joint.tracked)
{

positions[jointCount++] = joint.position;
if (!s_JointSet.Add (bonelndex))
break;
}
else
break;

boneIndex = joint.parentIndex;

}

// Render the joints as lines on the camera's near clip plane.
lineRenderer.positionCount = jointCount;
lineRenderer.startWidth = 0.001f;
lineRenderer.endWidth = 0.001f;
for (int i = 0; i < jointCount; ++i)
{
var position = positions[i];
var worldPosition = m ARCamera.ViewportToWorldPoint (
new Vector3(position.x, position.y, m ARCamera.nearClipPlane));
lineRenderer,.SetPosition (i, worldPosition);
}
lineRendererGO.SetActive (true) ;
}
finally
{
positions.Dispose ()

}

void HideJointLines ()
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12,
LEP
74.
75.
76.
1.

}

foreach (var lineRenderer in m LineRenderers)

lineRenderer.Value.SetActive (false);

FEARIDIE 4 9-1 mh, 45— 75 ELdHAT 2D Bk UMl . 7ESRENE] 2D AR EHOCR R
BURSESG, HWNX AN BIREREA K, R, WA KB mRAR WEHmL.
UpdateRenderer() 77 27 5t B 3T W £k el . EEZR AT RN, ANRIZERE ) B B OC S o [3] AN BE I
%, ETEEIREZAEHE ARG, FEMZREE A LR 2] Root MR AR, I EA
Z IR LR . TR MR, 1 H T R AR M B R 2 () B 57 2% ) 4 e IE A A 52k
GHE P _ B YEL . 2D AACE B AU 18] (AR BO6 2R el ARRSIHE B 9-2 Fungsti idtiid .

Rk £ 9-2

enum JointIndices

WO Jo U s WM
T T

{

}

Invalid = -1,

Head = 0, // parent: Neckl [1]

Neckl = 1, // parent: Root [16]
RightShoulderl = 2, // parent: Neckl [1]
RightForearm = 3, // parent: RightShoulderl [2]
RightHand = 4, // parent: RightForearm [3]
LeftShoulderl = 5, // parent: Neckl [1]
LeftForearm = 6, // parent: LeftShoulderl [5]
LeftHand = 7, // parent: LeftForearm [6]
RightUpLeg = 8, // parent: Root [16]
RightLeg = 9, // parent: RightUpLeg [8]
RightFoot = 10, // parent: RightLeg [9]
LeftUpLeqg = 11, // parent: Root [16]

LeftlLeg = 12, // parent: LeftUplLeg [11]
LeftFoot = 13, // parent: LeftLeg [12]
RightEye = 14, // parent: Head [0]

LeftEye = 15, // parent: Head [0]

Root = 16, // parent: <none> [-1]

ZEHRHR K 2D AN E B8 S0 fUE AR SRIBCR R UK 9-1 PR, i SUH kL
BIAHERR, RRERASHIE.

% 91 2D NEBRAXBAREXKXAE
BRXBSER Fs KRB Fs
Invalid ~] *x
Head 0 Neckl 1
Neckl 1 Root 16
RightShoulderl 2 Neckl 1
RightForearm 3 RightShoulderl 5/
RightHand 4 RightForearm 3
LeftShoulder] 5 Neckl 1
LeftForearm 6 LeftShoulder1 5
LeftHand 7 LeftForearm 6
RightUpLeg 8 Root 16
RightLeg 9 RightUpLeg 8
RightFoot 10 RightLeg 9
LeftUpLeg 11 Root 16
LeftLeg 12 LeftUpLeg 11




92 3D AMKBAMET

ik
BRXEAER Fs R RBR Fs
LeftFoot 13 LeftLeg 12
RightEye 14 Head
LefiEye 15 Head
Root 16 Invalid =1

%5 1% Hierarchy & L — X4, 45444 2Dhumanbody, ¥ ScreenSpaceJointVisualizer
AAFERAER IR RBE AR, ®FET, BB AN EEASERFEETHIANL,
Wl B NG ERCRAGE. LhRARE SR SRR A 9-3 Fix.

¢354

4B 9-3 AR Foundation PR AR BB X R SKNRRE

[I] a0 Asemminit

7t AR Foundation #, S5ETHREZMK 2D AMMEEEMTAR, 3D AMBEEMIT2R
ERARE=Z AP REREES, BEREGEE. 451, AXZHMIE 3D ABRRES
it R 2D ARG T R IRBAEHN 2D AMEREE, REHWEMEMLE, STHM
2D | 3D AMFRAHBRES .

£ AR Foundation #, BT REMAMERT M ABRE, 52D AMEREMT—F,
3D ANMEEAfLTHEZBER . Ll B&. WAKEWE, JEEMLT 2D AMER ST, 3D
ANERSMBHR T ERERBRL, WEEREEZ. HEENE, RIVIATFELEREKEMN
F%SEB, AR Foundation 2 7EAG#I 3 AR B#E4E4E—/> ARHumanBody KA, %4 R
1% — > NativeArray<XRHumanBodyJoint>2E %! ] joints $(4H, ZE A& AR IZIM 3D
NN (TS IS

9.21 £/ 3D AMEEBGIT A X

3D ARESTHELG R MBS, AV E. HEHI, TIHESESRAH ZK
RiF]. TE AR Foundation ", BA/Ta] AR S5 (EAVEEZ ZREUR I B 3D AR THEE
A8, (ENFREEAR AT E A T 3D AMAESM U BIRNSHER. KeARERAR b
AN FHEAR IR, S8 CARIA 3D AR T 0 BEah = 4R g Bl AT SEPRR (RS .

£ 2D A1EZEEALTHH, AR Foundation fH 7 17 MAME B AN LA BT HIR
(£ 3D NFEEAET, MEMAT 91 NN ERCR A THIR, JFHIX 91 MR RIEAR
E—FEA, R Z4EREASAATE 3D ZEd, WK 9-4 fras.

£l 9-4 p, F—NDEABRRE—NEHKE S, WEFE], AR Foundation S AT,
R H) B BT 7 AFEREMP T X 4. X 91 MEECR RINE X RAHE R R WA 9-5 FiiR.
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AE9-4 3D AKESBEAHEL

[ Chin ] [RigthycLower@ [RightEyeball] [RightEyeUpperLid [LeﬂsyeLowerLid] (LeﬁEyeball]{ LeﬂEyeUpperLid]
f 5

L Jaw ] [ Nose J RightEye LeftEye

|

Head

Neck4

Neck3

4

Neck2

RightShoulderl ‘—]I LeftShoulderl
4

Spines

RightArm

RightForearm

RightHand Spine4

Spine3

[ Mid1 J[ Index! J[Thltlmbl ] ki [Thumbl ]@exl }[ Midl }[ Ring! J[ Pinky! J
[[ Mid2 %Llnde:& }[ Thumb2J [Thumbz ]@exﬂ[ Midzj( Ring2 ][ Pinky2 ]
=3

(i1 ) et )

(oo ) oz )
[Lxnes )
(

Root

[ Pinlm Ring3

[PinkyEnd] RingEndJ MidEnd [lndexEla

Mid3 Llndex3 }[ThumbEnd] lThumbEndl Index3| Mids | Ring3 |[ Pinky3

EndexEnd] [ MidEnd J [Rin gEnd ] [PinkyEndJ

_____________________________________________

------------------- RightUpLeg LeftUpLeg s e

RightLeg

LeftLeg

RightFoot LeftFoot

RightToes LeftToes

RightToesEnd

JB9-5 N ITEEXRANEXRHEEXR

LeftToesEnd
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fEE 9-5 1, BAIRATBAE B, 2 XAMARE 8 89 Root NEMIRALE, 1 RAERAMEEfL
B, PrAHAE#HALL Root AR, 3D H#OCH M R KIKKRE 9-2 Fizs.

*9-2 3D BRXB AR HXEKXH

AR AR L BFHRXBABR Fs KA mBR Fs

MR Root 0 x -1

Jee Hips 1 Root 0

LeftUpLeg 2 Hips 1

LefiLeg 3 LeftUpLeg 2

7z filk LeftFoot 4 LeftLeg 3

LeftToes 5 LeftFoot 4

LeftToesEnd 6 LeftToes 5

RightUpLeg 7 Hips 7

RightLeg 8 RightUpLeg 7

F i RightFoot 9 RightLeg 8

RightToes 10 RightFoot 9

RightToesEnd 11 RightToes 10

Spinel 12 Hips 1

Spine2 13 Spinel 12

Spine3 14 Spine2 13

FEE Spine4 15 Spine3 14

Spine5 16 Spine4 15

Spine6 17 Spines 16

Spine7 18 Spine6 17

LeftShoulderl 19 Spine7 18

R LeftArm 20 LeftShoulder 19

LeftForearm 21 LeftArm 20

EF LeftHand 22 LeftForearm 21

LeftHandIndexStart 23 LeftHand 22

LeftHandIndex| 24 LeftHandIndex Start 23

EFRE LeftHandIndex2 25 LeftHandIndex1 24

LeftHandIndex3 26 LeftHandIndex2 25

LeftHandIndexEnd 27 LeftHandIndex3 26

LeftHandMidStart 28 LeftHand 22

LeftHandMid1 29 LeftHandMidStart 28

K Fepdg LeftHandMid2 30 LeftHandMid1 29

LeftHandMid3 31 LeftHandMid2 30

LeftHandMidEnd 32 LeftHandMid3 31

LeftHandPinky Start 33 LeftHand 22

LeftHandPinky1 34 LeftHandPinky Start 33

Vi e 2L ] LeftHandPinky?2 35 LeftHandPinky | 34

LeftHandPinky3 36 LeftHandPinky?2 35

LeftHandPinkyEnd 37 LeftHandPinky3 36
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gow me#wmmsEr 0

Bk
AR ER AL BHEARRBR Fs RTi=AR Fs
LeftHandRingStart 38 LeftHand 22
LeftHandRing1 39 LeftHandRingStart 38
FEFNE LeftHandRing2 40 LeftHandRing1 39
LeftHandRing3 41 LeftHandRing2 40
LeftHandRingEnd 42 LeftHandRing3 41
LeftHand ThumbStart 43 LeftHand 22
LeftHandThumb1 44 LeftHandThumbsStart 43
LT
LeftHand Thumb2 45 LeftHandThumb 1 4
LeftHandThumbEnd 46 LeftHandThumb2 45
Neckl 47 Spine7 18
Sl Neck2 48 Neckl 47
Neck3 49 Neck2 48
Neck4 50 Neck3 49
S Head 51 Neck4 50
FE Jaw 52 Head 51
Chin 33 Jaw 52
LeftEye 54 Head 51
LeftEyeLowerLid 55 LeftEye 54
1 iR
LeftEyeUpperLid 56 LeftEye 54
LefiEyeball 57 LeftEye 54
BT Nose 58 Head 51
RightEye 59 Head 51
RightEyeLowerLid 60 RightEye 59
. RightEyeUpperLid 61 RightEye 59
RightEyeball 62 RightEye 59
RightShoulderl 63 Spine7 18
FE RightArm 64 RightShoulderl 63
RightForearm 65 RightArm 64
RightHand 66 RightForearm 65
e RightHandIndexStart 67 RightHand 66
RightHandIndex1 68 RightHandIndexStart 67
RightHandIndex2 69 RightHandIndex 1 68
HTRAE
RightHandIndex3 70 RightHandIndex2 69
RightHandIndexEnd 71 RightHandIndex3 70
RightHandMidStart 72 RightHand 66
RightHandMid1 73 RightHandMidStart 72
HFH4R RightHandMid2 74 RightHandMid| 73
RightHandMid3 75 RightHandMid2 74
RightHandMidEnd 76 RightHandMid3 75




© 92 3D AKEAME e

5+
P AR FRARRER Fs KT REM Fs
RightHandPinkyStart 77 RightHand 66
RightHandPinky1 78 RightHandPinkyStart 77
HFLEE RightHandPinky?2 79 RightHandPinky1 78
RightHandPinky3 80 RightHandPinky?2 79
RightHandPinkyEnd 81 RightHandPinky3 80
RightHandRingStart 82 RightHand 66
RightHandRing] 83 RightHandRingStart 82
HF/ M RightHandRing2 84 RightHandRing] 83
RightHandRing3 85 RightHandRing2 84
RightHandRingEnd 86 RightHandRing3 85
RightHand ThumbStart 87 RightHand 66
RightHand Thumb1 88 RightHand ThumbStart 87
Tk
RightHand Thumb2 89 RightHand Thumbl1 88
RightHand ThumbEnd 90 RightHand Thumb2 89

X 91 MM S B RS RS XIF ), AR Foundation #2iE25 34711 Joints
AL E Fﬁﬁ 91 MREANMNE. BSER, HEFSER 2 inF5—B.

L AP TUEARXARERARAANE, EXBAKE. F5. AKX RLA
VTR 5% 28—%, wRATENZEEY, AEERXRASLANGHD TR
LA —RUBSBRAERBEFBEE S,

fEFE# AR Foundation $2t[¥) 3D AMAREM T HIRLAIE B R RBRR G, BRATHAT
DA FH 3K e 4 S i R g = 4R, B InR .

(D) B —MAEHE A B B S = 4R,

(2) FF)3 3D AMALEMETHTRE.

(3) @57 AR Foundation 3D ARS8 1HH 86 R 8 il 5 = 4R Y5 58 088 A 0 % BE
KE.

(4) FIH 3D NALAAG T #E OS5 B Wk 3h = SRR B S0 HE R

Tﬁﬁﬂ‘]%%ﬁ%ﬂ’]&?ﬁﬁﬂﬁo

. BIUHERAOAERR

ﬁiﬁil YE5 B #4952 TAE— M SEARIT{E ] 3ds Max 848 T RS, 7E90 & Bk —
AL 9-5 53K 9-2 FURE# RO RITE R, 90w i B B AR 1 B 9-6 FiaR.

2. 7H/3 3D AE&ETEitIhee

TG 3D ARG THIIRER A, 7E Hirerarchy & 1+, # ™ AR Session Origin X} %,
fEH _EH:# AR Human Body Manager #4114, “AJi% Human Body Pose 3D Estimation Enable 5
Human Body Pose 3D Scale Estimation Enable iX 5N EIRIA], U1 9-7 fr7<. Human Body
Pose 3D Scale Estimation Enable | T-7Fffi 3D AARSE, FAZTE =48 25 [0 il T AR RS,
i =Pl 3D ABE RS KA, HARERANRSE BRARBERFI AN, RS ANEKD
Lo — 2.
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2B 9-7 F/E 3D ARERIEITIIRE

3. BURNBMAGERCEBRSEEBRIB AN XER

LT 18, RIOELE THEFRHONEE, EREHRLKEH S AR Foundation
RAENE 3D AMEEBEAEMRR, FEELXDMREKRR, HRXHER——XNER. £
Seripts SCIH S TR —A CHIIASC,  fin44 9 Bone Controller, A% /URAS UGG #. 9-3 P .

KA i # 9-3

@0~ oUW

enum JointIndices

{
Invalid = -1,
Root = 0, // parent: <none> [-1]
Hips = 1, // parent: Root [0]
L SRAE S T TR E L

RightHandThumbEnd = 90, // parent: RightHandThumb2 [89]
}

. const int k _NumSkeletonJdoints = 91;

[SerializeField]

. Transform m_SkeletonRoot;
. Transform[] m_BoneMapping = new Transform[k_NumSkeletonJoints];

. public void InitializeSkeletonJoints()

{
Queue<Transform> nodes = new Queue<Transform>();
nodes.Enqueue (m_SkeletonRoot) ;
while (nodes.Count > 0)
{

Transform next = nodes.Dequeue();



23. for (int i = 0; 1 < next.childCount; ++i)
24. {

25 nodes.Enqueue (next.GetChild (i) ) ;

26. }

27. ProcessJoint (next) ;

28. }

29. }

30.

31. public void ApplyBodyPose (ARHumanBody body)

32. {

33. var joints = body.joints;

34. if (!Jjoints.IsCreated)

35. return;

36.

37. for (int 1 = 0; 1 < k_NumSkeletonJoints; ++i)
38. {

39. XRHumanBodyJoint joint = joints([i];

40. var bone = m_BoneMapping[i];

41, if (bone != null)

42. {

43. bone.transform.localPosition joint.localPose.position;

44 . bone.transform.localRotation joint.localPose.rotation;
45. }

46. }

47. }

48.

49, void ProcessJoint (Transform Jjoint)

50. {

51 ; int index = GetJointIndex (joint.name) ;

52 . if (index >= 0 && index < k NumSkeletonJoints)
53. {

54, m_BoneMapping[index] = joint;

55. }

56. else

57 {

58. Debug.LogWarning ($"{joint.name} was not found.");
59. }

60. }

61.

62. int GetJointIndex(string jointName)

63. {

64. JointIndices wval;

65 if (Enum.TryParse(jointName, out wval))

66. {

67. return (int)val;

68. }

69. return -1;

70. }

EAASIE S 9-3 Hh, H4eE T — JointIndices M(&¢, ZMEEE X T A 91 NMEBEHI4
MEZRG . ZJEEX T— m SkeletonRoot, iXs&—" Transform ZEHUE, BAIFH IR
Root i #IR4TIXME, JBidiX 1 Root #E#E# AT LUE I EIFTH B# T . 85 % X T Transform
JH ) m_BoneMapping #U4, X/MNEBUEAKEN 91, F T FTA MR EE 8% Transform 15 B..

InitializeSkeletonJoints() 77 ¥ | T HIZA IR AL H 8815 B, MARALR Root AR BE TR, W1
P aH, BB Transform 15 7% %] m_BoneMapping %4 . F LAIX HL Bk AR Y
HI B 37 %5 KRBk R E S JointIndices M2 & L 564 — 3.

ApplyBodyPose(ARHumanBody body) /7 ¥ T MBS ALE Bl . ARBEEL (R BT -5 3 oot
FCAFfETE m_BoneMapping #419, Z% body #2412 AR Foundation #6303 ) A\ 48 88 %
ARG R, EREREA RN BRIICEMRIUE T XB NMEH RS KX R e,
b, BERHRATR B4 body H 1) joints RAEIE (MLE ST X RHRA NARRIEIA] . 2285
AR Foundation il 21 #) A\ B % oot mBda(E BIRES N ROk T 2 TG, AR ok
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S SKER 3D N FEREE, Kb F a8 —mi#iHH—&k ApplyBodyPose(ARHumanBody
body) 77, ABEREHCR AT —MESRIEN, ATEBIRIA 3D A S K
HERKEHB.

ZE AR AR, PR Root HRE B4 m SkeletonRoot B, R
MR R A7 Fy Tl 4 Robot.

4. FIRKNER 3D AMGESEIEESER

R 3 h, RITEE%E T AEEAE# SRR 3D AMAB#CR S, HERE
A7 B 9-3 H 11 InitializeSkeletonJoints() /7725 ApplyBodyPose(ARHumanBody body) /7.2
B AR A, BATHEA LhRMEH MM AR Foundation FHHRE 3D AMERARHE . A5EMIX
ANSER R AR, E Scripts X FFE —A CHIIA, #74&°~ Human Body Tracker, %S

ARG 9-4 TG,
R £ 9-4
1. public class HumanBodyTracker : MonoBehaviour
2. A
5z [SerializeField]
4. GameObject m_SkeletonPrefab;
8.
6. [SerializeField]
7. ARHumanBodyManager m HumanBodyManager;
8.
9. public ARHumanBodyManager humanBodyManager
10. {
s get { return m_HumanBodyManager; }
12. set { m_HumanBodyManager = value; }
13. }
14.
15 public GameObject skeletonPrefab
16. {
175 get { return m_SkeletonPrefab; }
18. set { m_SkeletonPrefab = value; }
19, }
20
21 Dictionary<TrackableId, BoneController> m_SkeletonTracker = new Dictionary
<Trackableld, BoneController>();
224
23, void OnEnable ()
24. {
25. Debug.Assert (m_HumanBodyManager != null, "% Human body manager 4{f") ;
26. m_HumanBodyManager .humanBodiesChanged += OnHumanBodiesChanged;
27. }
28.
29, void OnDisable ()
30. {
S if (m_HumanBodyManager != null)
32 m_HumanBodyManager.humanBodiesChanged -= OnHumanBodiesChanged;
33. }
34.
38 void OnHumanBodiesChanged (ARHumanBodiesChangedEventArgs eventArgs)
36. {
37. BoneController boneController;
38.
39. foreach (var humanBody in eventArgs.added)
40. {
41, if (!m SkeletonTracker.TryGetValue (humanBody.trackableIld, out boneController))
42. {
43. Debug.Log ($"BINE#Y A [{humanBody.trackableId}].");
44. var newSkeletonGO = Instantiate (m_SkeletonPrefab, humanBody.transform) ;
45, boneContreller = newSkeletonGO.GetComponent<BoneController>();
46. m_SkeletonTracker.Add (humanBody.trackableId, boneController);
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47, }

48.

49, boneController.InitializeSkeletonJdoints () ;

50. boneController.ApplyBodyPose (humanBody) ;

51. }

52.

53 foreach (var humanBody in eventArgs.updated)

54 . {

55. if (m_SkeletonTracker.TryGetValue (humanBody.trackableId, out boneController))
56. { -

57 boneController.ApplyBodyPose (humanBody) ;

58. t

59. }

60.

61. foreach (var humanBody in eventArgs.removed)

62. {

63. Debug.Log ($"BERE#HT A [ (humanBody.trackableId}].");
64 . if (m_SkeletonTracker.TryGetValue (humanBody.trackableld, out boneController))
65. (

66. Destroy (boneController.gameObject) ;

67. m_SkeletonTracker.Remove (humanBody.trackablelId) ;
68. } ‘

69. }

70. }

71, }

TEARRGIE . 9-4 1, A% 0o ff& OnHumanBodiesChanged(ARHumanBodiesChangedEventArgs
eventArgs) 75, EESERIE] 3D AR Lt EA5HI7ER) Robot ik, HiRHET
Jiiie

boneController.InitializeSkeletondoints();
boneController.ApplyBodyPose (humanBody) ;

P75 7E AR e S 3 /EKE . 7ESEHT 3D ARSI AR J7ik.

I boneController.ApplyBodyPose (humanBody) ;

AR, TRSIERS).

SENARISSR S 2 J5, 1E Hierarchy & N #E — NS R, 44N 3Dhumanbody, K4 5
Human Body Tracker H:#E 1% % b, F4 L5 HI1ER) Robot T4 & Human Body Manager i
S NLEYE, W 9-8 Fam .

AE 9-8 HE#H Human Body Tracker Wlt,#lﬁﬁ#ﬁf" E'[

AT, BB 3D JUA, W 9-8 (a) iR, EROIBI AR ek
RGN, 2m#E—MHaN, HFEANESWEEAFRLEs), BERWE 9-8 (b)
B

MEE 9-9, XWFHIHLA AMET S HINEREENK, F BN 2me &R —Hr,
R BATAREN S AR S EANDEEAIME? ZA MRS A SR, SRR =
3D AL, B 45 R, B R L8 MER AR AT L7 BEHL8 AR 5 K
ANALE . e y AT LIAENLES AR ERR3), (W z A4kRm] LLLBLER NIRRT R H3)
fif% x AAkrwT LN AR R A R3]
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(a) (b
A 9-9 3D AFREDAETHRAREKaHM KR E

£k, Bl AR Foundation 7] LAIEH#IE BF A IE HI B s L&A, WAL L RELLEL
MR ER, (HABEEREFE . WEMEE. FARNENR PRI, LHERE—ITELARKS
FREE SN Ay BT N, HERERE EALFRA X, {£H iPad Pro &5 iPhone 11, HFRER
KR %A X 5, K AR Foundation 3D AAE A HAT Al fe A HERRE. fEA
ERANRSEF T, A2 BB, B RIRNAE K.

9.2.2 f#H 3D AMFENEITELHI

£ AR Foundation #1, 3D AELREMITHSIREEITA 91 A F# R A AL HHEE R,
BEHRATATCL R 54, i EReE T, EREH S8R, SR E a2 %
RE&EN . XEMTENRIFRM SN 01 MNE AT A, T LA A LR —F 05
BT 5, BIX— BB BE T S AR LA Root MR S AR AT BAVT MBI 5 5, T EM 2
BN B R R ERG A SR E R EER (X AMEER T ERFTHE).

BN BRATBEREANTFE EEE—MEERR, AN ERNSES 9.2.1 TH7EE
WA, —ARRKETERME— DB, H&# E15H Robot Fll{.

BB AMEAVERE, W 9-10 B, BEONAFEERAER, BrLAn] MEA R Transform
A Unity X%, BHTFRAEMNEEEBARTERANSF, FraxSExy fEAZER.

TR NRARRVE BRI, A SE4a S o1 PAMCERE, WL R BT TR E RS A
EREBEEESR . RBEARUFHTEE 9-5 5% 92 FiaER, WMEAYF, BRIKEL
HFEREEBHAHER. BBRYAMEXRESEETHHAEE HBEARAE .

: HA1EA B K L4 PTH W ARE, 7 BoneController 4+ InitializeSkeletonJoints()
L e AR BT AR M B % 7 5 2] m_BoneMapping # 4, B Mk A AL

,' b7 F % # m_BoneMapping # 41 # #y %t i {8 % null, 7 ApplyBodyPose(ARHumanBody
body) 7 % ¥, var bone =m_BoneMapping[i];if (bone != null) {} X # & 1& A 7 LAit 83
AR RAX NGRS, BRRETUENAREAERT ZENFR.



93 swe [

AE9-10 BIAKEREEK

FEE LI NARRAY S ¥ )5, 7E RightHand & LeftHand H#35 8 T HIER X4,
%N HandParticle, J¥7E HandParticle Xf 5 _EH:#, ParticleSystem ¥i ¥ RHEHM, AR T &
%, HHEIMABERRIR, W 9-10 AMATRME.

R R I I AR BLR B 8% fR A7 A SkeletonWithParticles Tilffi| {4, £ # #t 4% 3Dhumanbody
%t & I HumanBodyTracker 144 Skeleton Prefab J&14: 4 SkeletonWithParticles. #iiFiz{T, *#
WEBRBAEREN, ERUSIAGEHCRAERN, TUFRERRNALGFNIE
FH LR, B FE, BERSENRETFOME, MRBEZ, 0E 9-11 Fix.

(a) (E)
B 9-11 BEAERRLOIRERE

93 PO TR

£ AR RGiH, HEALEE A BGRIEEMAN, @IrREFTE, REERER
o IR LT —BUEIRA SCRE R, AU SERl & O HRILSCEA S, R IERAS
FEIGH. BT, AR EUYGSHILE R, JUA— Bk T QG AR KR
B BN S, SRB RS R R .
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mow mmAsEN
R R B B S R, WA S MR A E R A E R R, R
PEOERNRR. EERTERS) AR 9, @i VIO 55 IMU SEHUH] AR BRI IS

MIREEME R, BTCAB A TEE S RS TR LU, RITCVESKBLE S 308, ABUEND
Yia—H2MERLT R, XE SRS LB IAE EREIETH, W 9-12 Fis.

(a) (b
sE 912 EIAT ES B R ETE RS

| UMBHARRE D AEXARBEHEA, BT AEEELY R OKAILA
WiET D HE, TUAACRARER R, BARFEEEAZNREREA, HHE
MR B B 4 8 AL

IEFSEDUE A S BSOS IEPE R 2R, 7R A T X LSS 3D S5 1, &R
HSEMEF A 3D 454, B A A %CF 3D B8, MRUEHETUREE(S B SEBLIER Ry . B2
AR AN AER AR 3D BBE, KEH b R BRI A B S
F 3D AR R, R REA R RS BB T (gt TOF. XHE).

Wi AP REFER T BT R R AR B . B BT SR B, Sl Y
Rl 1R R AR B P R B E0E - 76 ARKit 3 ), SERIBEME MK BORGIN T ATEIESTIEE,
I TSR AR ORI R, SRR S AR IERIERS, M\ mT LA
NARFIESS, KB HELFH AR 45

9.3.1 AJEHRE

M ) AR THRE AL 2 HOSE i R IR B HEFF M . 72 AR WIS, Bt e
(AR IR — MEXS T AR tHEF AR R SR, AFEEIRENS Bk, Fik, &
TG E LB IR EZ X (Depth Buffer) ® UIEA# U VE G BRI 2 A FERS SC R . (HAE,
MBI Bt R QGBI A O REGE, RSB ET R EXT L,

NERNTEES 0, ARKit B TMHAEMEH AR AE NG Sh o Bk, HHTE
HR I NAR BB ARTEZE NG Segmentation Buffer (AEZFEZEMIX) . Segmentation
Buffer &2 —/MEERHZMZ X, 7] LUREH G ARSI X 51K, i, #id Segmentation
Buffer, 7] LAR BREHH A AT BREIE . (EO0R AN 73 B ke A8, ERTER
FIANEHRERE R . Ak, ARKit SOB# —MREHE L H X (Estimated Depth Data
Buffer, EDDB), XNEMIXH TIEENERIRERE, (HXERERBMNFITR? 8T
A12 PR FRARHBR P ERE A HIR, R AR M TRITA T T — N R AHIAK RGB
MR NEIRER B, XNRERE ST 5.



93 Amen
ZE I, @t ARKit FATEEAT LA Segmentation Buffer B8 AAX {5 8, T LA
Estimated Depth Data Buffer f# 2| AMAIREEE, ERERE L ol LUEM SR AE 5 A

RIIERS, W 9-13 AR
VR RE R A R (X ik N4y B o X ‘ TH BB

Estimated Depth Data Buffer  Virtual Object Segmentation Buffer Final Effect
a@9-13 AKEHSSIRER

ETFWHAMSEERITHEE, SCiy R RS WA, FrilRE AR S HIEERRIHE 30
WiEE#E 60 WIFITEH T . N REXAN S, SREEMREERES R, NEMEMEHTIHHEN,
NJEBHE KA R A5 Segmentation Buffer 43 #FR—3, 12 PR L 11 50 mT DLALEE
MIFRRE, W1 128x128, TEMIZE ML AL B S IR AL )G , BT ER PR AT E| 5 Segmentation
Buffer —#£IK/D, FANXRBREBNERIE, WRSFEA B RSTEREHTR H ),
B EAS H R X 5 AME D BREMH X P AT R/ —F . e e B4 R KE 5 A
o bREM X R, BTHAWHRE, SBOLGAILE, R KR LEIN RN
i, WE 9-14 Fin. NEPIXA A8, 72T HINIERIE, FROVBR B &R (Matting),
JE 3R R AR 2 B SR P X UCEC o J N IR A A R, R4 1) Estimated Depth Data
Buffer 15 Segmentation Buffer i& 2R Z 1) — 5, M 78 S 25 57 33 1 ] B

{- 1§ ﬁ*

Pk w4 BK A AL

Neural Network Magnify Matte

AE9-14 #WENKREGEESAKITREPHHLE
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FoE Hiﬁiﬂﬂﬁ 'iﬁa*ﬁ

9.3.2 AEHSLI

#£ AR Foundation 41, AR Human Body Manager 2114 [d I} 24}t humanDepthTexture 5
humanStencilTexture B/~ SZHF 40HE, %} Segmentation Buffer Al Estimated Depth Data Buffer
SR IX R R SE T O . R X AN ST S R B, IRATAT LUSIR LS B S N Z-Buffer 7,
MG ST 5 REAUPAAR R B

£ AR Foundation FP{fi ] N\JEIERY, BT ES B NEERThRE, 7E Hirerarchy & O, 1
1 AR Session Origin Xf %, 7EH F#:# AR Human Body Manager H{, 1%& Human Segmentation
Stencil Mode 5 Human Segmentation Depth Mode A3F “Disabled” {EEI ], @1 9-15 Fix.

2B 9-15 BAAFZESDEE

Human Segmentation Stencil Mode 5 Human Segmentation Depth Mode |z %1% H1354 4
ANVTiEAE, W1 9-16 7R« Disabled 1R XHIREM, Standard Resolution &7~ FARHE
W%, Half Screen Resolution F7~{# FH 540 #E#%, Full Screen Resolution 7~ F 4= 5f 7
#E# . X Human Segmentation Stencil Mode 11 5, Z#FE#mE, BRX 2B, RIMHK
BEARNE AT TS 59 4368 SR ) R R A GF,  {EL ]I B RV #E Bk

 Disabled o
: ,Standard Rasoluﬂon i
. Half Screau Resolution
v Full Screqn Resoluflon

1 9-16 %/WX*)‘(ETJ@E[&

FEEBMR, HE Human Segmentation Depth Mode A Half Screen Resolution B(# Full
Screen Resolution H 238t F IS IR BiR RS A&, (HIFA LIRS K9 B,
FHHAELREHA, EHERBER, FEMRRRELCERR.

R AR, FATH B %2 2 A AR Human Body Manager £ {4 3K B TE 4
LB GIRBELCEE, KX AN SCE AL % Bl Shader Y, B Shader KFiF B SCH A RIFEES
A Z-Buffer, )5 ¥iE Y5 M EEAEAHNLE St . i, FRATHE—A> Shader A,
4N PeopleOcclusion, 45 A% E & 9-5 Franftig.

KA A # 9-5

1. Shader "Davidwang/PeopleOcclusion"

2. {

3. Properties

4., {

5. _textureY ("TextureY", 2D) = "white" {}

6. _textureCbCr ("TextureCbCr", 2D) = "black" {}
Ty _textureDepth ("TetureDepth", 2D) = "black" {}
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8. _textureStencil ("TextureStencil", 2D) = "black" {}

9. }

10. SubShader

11. {

12. Cull Off

138u Tags { "RenderType"="Opaque" }

14. LOD 100

15.

16. Pass

17. {

18. ZTest Always

149. ZWrite On

20. CGPROGRAM

2%, #pragma vertex vert

22. #pragma fragment frag

23, #include "UnityCG.cginc"

24. floatd4x4 _UnityDisplayTransform;

25 . struct Vertex

26. {

2. floatd4 position : POSITION;

28. float2 texcoord : TEXCOORDO;

29. }é A

30.

31. struct TexCoordInOut

32. {

23, float4 position : SV_POSITION;

34, float2 texcoord : TEXCOORDO;

35. ¥

36.

37. struct FragmentOutput

38. {

39. half4 color : SV_Target;

40. half depth : SV_Depth;

41. }z

42.

43. TexCoordInQut vert (Vertex vertex)

44, {

45, TexCoordInOut o;

46. o.position = UnityObjectToClipPos (vertex.position);

47. float texX = vertex.texcoord.x;

48. float texY = vertex.texcoord.y;

49, o.texcoord.x = (_UnityDisplayTransform[0].x * texX +
_UnityDisplayTransform[1l].x * (texY) + _UnityDisplayTransform([2].x);

50 o.texcoord.y = (_UnityDisplayTransform[0].y * texX +

_UnityDisplayTransform([1l].y * (texY) + (_UnityDisplayTransform[2].y)):
51. return o;

525 }

53,

54, // samplers

55. sampler2D _textureY;

56. sampler2D _textureCbCr;

57. sampler2D _textureDepth;

58. sampler2D _textureStencil;

59, float _depthFactor = 3.5f;

60.

61. FragmentOutput frag (TexCoordInOut i)

62. {

63. // sample the texture

64. float2 texcoord = i.texcoord;

65. float y = tex2D(_textureY, texcoord).r;

66. float4 ycbcr = floatd(y, tex2D(_textureCbCr, texcoord).rg, 1.0);
67.

68. const floaté4x4 ycbcrToRGBTransform = floatdx4 (
69. float4(1.0, +0.0000, +1.4020, -0.7010),
70. float4 (1.0, -0.3441, -0.7141, +0.5291),
7. float4(1.0, +1.7720, +0.0000, -0.8860),
T2 float4(0.0, +0.0000, +0.0000, +1.0000)
73. ) :

74. float4 color = mul (ycbcrToRGBTransform, ycbcr);
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5 #if !UNITY COLORSPACE_GAMMA

76. /1 HARBELAEER], R A () AN 25 ) 4 4 ) 48 4t 23 1]

T color = floatd (GammaToLinearSpace (color.xyz), color.w);

78. fendif

79, float depthMeter = tex2D(_textureDepth, texcoord).r;

80. float depth = ((1.0 - _ZBufferParams.w * depthMeter) / (depthMeter *
_ZBufferParams.z)) / _depthFactor;

81. half stencil = tex2D(_textureStencil, texcoord).r;

82. stencil = step(l, stencil);

83. FragmentOutput o;

84, o.color = color;

85. o.depth = depth * stencil;

86. return o;

87. }

88. ENDCG

89. }

90. }

91. }

ARSI 9-5 1, FRATE %H A ycberToRGBTransform %8 FE ¥ 4 A FE M YC,C, Bih
283 RGB a2/, YC,C, Bt [H & YUV EFrbrELER, Hd Y 5 YUV
Y & X—%, Cp C,HIREAFE, RRERRFE LAMART S, 7EHEHLRLZ F M YC,C,
JTERH . Sid5ERE R, RGB ATEMIZRAH, NFALME0, (6 Wi R S8 8t
7% 1) AN 5 4% ) e e S| e 2 i

AR Foundation $#2 4t fERFEGE 1 X o B LUK N BT, JEHE N[0, 0], 7 EEFE#E[0,1] .
_depthFactor & KZH, HFRLIR.

Zd ERA S, WRMABGHRIMAEREETEERZ,1], MATA KA XS
REESAN 0, FMEREMEN 0 WX TZES R A TX 2, X EE R AR S
Mo, PLEABIREX S AR HARRFEANESROE, #/ StepQR i (0,1) —
EENEARIE, step(a, x)REThEEANE a 5 x FIME, WHE x<aiRE0; BNERE 1. &5
B XA SIRE AR, FANBXEREREES A Z-Buffer.

J9fdi 1% Shader, ¥ — /M, #4 A PeopleOcclusionBackground, ##% Davidwang/
PeopleOcclusion A% 2.4 .

B —4~ C#IA, 74 A PeopleOcclusion, $ZHf M AR Human Body Manager £} 3KH{
AT RS 5 IR B SCFE 4% 3% %) Shader 1, ARSI ASIE B 9-6 TR .

KL H £ 9-6

1. wusing UnityEngine.XR.ARFoundation;

2. using UnityEngine.UI;

3

4. [DisallowMultipleComponent]

5. [RequireComponent (typeof (Camera)) ]

6. [RequireComponent (typeof (ARCameraManager) ) ]

7. [RequireComponent (typeof (ARCameraBackground) ) ]

8. public class PeopleOcclusion : MonoBehaviour

9. A

18 [SerializeField]

11. private ARHumanBodyManager humanBodyManager;

12. private Material material;

13« const string DepthTexName = "_textureDepth";

14. const string StencilTexName = "_textureStencil";

15. static readonly int DepthTexId = Shader.PropertyTolD (DepthTexName) ;
16. static readonly int StencilTexId = Shader.PropertyTolID(StencilTexName) ;
17

18. void Start ()

19, {

20 material = GetComponent<ARCameraBackground> () .material;



20 . }

22. private void Update ()

23. {

24, if (humanBodyManager != null)

25 {

26. material.SetTexture (DepthTexId, humanBodyManager.humanDepthTexture) ;
2. material.SetTexture (StencilTexId, humanBodyManager.humanStencilTexture) ;
28. }

29, }

30. }

)5, fE Hierarchy & 1K IK%EHE AR Session Origin> AR Camera X%, 7E Inspector & 172
% AR Camera Background 2114 ] Use Custom Material, Ki#il{E4F ] PeopleOcclusionBackground 44
i {4 Custom Material J& M, @& 9-17 fizn. ¥ People Occlusion A AR 1Z5 R L,
7% & 4F Human Body Manager J& 1.

2B 9-17 H# People Occlusion MIZA R & B AR Camera Background 4B B4

G PRIZAT, AEASIN B AP D E AR, W 9-18 (@) Fum. AT
SR T2 2 L IER RS, 10 B AR A At A LAt AR, 1niE 9-18 (b)
7R o

(a) | (b)
AE 918 ARSEMMEERSRE

B 9-18 TTEAE B, ARKit Xf ATEI X 4030 & LUBOREHER . 48R, B TURFE(E S 2 st
LA, T SEMREAE, B oAt & BB S AER . 105 X 73 AN M A 1 R
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9510 58 SHRHLS T

FESERRM T H o, A 5 ZX 5 A AR Bt AT R, AR
FPERRESE . X XT AR ERSREAUETERAE, PUEBIPOE N BN ST R
Hit). FHBMEZMSE AR REZEMIAT K, 2 H AT SRRAIF ELAFE AR > 5
E’J?‘J‘;‘& A ERANVEZF S BASRBHIRAE SRR TSR RENR, BB E R R

v e g, BAETHURR LT HRLME.

g y il - S [ TR e LS L T e e s
v B o e S T S Gl T e v ) S T
he bR o Sy Nt
o ."~— ™ H

ﬁﬁﬁﬁﬂﬁf*%ﬁﬁfmﬁ AR Session Origin fC VT 48 B U4 S HAR X B ML W ES -
TEAE T8 s WA ThRERS , SRABHLLFUEAN AR Session Origin (735 (BRI T35,
HTHB ML Session IK5l, FULitE AR Session Origin FIZET S5 mAs, BN F] K
] BREEX R —IH A S WA .

B RE . ReFFZE AR Session Origin i A2 #(E AR BRI R, — 7 a] LI &
NGHFFAERW, 0] OB R R A G R E BT SR A, R g RiE s
AR ELERS (), HEFH2 MRS (Bl bR SN 7=
HRHEEN . EFEEGREAE R ERNBIMFE LMS —MIE, REBBENM T
Sy A R i R K /NE R 1, AR Session Origin FIZ5hREIER 6 H .

1011 SREHEHE

¥ WA LA T AR Session Origin, FATTA]LAE #1583 Transform ZH44 ) Position {4, iX
RREMNWME MBI TEEMYAENEL. BRikZ 5, AR Foundation i #ft 7 —
MakeContentAppearAt() 5%, %A 3 ANEE, FIHE AT RAIEE 58 Hok 7 5 808 216 &
fii# . MakeContentAppearAt()J/7EN LB EI T b AR BN RO E LK, CEHEEH
AR Session Origin [#] Transform 04 HH SAH, 375540 T45 & AL BRI 7], XX FPEB 4TI
TR AR RN 50 AR RO BB Pl LEEFER, fll, ERTEmRhaiEt
B PRI ES, TGS AR 3 B AT & .

R 4TS H T AR Session Origin, ] PLH £ & H Transform 21441 Scale {i. B A
Scale 2 1# AR RN R ERBE/N, B0, 10 f51) Scale EE BN R BRgi/NFFE A
/N 1710, 1T 0.1 £ Scale LR BT R ERBK 10 5. 76 F EBES S T35 2w
DA pE AR AE .




101 SRR

10.1.2 H=EBIEKLH

B — Unity TR, AETHHENGIERBeME, RINEFE-ATHR, &
%N Contents, SRAEH A RERBEBREMNNFBEIZNRT, WX, Hepitb Xt &
%o FNS, AT EHRENEERRR, @M UL Slider, —/Mir44 A ScaleSlider, T
HIAE, 5H—/ 4N OrientationSlider, H THeFHIH . HE— CHEIEX, LN
Controller, %5 ffREIE . 10-1 FraafUid.,

KA FS 10-1

1. public GameObject spawnPrefab;

2. public ARSessionOrigin mARSessionOrigin;

3. public Transform mContent;

4. public Slider mRotationSlider;

5. public Slider mScaleSlider;

6. static List<ARRaycastHit> Hits;

7. private ARRaycastMandger mRaycastManager;

8. private GameObject spawnedObject = null;

9. private float MinAngle = 0f;

10. private float MaxAngle = 360f;

11. private float MinScale = 0.1f;

12. private float MaxScale = 10f;

13. private void Start()

14. |

15., Hits = new List<ARRaycastHit>();

le6. mRaycastManager = GetComponent<ARRaycastManager> () ;

17. )

18

19. void Update ()

20. {

21. if (Input.touchCount == 0)

22 return;

235 var touch = Input.GetTouch(0);

24, if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithinPolygon |

TrackableType.PlaneWithinBounds))

25. {

26. var hitPose = Hits[0] .pose;

27. if (spawnedObject == null)

28. {

29, spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

30. spawnedObject.transform.parent = mContent;

31, mARSessionOrigin.MakeContentAppearAt (mContent, hitPose.position,
hitPose.rotation);

32. }

33. else

34, {

35. spawnedObject.transform.position = hitPose.position;

36. }

37. }

38. }

39. public void OnScale ()

40. |

41. if (mARSessionOrigin != null)

42. {

43, var scale = mScaleSlider.value * (MaxScale - MinScale) + MinScale:;

44 . mARSessionOrigin.transform.localScale = Vector3.one * scale;

45. }

46. }

47. public void OnRotate ()

48, |

49, if (mARSessionOrigin != null)

50. {

51, var angle = mRotationSlider.value * (MaxAngle - MinAngle) + MinAngle;

52. mARSessionOrigin.MakeContentAppearAt (mContent, mContent.transform.position,
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woow measTEAtC

Quaternion.AngleAxis (angle, Vector3.up)):
53 }
54. }

FEARRSIE L 10-1 1, 4RI R P EERS, (Efe e B — Mo, BERIL T
BB N Contents T R 7% 4. £F OnScale() /775, iBiL1A% AR Session Origin X% Transform
f] LocalScale {ERiA 241507 510 H i), 7E OnRotate() /77274, N E#EiHiL MakeContentAppearAt()
D7 R B I R B WA R TiE R .

FZ AR5 AR Session Origin X R b, g BAHN @M, A5 HA™ Slider Ul
ff] On Value Changed Z{443 1| 4% % #l| OnScale()5 OnRotate() 7772 ..

G iRIEAT, SCTERI B FI _ERCE S A, W 10-1 (a) Fis. @ B &
B, w] LA BB A B 2 4 e e, i 10-1 (b) A 10-1 (o) Porws

(b)
JE 101 BRAESRERERHRE

Ef) AmFansmms

#H TrueDepth B B AR A12 4 FLERE iPhone, Z—EUT i0S 13 LA LRGN, 7] LAF
T8 W& LRl ERAE Sk, BIE R AT AR AR ER . X2 — N EEWA B X HSEAK
Thee, BUERER P AEHEREERSR T REOE, EHBRTFASIEST IR L
B

AR Foundation & X FFX TV HE, {EFEMEM 4.0 LA BRI, £ AR Foundation
W FZ D RE SR AP R R .

(1) fE7FH ) AR Session Origin X% 4%, AR Face Manager 444, RJf#if AR Face
Manager 20 1 [Fl B B EL AT B 5 )5 B gk

(2) 35+ AR Session Origin» AR Camera X} % |- AR Camera Manager 41 {f[#] Facing
Direction J& 14 % B & User 5% World, LARE 55 BRI MBS RN EMR, User HER
B R SLRENER, World A &R 5 B8 L RAEMEIE.

(3) ¥ 5 AR Session 5T % = AR Session 214 ] TrackingMode # # & Position And
Rotation #(# Don’t Care.

THERITEREN AT ERREkREAEE. 5k, Fd— Unty T, ££ Unity
SRR IRIERE Window P Package Manager, f17F Package Manager B ¥4%, #iifi AR Foundation
FEANR NG SR T I IR A G H G e, Wi 10-2 fras.

fEF 10-2 , Hifi “See all versions” R RITATA AT HEIMRAS, 41 10-3 Fis.
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dation

AB10-2 HTFFRABELRE 2B 10-3 BITPrETTHKRA

RS 10-3 o, 648 preview.1-4.0.0 HEAT L4 . REUAFEHIPEE, %% ARKit Face Tracking
A1 ARKit XR Plugin 440«

NN, BATREFF PRI — Dk, I8 — M5 R R ER )
#e (FE RN ERGELREN RS 5 ERELREN BRI DI, FHRE—ASLI5 A
—ANRHL, GREERE R, SEER.

B —A CHHA, fw44H ToggleCameraFacingDirection, %5 A% EIACHLIE 2 10-2 fizR.

KA if - 10-2
1. [SerializeField]
2. ARCameraManager mCameraManager;
3 [SerializeField]
4, ARSession mSession;
53 [SerializeField]
6. Transform mFaceControlledObject;
7.
8. private bool mFaceTrackingWithWorldCameraSupported = false;
9. private bool mFaceTrackingSupported = false;
10. private Camera mCamera;
11. private ARFaceManager mFaceManager;
12. private void Awake ()
13. {
14. mFaceManager = GetComponent<ARFaceManager> () ;
15 mCamera = mCameraManager.GetComponent<Camera> () ;
16. }
17.
18. void OnEnable ()
19. {
20. var subsystem = mSession?.subsystem;
245 if (subsystem != null)
22, {
231 var configs = subsystem.GetConfigurationDescriptors (Allocator.Temp) ;
24, if (configs.IsCreated)
25, {
26. using (configs)
27 {
28. foreach (var config in configs)
29: {
30. if (config.capabilities.All (Feature.FaceTracking))
31, {
32. mFaceTrackingSupported = true;
33. }
34.
35. if (config.capabilities.All (Feature.WorldFacingCamera | Feature.
FaceTracking))
36. {
37, mFaceTrackingWithWorldCameraSupported = true;
38. }
39. }
40. }
41. }
42. }
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43. }
44, public void OnToggleClicked ()
45. {
46. if (mCameraManager == null || mSession == null)
47 . return;
48. if (mFaceTrackingWithWorldCameraSupported && mCameraManager.
requestedFacingDirection == CameraFacingDirection.User)
49. {
5. mCameraManager.requestedFacingDirection = CameraFacingDirection.World;
51. if (mFaceControlledObject != null)
52; {
53. mFaceControlledObject.gameObject.SetActive (true) ;
54. foreach (var face in mFaceManager.trackables)
58« (
56 if (face.trackingState == TrackingState.Tracking)
57. {
58. mFaceControlledObject.transform.rotation = face.transform.rotation;
59. mFaceControlledObject.transform.position = mCamera.transform.
position + mCamera.transform.forward * 0.5f;
60. }
61. }
62. }
63. }
64. else if (mFaceTrackingSupported && mCameraManager.requestedFacingDirection ==
CameraFacingDirection.World)
65 {
66. mCameraManager.requestedFacingDirection = CameraFacingDirection.User;
67. if (mFaceControlledObject != null)
68. {
69. mFaceControlledObject.gameObject.SetActive (false);
70. }
71.
2. }
73: }
74.
75. private void Update ()
76. |
77. if (mFaceControlledObject.gameObject.activeSelf == true && mCameraManager.
requestedFacingDirection == CameraFacingDirection.World)
78. {
79 . foreach (var face in mFaceManager.trackables)
80. {
81. if (face.trackingState == TrackingState.Tracking)
82. {
83. mFaceControlledObject.transform.rotation = face.transform.rotation;
84. }
85. }
86. }
87. 1} :

FEATIIEER 102 1, HIGIE OnEnable() /7 iEH RS REMIHMTIOE, HERETARK
ROl S RFEBUANT EIN R AT SRR ISR, FRRAFAHRAS A 45 OnToggleClicked()
TIERRARE SR AR B A s BRI AT U3, FEV) I35 BRI, RS 5 i B 3 B % Sk 1E 7T
73 0.5 Kz )75 ;. Update() 77725 SZIN b FH A BT B3R S A0 21 1) N S B A3 32 AR U e i «

¥ ToggleCameraFacingDirection F:#( 737 5t 1 ] AR Session Origin 5§ % &I 4 B i1 M1 5 &
M, IR ITET, HREUIEET. FERAESKEE T DE T BB REN B G S 5 BRI R
R EGREREY#, 4 BIR)E B SICREM BB, W] DA I Sk 351E 342 1 7 7 1R K e
¥, SSBURR QA 10-4 Fis.

A F R RN EH R BRI RE], ESEI TR AT B RS RE N AR LSS B
JEERB SRR ThEE, JFFERNMBESR], FEBGLT AITHREE, FHE, 3|
LR ORI B AR REE B, JER XSRS Bkl E Bk i B a,
SEEH N P 4 A2 HL I DI RE .
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R
R ——

103 T3

AR%m@mmﬁﬁTﬁﬁﬁ%¥@PNm&,ﬂ%ﬁ@ﬂ%ﬁﬁﬁ%?ﬁ,%Tuﬁﬁiﬁ
BN R . AR FIARESEA BB (NP . 2 P RE, SRR X LORHE 5 B T
FHRHX RSATERT, AR EN SRS AR A EX R, SR EIAHE TS+,

PR 7 AR SEX R AT K B3R, RERERNA RS AR F5d 1R
YBHATSC T, WIERE . 4RI PR ERIASE .

10.3.1 SEAQW

X R RHATERAE, BT B RAE R A, 7 3D R P s R
W AR MO EA . 7258 3 Frh, ROTCE WA I RN, HEAREMREE=
HEHES AN — DT R — 2R BRI 2R, BRI b, — B S59Im T At
ARV R, WA — R AR B, X ANIR R I R VAR T
I KXt RIS RIS S, B 10-5 fram.

!
M',f‘:' e

/
/
il
7’

AH10-5 HERNREREE

EE 10-5 7, Xt AR MHISRUL, AP SRR TR % . SFER Il r B i A4 il
Pl B AR, R RR AR, B E SREYIE AT UM SR — K E L.
RSB B B A, B T DU — AR, RIS R S R AT
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Rl AT I, G0 SR A Al R BRI REAE AR HEAT S A B R SR

HELARE AR NA, #4RF5 3D B FE P AR A 49 2R R k47 0 B A8 B AIRE S AS:
W o G AR W E 3 A5 J2 THD B I 2 ] AR ? LR RRATE B 722 AT UHAR I i 5 S AG AR AT
N ARHSIE B 10-3 Fis .
KA % 10-3
1. wvar touch = Input.GetTouch(0);

2. 1f (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithinPolygon |
TrackableType.PlaneWithinBounds))

3 {

4 var hitPose = Hits[0] .pose;

Hiq if (spawnedObject == null)

6 {

7 spawnedCbject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);
8. }

9. else

10. {

11. spawnedObject.transform.position = hitPose.position;
12 5 }

13. 7}

£ L AR H, FRATE SEF A RaycastManager.Raycast() /7 G B | — F B2 BT 5
i SIS, 55 R BRI R TREER I, QS A o R A I 4 1
A, RIETERN RSEBIE— S 44

FEARRETE B 10-3 1, FRAMEFH T Unity A ER touch KA P ETFHURRE L1 F B4
B, RXRFYFRABE AN, R Unity FF SN,

10.3.2 FHEN

ETR AR PiREAR, BREBRMFEREZ G, BATRE S —SFHRGMIEMEH, X
BRI BRI 2 1 P EFYURRE LI BRI, A 4R BUSHEARR R 2 - F
s s IR, X RIR A A EE A B L F A ZE T .

1. FBRRENEX

TR Fe @ TR AU B T ia sh s kb P e & B R A,
s, Wi, Sl B3, B NFREETE 10-6 .

=
‘Rm*J

N~

A

)
~k
Sy

ALF k5t

208



103 FHZE

2. Unity REYFEK T

Unity f2ft 7 XHiliz R & KZE API M7 MAURA B R TF-HRMTIEE, T LA L AR F
HAEMTFR. KE APl feB RN TR AT HRGBME. EAE. EEREE, REFHRNUH
ENEBFAEF B RIRA TR FH (BFERd. WE, K& S8 FB%). Unity @it
Input R E B AR LA KR (BHEFAMBHAD, Unity F WFRARENAHXK TR
0% 10-1 Fizs.

* 101 Unity R FZENE XS ZRE

AR 3%

B a4 i R AT R, gettouch iR [F] Touch 45 #4914

A TR, Rt

IR (8] _E it o A AR AR B B List, A List R — DT k&
bool fH, HHHUF F FHLR &R SRS I etk

bool L, I 5] RZ AT FE /¥ 4 RIS AT M B A TR RPN

Input.GetTouch(int index)

Input.touchCount

Input.touches

touchPressureSupported

touchSupported

Q Touch &5tk

Unity ] Touch &5 ¥ EHR F-1a iz AL IR . Unity 7T DUREFARE B 5 fldas A 22
FEAE R EE, AR B (PR, Bah. 8590, S0 8 LA Z s — /N — 1) fid
MRIERZ MR . HEAh, Unity 38 ] DR 200 58T 2 (Al fhdes (e S vk, (R e mT DAAS I 21—
) fingerld F F KA & F 48 W5 . Touch S5 1AL Unity F RAFM% 5 B b2 SL49) #1255
%%, - Input.GetTouch() 5 A HIALR[E] . 7€ Unity B, SEMTEHE075 Z4T GetTouch()
HATHEA, DMEMNRSIRERF ARG R, B LLEEEHF fingerld R A&

fIHH R . Touch Z5HI{AE % (/& ME R 10-2 7R

#* 10-2

Touch kR 1%

Skt

i

altitudeAngle

bRt AR, 0 BRI S RRREFAT, o2 RrER

azimuthAngle FEEMMAE, 0 EHRRTHEREREMN x HiHER
deltaPosition Exp B E AL E R, delta {H

deltaTime H B~ F it S E A DR EL LM, delta &
fingerld g (1 i — 2R 5B

maximumPossiblePressure

JRR I BORE 11 .t Input.touchPressureSupported X [7] false, Uit & 14 (4 {0 K5
UK 1.0F

phase S e frIp B
position VAR 3 AL bR 1) At o
HENHERERE FRARIE A, 1OF B FA9MSAIE ST, 4R InputtouchPressureSupported
pIESSHee B [A] false, U HGIR Y MO K6 26K 1.0F
radius =M AR RS THE. L radius Variance B AR R~F, WS AR B Milds R~

radiusVariance

radiusVariance iIXMERE T il A2 (AETTE . JCIXAMEIBIER S, [EBCHfLE
R BEEB BRI R

rawPosition fis 4 i AR AT B
tapCount Sl #5114 IR
type i HEE . M (EE) BATFEERMMME
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ROk BEasERAC

Q TouchPhase M(%¢

TouchPhase & —FM%E KA, WETTRER FHafd s fPRE . XERERRKR T FEERH
i AT RERIBIAE . T g il i W& e “Aan Y WEREERY, BT DUk () A A0
SR UL R 2 3 T AZE BT R A= il B Al 2], £ 3¢ TouchPhase M 15 % J& 14
* 10-3 fioR.

% 10-3 TouchPhase #%¢
TouchPhase &% biz:pey
Began —IRFARARE] 7R, TTUGERER
Moved —IRFHIERRE LB
Stationary — IR FARMEE R, HREBED)
Ended — TR MBERE L, BRERER
Canceled RGHUH T X b BR

AATERA AL A L5 B2 2 i &R, SR A Unity /9 Input 280 & 56 22000 D) g SEILT
BRI, NEF RS R, RAOTAEREAF A

10.4.1 BEWiREER

TE AN SO B R ARy, B S AT DAAS F A S R 25 4K 7 EE R E B R,
NFH RAE Mk, BATR & EELHLIZI R0 R R SRR T, T
FHBRAER RE XA 2 /B ERTHRENA].

Wl —AN IR, 7£ Project & HIHHiEE—A CHIIA, 4N AppControler, %i’5 wn{RA%
TE R 10-4 ARt

KAL 7 % 10-4

EDsmesm: i

1. using System.Collectiocns.Generic;

2. using UnityEngine;

3. using UnityEngine.XR.ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

5

6. [RequireComponent (typeof (ARRaycastManager)) ]
7. public class AppControler : MonoBehaviour

8. |

9. public GameObject spawnPrefab;

10. static List<ARRaycastHit> Hits;

11. private ARRaycastManager mRaycastManager;
12. private GameObject spawnedObject = null;
13, private float mRotateSpeed = -20f;

14. private float mZoomSpeed = 0.01f;

15. #if UNITY ANDROID

16. private float mAngle = 180f;

17. #endif

18. private void Start()

19, {

20. Hits = new List<ARRaycastHit>();

2. ¢ mRaycastManager = GetComponent<ARRaycastManager> () ;
22. }

23.

24. void Update ()



25. {

26. switch (Input.touchCount)

27. {

28. case 0: return;

29. case l:onSpawnObject () ;onRotate () ;break;

30. case 2:onZoom(); break;

31. default:return;

32. }

33. }

34. private void onSpawnObject ()

35 {

36. var touch = Input.GetTouch(0) ;

37. if ((spawnedObject == null) && mRaycastManager.Raycast (touch.position, Hits,
TrackableType.PlaneWithinPolygon | TrackableType.PlaneWithinBounds))

38. {

39. var hitPose = Hits[0].pose;

40. spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation) ;

41. #if UNITY ANDROID

42. spawnedObject. transform.Rotate (new Vector3 (0, mAngle, 0));

43. #endif

44, }

45. }

46. private void onZoom()

47, {

48. if (spawnedObject != null)

49. {

50. Touch touchZero = Input.GetTouch (0);

B . Touch touchOne = Input.GetTouch(1l);

52.

53. Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;

54. Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;

55. float prevTouchDeltaMag = (touchZeroPrevPos - touchOnePrevPos) .magnitude;

56. float touchDeltaMag = (touchZero.position - touchOne.position).magnitude;

57 - float deltaMagnitudeDiff = touchDeltaMag - prevTouchDeltaMag;

58.

539, float pinchAmount = deltaMagnitudeDiff * mZoomSpeed * Time.deltaTime;

60. spawnedObject. transform.localScale += new Vector3 (pinchAmount, pinchAmount,

pinchAmount) ;

61. }

62. }

63. private void onRotate ()

64. {

65. Touch touch;

66. touch = Input.GetTouch (0) ;

67. if (spawnedCbject != null && Input.touchCount == 1 && touch.phase ==
TouchPhase.Moved)

68. {

69. spawnedObject.transform.Rotate (Vector3.up * mRotateSpeed * Time.deltaTime *

touch.deltaPosition.x, Space.Self);

70. }

71. }

72. }

£ ERACESH,  onSpawnObject() /72 11 51 75 F /- B oh 4G 21 () ~F T e 7 B e ik, 4R
JEXRRAB AT T e RE (F£ ARCore ', HABUTRESS y HlEs: 180 B Refdi L 1E T 4810,
ARKit WAF ). 1% BAE A T A0 0 k4 2 1 20 5 F T O RERE AT B, B TR BRI RE
(PLESTTMD.

onRotate() LA P il 4, {3 touch.deltaPostion.x %4 g%, touch.deltaPostion
TR E AN PIRR I Z (A e R A LA E, X BIRATRMER T x #if delta {8, WF.

|l Vector3.up * mRotateSpeed * Time.deltaTime * touch.deltaPosition.x

ZABRIRIN B B ARG A LY y Bl Re e i, 81X e Bt mT DA i ke DA
TR .

211



212

onZoom() /792 1 T 4R HURIPIE, RIS FE XU . FRATTHE Se K ERAE —AN T4 1 22 AT A
AT YA RN B, ARG BTSSRI N8 2 A (P B 5 AT — R T4 2 TRl B
B, XA ERRREMIREE S 2 2, XA EEIF RO/ R, R 6
Pt A BE B K T2 TP HR Z IR FBE S, VLA P EE R T4, R2, AP REMS
H4i /N FH, T,

I deltaMagnitudeDiff * mZoomSpeed * Time.deltaTime

ZABAITER, B XA BCE IR T T AR T
# AppControler A4 4E Hierarchy 7 [1H ] AR Session Origin X % I I & &7 AH 5
R, i 10-7 fias.

B 10-7 AR Session Orign R EHEMIRE

GPEZAT, FEALINEF /S AR E RN, s 10-8 () Fran. BATATLUEA
TR W e ek, ERXRABRAA, BORNE 10-8 (b) FR.

(a) (b
AE10-8 ERSHERETEE

1042 ZYEGHRBRELDENR
FER ST BREN RIS FE, WRAR N GOEAT B, B e MR R



X R AT RRRBOE T RIPRE, RATHTE A CHEIA, @444 Selection, 4’5 UfRAG
A8 10-5 Fras s,

KA FH £ 10-5

1. wusing System.Collections.Generic;
2. using UnityEngine;

3.

4. public class Selection : MonoBehaviour
Sa  of

6. private bool select = false;
i public bool Selected

8. {

9. get { return select; }

10. set { select = value; }

p }

12. }

R A -NEYE, BT R GHED . ¥ Selection R A H: R 2 75 B L4
e mid A L, HBR TR Collider MEREAS, A HEEUMEREAS IR UG B 0104 F 5 2%
e, b 10-9 Fras.

4B 10-9 FEFHE LHEE Selection A SwEES

HE— CHEA, 4N MultiSingleSelectObject, 45 WARA%IE# 10-6 Frmfiid.
KA FH$ 10-6

1. using System.Collections.Generic;

2. using UnityEngine;

3. using UnityEngine.XR.ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

5.

6. [RequireComponent (typeof (ARRaycastManager)) ]
7.. public class MultiSingleSelectObject : MonoBehaviour
8. |

S public GameObject spawnPrefab;

10. public Camera ARCamera;

11, static List<ARRaycastHit> Hits;

12. private ARRaycastManager mRaycastManager;
13. private Selection selectedObject = null;
14. private float mRotateSpeed = -20f;

15: private float mZoomSpeed = 0.01f;

16. private int maxObject = 4;

T private List<Selection> allSelectedObject = new List<Selection>();
18. #if UNITY ANDROID

19. private float mAngle = 180f;

20. #endif

21 private void Start()
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22. {

23. Hits = new List<ARRaycastHit>();

24. mRaycastManager = GetComponent<ARRaycastManager>();

25. }

26. void Update ()

2 {

28. switch (Input.touchCount)

29. {

30. case 0: return;

31, case 1: onSpawnObject(); onSelection(); onRotate(); break;

32. case 2: onZoom(); break;

33. default: return;

34, }

35. }

36. private void onSpawnObject ()

37 {

38, var touch = Input.GetTouch(0);

39. if ((maxObject > 0) && mRaycastManager.Raycast (touch.position, Hits,
TrackableType.PlaneWithinPolygon | TrackableType.PlaneWithinBounds))

40. {

41. var hitPose = Hits[0].pose;

42, var mObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation) ;

43. selectedObject = mObject.transform.GetComponent<Selection>();

44, selectedObject.Selected = true;

45, if (!allSelectedObject.Contains (selectedObject))

46. allSelectedObject.Add (selectedObject) ;

47. #if UNITY ANDROID

48. mObject.transform.Rotate (new Vector3 (0, mAngle, 0));

49. #endif

50. maxObject--;

5l }

52, }

53. private void onSelection/()

54. {

580, var touch = Input.GetTouch (0);

BE. Ray ray = ARCamera.ScreenPointToRay (touch.position);

57. RaycastHit[] hitObject = Physics.RaycastAll (ray):

58. foreach (var hit in hitObject)

59. {

60. selectedObject = hit.transform.GetComponent<Selection>() ;

61. if (selectedObject != null)

62. {

63, // Debug.Log(hit.transform.name) ;

64. selectedObject.Selected = true;

65 SelectionManager (selectedCbject) ;

66. break;

67. }

68. }

69. }

T, private void onZoom()

71. {

72. if (selectedObject != null && selectedObject.Selected)

73. {

74 . Touch touchZero = Input.GetTouch(0);

75. Touch touchOne = Input.GetTouch(1l);

76.

7. Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;

78. Vector?2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;

79, float prevTouchDeltaMag = (touchZeroPrevPos - touchOnePrevPos).magnitude;

80. float touchDeltaMag = (touchZero.position - touchOne.position).magnitude;

81. float deltaMagnitudeDiff = touchDeltaMag - prevTouchDeltaMag;

82.

83. float pinchAmount = deltaMagnitudeDiff * mZoomSpeed * Time.deltaTime;

84 . selectedObject.GetComponentInParent<Transform>().localScale += new Vector3

(pinchAmount, pinchAmount, pinchAmount) ;

85. }

86. }

875 private void onRotate ()

88. {
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89. Touch touch;

90. touch = Input.GetTouch(0):;

9. if (selectedObject != null && selectedObject.Selected && Input.touchCount ==
1 && touch.phase == TouchPhase.Moved)

92. {

93, selectedObject.GetComponentInParent<Transform> () .Rotate (Vector3.up *
mRotateSpeed * Time.deltaTime * touch.deltaPosition.x, Space.Self);

94. }

95. }

96. private void SelectionManager (Selection lastSelectionObject)

97. {

98. foreach (var s in allSelectedObject)

99. {

100. if (s != lastSelectionObject)

101, s.Selected = false;

102. }

103. }

104. }

RASIE L 10-6 Frafs 5 EHARREAEML, BARZAET, L H, R RE—
MM, RS EERH— 2 RERRE TSI AT, R ARYE 2460 1)
SRR ERAENIE . onSelection() 77 23t & X RE LN RIEAT IERE A BRAEARAD, X B H
1 Physics.RaycastAll() /7, %770 [ T S8 AHAC X R, WSRAHAE N SR RATAE 2
BAERIX R, WEHAR RN true, [FR, AR BREAE RNk, FRATEH SelectionManager()
T3 H A AR 1 R 40N AR IR R BN false.

EZAT, SorEARZIR P EENUSE LA ERE, W 10-10 (a) fiR. ARG
I R E AN RBEAT IeRE S48 ERAE, SR WA 10-10 (b) Fim.

(a) (b)
A 10-10 7D Wi B ch X AR AR ST e S A AR R R R

10.4.3 ZYiK#EE

B T RITH AR, 752 Wi b 812 2 AT S v B 5 2 Wik i b s
VIR REEAAE R B IR R R — MR R, WA B 2
BORFARE R, —HEATHE. Bk, BRAVMEA - DFIREBFIAEE X R, (ERFE S %
TR IR AN IR, X A ik oxd GO AT A R AL E.

{E Project & LI & — > C#HMIA, 44N MultiObjects, %s 5 W{CHS% 8 10-7 Fix
R,
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KA % 10-7

1. wusing System.Collections.Generic;

2. using UnityEngine;

3. using UnityEngine.XR.ARFoundation;

4. using UnityEngine.XR.ARSubsystems;

5.

6. [RequireComponent (typeof (ARRaycastManager)) ]

7. public class MultiObjects : MonoBehaviour

8. |

9. public GameObject spawnPrefab;

i o)e public Camera ARCamera;

L static List<ARRaycastHit> Hits;

12. private ARRaycastManager mRaycastManager;

13. private Selection selectedObject = null;

14. private float mRotateSpeed = -20f;

15, private float mZoomSpeed = 0.01f;

16. private int maxObject = 4;

il private List<Selection> allSelectedObject = new List<Selection>();

18. private bool isValid = true;

19. #if UNITY ANDROID

20. private float mAngle = 180f;

21. #endif

22, private void Start()

235; {

24, Hits = new List<ARRaycastHit>();

25. mRaycastManager = GetComponent<ARRaycastManager>();

26. }

24

28. void Update ()

29. {

30. switch (Input.touchCount)

31. {

32. case 0: return;

33. case 1: onSpawnObject (); onSelection(); onRotate(); break;

34. case 2: onZoom(); break;

35. case 3:DeSelection(); break;

36. default: return;

37. }

38. }

39. private void onSpawnObject ()

40. {

41. if (isValid)

42. {

43, isValid = !isValid;

44. var touch = Input.GetTouch(0);

45. if ((maxObject > 0) && mRaycastManager.Raycast(touch.position, Hits,
TrackableType.PlaneWithinPolygon | TrackableType.PlaneWithinBounds))

46. {

47. var hitPose = Hits[0].pose;

48, var mObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

49. selectedObject = mObject.transform.GetComponent<Selection>();

50. selectedObject.Selected = true;

51, if (!allSelectedObject.Contains (selectedObject))

52. allSelectedObject.Add (selectedObject) ;

53. #if UNITY ANDROID

54. mObject. transform.Rotate (new Vector3 (0, mAngle, 0));

55. #endif

56. maxObject--;

i

58. }

59. StartCoroutine (WaitForOneMinite());

60. }

61. }

62. private void onSelection()

63. {

64. var touch = Input.GetTouch(0);

65. Ray ray = ARCamera.ScreenPointToRay (touch.position);
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104 FHERE
66. RaycastHit[] hitObject = Physics.RaycastAll (ray);
67. foreach (var hit in hitObject)
68. {
89. selectedObject = hit.transform.GetComponent<Selection>() ;
70. if (selectedObject != null)
#1. {
72 Debug.Log (hit.transform.name) ;
73i. selectedObject.Selected = true;
74. break;
79 }
76. }
77. }
78 private void onZoom()
79. {
80. Touch touchZero = Input.GetTouch(0);
81. Touch touchOne = Input.GetTouch(l):
82.
83. Vector2 touchZeroPrevPos = touchZero.position - touchZero.deltaPosition;
84. Vector2 touchOnePrevPos = touchOne.position - touchOne.deltaPosition;
85. float prevTouchDeltaMag = (touchZeroPrevPos - touchOnePrevPos) .magnitude;
86. float touchDeltaMag = (touchZero.position - touchOne.position).magnitude;
87. float deltaMagnitudeDiff = touchDeltaMag - prevTouchDeltaMag;
88.
89. float pinchAmount = deltaMagnitudeDiff * mZoomSpeed * Time.deltaTime;
90. foreach (var s in allSelectedObject)
91. {
92. if (s.Selected)
93. ' s.GetComponentInParent<Transform>().localScale += new Vector3
(pinchAmount, pinchAmount, pinchAmount) ;
94, }
95. }
96. private void onRotate()
97. {
98. Touch touch;
99. touch = Input.GetTouch (0) ;
100. if (Input.touchCount == 1 && touch.phase == TouchPhase.Moved)
101. {
102. foreach (var s in allSelectedObject)
103. {
104. if (s.Selected)
105. s.GetComponentInParent<Transform>() .Rotate (Vector3.up *
mRotateSpeed * Time.deltaTime * touch.deltaPosition.x, Space.Self);
106. }
107. }
108. }
109. private void DeSelection ()
110. {
i 1 foreach (var s in allSelectedObject)
112, {
113. s.Selected = false;
114. }
115 }
1lle.
1L7% System.Collections.IEnumerator WaitForOneMinite ()
118, {
119. yield return new WaitForSeconds (1l.0f);
120. isValid = true;
121 }
122. }

FERTITACIS A £, FRATARIN T =9 i BUE T 1B R DRE. RN, 8 7RIk
HLAE St B AR — R K B 2 AR B L, AR T — Ry —R—A
bool KAAZ B 1 A R BEME —MEAX R, WR 7 ENDEESKRE. HRIGES
EATEA .

TIFEIT, ERNEITEE, TUER-RREASEBREZME, HFTUNFE
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mow gasEeAt

R RHATAR R U ERAE, BUORWE 10-11 BroR.

AE10-11 EZPESFRPRZIIERRETRTRENERE

10.4.4  HFREEIR

R XRINCESLI T ik 5 2 kg, B2, ERNDEEEE LA mE: H—
BRI S BRI ARE T RA SR, BAETRRMOLEREER, & - RIEBRMEA
WU, BEBA M bR X 2t HAb R R =28 LIFRRLE.

N TREHRUA R, AT DA BRI T A LA BE A RS s E . H
KA, REA—F5E, BT EA ARCore Unity Plugin A #3455 ObjectManipulation i
TTBEENS, AR A Android 5108 ‘P&, TSI WfTMHE.

| BHEEARE THEFERFHBNEEA, RINCEFEHREMIFH A Manipulation.
| unitypackage, /1% 70 REAR K AL 4 W BT B T K B W LM E MU R T R

fEHZIhREREL, B A THE E S A Manipulation.unitypackage JhHEE (ZIhRERAART
REWEMS), RANGENAZIIGLT 3 H, WT.

(1) ¥ Manipulation> ObjectManipulation> Prefabs 3C3& R[] ManipulationSystem.prefab
#5782 Hierarchy & 1.,

(2) 1B24 Hierarchy & 1+ AR Session Origin> AR Camera [f] Tag &y MainCamera (Unity
2019 2 F 1% Tag BRINNZ, Unity 2019 2 J5 8RN MainCamera), %I 10-12 fioR.

© Inspector

) N 10—12 &2 AR Camera # Tag {84 MainCamera
(3) 7 FERLX 5 52 46 2 R 56 L4114t Manipulation> ObjectManipulation> Prefabs 343

T # Manipulator.prefab T4, FFKrBH 5 SL 16 MBS R %1% Manipulator X 555
R, REARASIRRDEE 10-8 FrR.
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KA FE 10-8

1. var touch = Input.GetTouch(0);

2. 1if (mRaycastManager.Raycast (touch.position, Hits, TrackableType.PlaneWithinPolygon |
TrackableType.PlaneWithinBounds))

3 {

4 var hitPose = Hits[0] .pose;

5. if (maxNum > 0)

6. {

7 var spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.rotation);

8 var mani = Instantiate (manipulator,hitPose.position,hitPose.rotation);

9 spawnedObject.transform.parent = mani.transform;

10. mani.transform.parent = gameObject.transform;

11, mani.GetComponent<Manipulator>() .Select () ;

12, maxNum--;

13. }

14. }

WVRIEAT, AR T LR E RN, REEEFENYE, aTLE BIHOE+
EAIAEIRA — NP, RS UG, BARBE B LG DO,
TRIBE IS e B 3h vl LAieds, ORI 10-13 Fror.

2B 10-13 EAVERERRNEUDEHETRENERE
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S 117 3D FHM

ATHEF A SN = ZORYE TS S RNt R EEZNEM . ERt s
i, BAIAMCAAUEER, WA (E SR E 3D Wfk. NEEE L TR A MK
R, fE AR A e AL AR BRI B b, MBS E R 3D EhL. 54
FE—SIERMGERCR R b, BATIH AT e FES R h BB R . A B R B2 5] 4E AR
PR FH 5 LA AR S R

(g i
EDER |
e ot ity 1

FERTTH AT, WAIZE T EfneEEA P CERRREMH P RTFIwE) WiES
J7TE, SRR B RGBS R BB B A P FOURR . RS #S T, il
VIO F1 IMU S8 Fl 7 AL B 5 77 [R5 8 SERTHBURSHERE, IXRE i AT DA kB 01420 1 [ 5 7 2% ]
MR b GRS RS D, AT B UREL AL IE AR5

3D HRALEE H M RALA P — P AR{E AR SLA BB RV RIS tE R B0, L b,
3D HRAEHE . B, BRI N . 2 AR 3D HRMAEAE AR 2 AL, KA
THERANBARIFA IR R AR H 3D F 20 0] /4.

R, WARMIAL BRI, Bthn] DU 25 b it IU A AR Ffmm &, wit
AFEALE EF & LA R ANIER, S AEEERNK 3D Sk & KEM
KEL 1, MNMIRE AN 5 75 5 BB tE TREZHAR, WU WA i 5k
FEHHEMH 3D HR, EFERMIE (Binaural Sound), ‘EHIHEARFEIELE 11-1 fiam.

HHAE 5

AE N1 KR REXN R E FRNERE S SREESHTAE, TOtERFRUE



111 3D EH

EE 111, NEBRRERNETERERIANEZRENGHE, HRAEHEFR
I, FTUEERAREERBRERE. ITHASEARIBETRESEM, AHT 2K
FERELAER, XREENFERES (MRERES). AN, AFEERRKHKEF B8
A B, XSRS EREE AL ERERF EERE /D, REERENHS
HES (FRAEES). KNS RERHERE S 5ANIEEESIF BN ERENES,
ittt E, WIEB M A RBCR. £ 7K THEER)E, Ba] U8 H A
it 7 A W 5 EE AL B 3 R 5 S IR SR B A, 3D A FHIRCR, AR A R 3D S
.

11.1.1 3D FHRE

3D A, AR A=4EF80. EBRL 3D S, NEFHE, ERBEANEXHEEES &
A, ARG SAEMTENBIARE A SESETED, DERERNZHEY. &
B it R E R AN A EE D RS, BANTFEE—NBR, EHREREESE,
=4 E AR B B R ] R AR R, A AR AR B = 4
(&L o

WATATA, YABEEREIFEREHNSE SN, AREE. HiE., kHE. BHEHE
BRI . Selt AT UL R SR W B HME B S IR, K B T & 56 sk xof 78 3 B
CLEATHINT . SR TAERERA, fEitENP B G S BFE T, MRk
£ 5 &% (Head-Related Transfer Functions, HRTFs), %L H M2 KITH AT EIE]
EEN “frEER”, HEHRNE 112 fir.

HAl 3D BHipEEB AR LB ERM, AT H
T %M 3D HM AT, 1 Hak RIE a0 e #R EOX L 3D
AL, AR KR AEEEM 3D EgE R, SLHE RS
AEAHFE AR . Rift, HATKZH 3D BHipE
BEEAMBEH A 2EILN (REUEHPMNET
K). TAE AR B, BHRAFMRAAR, AR MH
R P ZBER RN, XEWREH P ABER 3D Bl
R ERE, X FRELFEENN 3D FHER
HARAE AR NHIR K% FiEHZ, Google CEHEE|
XA, FFH AR A1 VR FFK T — 3D &4 APL,
FroOAJEIRE SN (Resonance Audio, RA), TRATKE T
f 2 R R BB 2 6 TR E W N A

AT BRATT e 65 AR HE T 3 4 75 3w s S VR ) A B
W ? EATRATN XA I EREAT T o g, AR 2

i i B2 BRSO ETN
MAEERES, TUREERARREE: ERES 5 3D T

55, EAHERBIXWAES R, KNETas

FFARYE LA LR AR B AT e, AR A, RITETEAEFEEFESHNRL
KHEFBRRKFSEEME, W 11-3 For, REFEA TSR TXIZELE,
ALK RAE 5 Z R R KR4 5 S 57— B A i
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% 11 % 3D %;ﬂ[ﬁﬁ |

AB11-3 AB5FEEHNXERER

11.1.2 FESNEENES)

1. HRIERE R E 2=

HLIEXUH ()i [8] Z (Interaural Time Differences, ITD), BT HEHEA BS54 HKEEA
Al CHPRWTTLLARRD, W 11-4 Fim. B &5 543 205 E i oA i 2 55,
XFEA I (] 22 T A BYIRAT 7 MR S VR AL B, RF A RIS WSO R, K e 2
SEAER — 5, XA ) ZBGR T AR TP AP E, S ERE R AL H
PR, I (R Z BB K .

AB11-4 BEESRAAELEEEEMNEEE

2. MIENEHAEREE

MEET S, AE R TWEIRS), 58 FMZER N E— AWBEIRIMRE, W
Ytk —FiR3) 480 X, IBiZE AR AN 480Hz. HARAE SR H P —MEA R, &
BRZRHB RSB MARE AW HTARELEN S SFHNBEEIEAR, X EsEEL
AN A Z IR A E KA E, SAMERR 3R & 2 BIBH £ ok st id . 38
Hm A EE R X (Acoustic Shadow, AS), U= RGERIEFY . AFLEESH X
FRILSR, XM 24 B0 & AN BB BIARRIIR ., Xz R {20
W UR AP A B SR, WEBW RIS & KN ERBK, H&EniE 8~10 dB.

3. HERA

It ()R 58 FE 10 22 S AT LA B @ A YR K P B, R 7 F 3NN B 2B A F 5T
. AR A, REARFREEEUARBFT RN E G 3EANNE, Xt s
WA AR, NTicAEZER, Wl 11-5 fin. ABSEFAXMEREHNFSENERS
f% (Elevation), € S IR E B E .



2B 11-5 HEBIN~EE

11.1.3 LIREKESREL

AT HEMELRFER S NEZ AR, IREMER T k8RB A% 5 0 B0 BOE
75810, HRTFs HIRAA R 75 U5 B0 B 8] 22 A0 9 R 22 (R i, LA PR SRy s 75 R A B IR A
ML ZEEEE RS SRS MBI B RN, BN B R 5% AW
FIRGCE, STHEFRNERNE. 83N EI HRTFs A2 /5 538 50T DALE K™ 4 —
FASE, BIFS HEMTA B R R AR e — MEERA E AR 7 AR H
PR)e BRIEZ AL, IEARE PRI S5 NH A ELAE R, 3 BR RS U 5 1 ) R 2R 8% 1
FHEAEH .

1114 KkBEDEFSNE

Xt AR NI, BATEROKRH 7 LENEs) LR FIBRENES), ZIFFEX
o ERSERNT, BIAMKS SBERS XU R LA AR A, KT A B3
MVRRFN A= PR B AR, 4 11-6 fFr7m. SEIRE Mt SR T IXF &AL, CAEYERE— IR
fEFIZEE M A E. AR Foundation W] CABRERFIF BAHIES, FLIRE A X EAE R
M BT7 FBERe sy CBF R E IR B, XFERREORET RIS T AR T H P G E .

A 11-6 HHLPEUTFZTERENHEEER

11.1.5 RHRHOES

IS T, HFEEET P AR, BRTELSTEANTSN, 2% kRS2
I R RS E AT, BE RN B A, XSRS T AR R RS
. HIRFHREBEARE 2 AT 3 5.
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1. HiXE
MNEBEBEEEANTZEREERNEIAE (Direct Sound), EHiAFPEE LR S FIEE N,
e IBWIRES, XA EE R AT, FRATI RIS F /M EE, i 11-7 Fros.

2m
84dB
Im
920dB

r

AB11-7 BEAWERMEEEENEATTAS

2. BYRHE

BT EHIXES, FERGAR| S RS AR, WRNEE 1 KRS EREANE, K
AR AR AE B R 53 (Early Reflections ). i H- W7 Wi R A5HH £ M BIIRAT T M8 5 b2
[BRNSEAR, B 11-8 fran. FEARE DR & 2 Xt 2091 i Fr gt A7 =2 (AL AL, RN
K R ROAAIR, XREM AR AR SRR R,  RURRIBT A 25 8] f KA.

LI A T

B 11-8 BHRHEFET T MATARZESAN

3. BMARSE

B SAEAREERAET R S, Seit5 A B A AW I R e 2t N RN, %R
ANBLEGH, BIEAFERGEX D NIE XMIEF NG R (Late Reverb). HARFEM
WE T — Ao KRN 5% (Reverb Engine), HEHSEIEF A HEZE 0] A RS, JF&RE AT AE
&2 B /NS R M R SRR E S B RS2 E (Room) K/NEHEEE )R A4
Ji, VEW5| St RN, AR DUE RGBT E F FERR.

116 FEEH

FEREHSY, UAH5HEFEZAGRGYIN 52w, wil 11-9 Fra. B
WA R, BHENEESER WS, AT PR A, RS A
T EAE AR E R Z AR R B B RS MR, Bl A B SRR A [ 2



111 3DEH

BORARIX SR BL P08, I S8 56 2 i o, A St AR R AR B 1

AEB11-9 FETEHTEE

11.1.7 $smis

TRIFPES P F B VIR, 18 VR A S A R T AR R IR . B4 3 77 X ]
A, B SRR H E LR R IR R, BRI Sl A M M RE 0B . MRS
PRETE FPERUE A TR AL E, 2B EERAFN, W 11-10 s, 48A1H
H A MOAGEE, EHEMIERIN, WEHESNREL, ARIEMEE, FHih
FEEZEE S T A, W8I A S — 2, R A5 MR .

WEH11-10 FEEERMREE

HIRE W AR H L8 T IXLE R, FHRME TR SECRER A S E M, HRAEmN
B2 EIE 11-1 Fios.

=111 HIRZSM (Resonance Audio) IR{EEYIZEIS
b2 iR

AT B AR AR, flnOREE (cardiod). HEIZEN (circular)
A (figure-eight shapes)

Sharpness BT BEFR 1) P 1)

Alpha

11.1.8 Ambisonics

Ambisonics #& —Fl s Hl FIRRHE B HAR, 2L TR =4I 8U0R N A S &
g, ‘il 4 NMERAFR R OEE R R “ DU RARES)” 2= 248408 5% 1 360 B
NIRAEFAGEEERMAR. SHEXRRFEARFE, HIFEBIRFEELTF Dobly Atoms,
Ambisonics f& 7 /K FHGEEE, BEFKTFS L TFEES FMFER. RSP Ambisonics

T
U=
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MFREWR SRR S, EHITEIAR T Ambisonic order AFLMIFI AR EERK K, 4
Ambisonic order 3 /i1, AREILAEE R EE S ERIEWAER, S ERBIR .

11.1.9 F#{ Resonance Audio SDK

HARZ MBI AR L LR —BEXT AR/VR # 3D HiFEM. BE. LB, ZHEHERNE
PERE B AL BN, HEVEFANB AR L 7T ABMTEE, AHER. Unity 2018 LGS
T YR E G| AE B IR pEAE LA, BT ARRATEAE I E, 18 T4 Resonance Audio
Unity SDK. HHf, SDK 4 1.2.1, A{E GitHub |48 resonance-audio-unity-sdk %K,
R % F % ResonanceAudioForUnity 1.2.1.unitypackage X3, 0B 11-11 Fas.

Tags

l Latest release l

Resonance Audio SDK for Unity v1.2.1

Sviz2
% anokta released this on 6 Apr
&

© 7384246

v Assets 4

@\ceAudloFﬂUnRyj.ll@ 282 M8

(T ResonanceAudioForUnity_1.2.1_source.zip 28,3 M8

[D) Source code (zip)

[[) Source code (tar.gz)

Bug fixes
AB 1111 FEHIEIRZM Resonance Audio SDK for Unity v1.2.1

11.1.10 S A SDK
g — Untiy TFE, S A F#M Resonance Audio SDK, FAJGMZWNA 11-12 fix.

2B 11-12 BARRE IR Resonance Audio SDK

11.1.11 Resonance Audio components

£ Project & 3T 7 S A\ ) ResonanceAudio> Prefabs S /3¢, W LAE F] 4 /> Prefabs,
iX 4 4> Prefabs $R4L | F AL FREAME LM, FRAEHR R 11-2.
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*11-2 HIREIMR M T RA Y
HEZ ik

TSI AEAMNY A S E, gy R SRR RR B, R T 5 4
Witk . R —/ 5 T EEEER Unity A B 411 AudioSource

Resonance Audio Source

Resonance Audio Soundfield JE A FE P L AL A S ERAA b G e ok IR SRR 360 F 4% ) 4
I B NBhAS 5 1A B R SR SRR A 1A I B TR 3R . AU Unity
Resonance Audio Room Xt B Transform ZHAERZ AR . HH P #& (RFTHEZH,
AudioListener) 7555 [FUARAL (48 72 W B P I, RL/S FH AR RE G 55 1] 2R
Resonance Audio Reverb Probe PRAE T — > SERE 4 (2 1) AR S8 0 A 1 o 0 B ) e ik T

MW, PEUREA [F IR o AN NS AR S A — RTS8, Bk,
Fl—EMFESY MEE E ETEE, EREETEH. £BER. £/ FE 0BRSS A
KB EANF MG . IIREIEEH —1 Resonance Audio Room HJZHAFHRAFIA [ R 5z .

A PLAE Resonance Audio Room A8 % Al —/NME 7 14, F SR A Y5 Bl (2R 855 . iX > Room
A 6 MM, ETALHTE, BB LR E RS 8 . RS IR T 23 MR
AT, W 11-13 fras, @idixX 23 fd R AA, a7 CAAER RiGHu e STl AR 20 B5 (Rl 44
J#i. Resonance Audio Room AMY AT BAF SRR — N5 TH, W] B SRFR — A 2 42 Al el
FIFAEE], FEE A Transparent KT 5t B WG 75 8 2UTE AN 7 1 F LB, R 6 A4
77 A1 B A Transparent ARGt & — AN e 220 IS H], XANHANIRATE BB HE,

Acoustic Ceiling Tiles
Brick Bare
Brick Painted
i i . Concrete Block Coarse
i Concrete Block Painted

Curtain Heavy
Fiberglass Insulation
Glass Thin

Glass Thick
Grass
Linoleum On Concrete
Marble

Metal

Parguet On Concrete
Plaster Rough

Plaster Smoath

Plywood Panel

Polished Concrete Or Tile
Sheetrock

Water Or Ice Surface
Wood Ceiling
Wood Panel

A& 11-13 Resonance Audio Room B3R it i K B B TR RS HIE TR

11112 FEREIRSM

WL AT ], MAERNCE T/ T 2% 2 KA1E KM H Resonance Audio SDK,
Google TR A HAFRAMERVEH T ERMZF7, b8 441K AR 1513 50 5 34
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1. BEET#RE

FEE RS AT, TEX Unity #4TECE, 1L Unity {3 FHOEIRE 51 imA & A
P G BEOR AL HE S A . 7E 3B R IKIE B Edit> Project Settings> Audio, 17/ AudioManager
iR . 7E Spatializer Plugin 1% Resonance Audio, ¥E Ambisonic Decoder Plugin 175 1%+
Resonance Audio, U 11-14 iR,

© Inspector

AB11-14 RENESMEIE

2. #in Audio Listener

RTEREM, PP FHEER— Audio Listener, 8% f0'C ## 4 Camera F. XH
AR FLHEZLAE AR Camera T XX MHABRAE KRR, WTLLEEMGH Unity HER
Audio Listener 44, 7] LAf# F 3L 4% % 47+ ) ResonanceAudioListener 411+ (4L FEAFAN
FEHREED, W 11-15 A, FATIX B EEAEH N BB Audio Listener 114

2B 11-15 T RIE RN ResonanceAudioListener A4,
Ha UARID Unity A& Audio Listener £844

3. #m Resonance Audio Room

BTk . 7E Hierarchy & 3 E— NS R, 64K Fox, $F Fox>Prefab (3%
H ] Fox T AHE B H &1 Fox X R F, 4 Fox MHATE x i L ieFs—90 B GX AU
B Fox P AR LB AT D, )54 Prefabs X3 T ff) ResonanceAudioRoom il
#Hl4AHE 3 Hierarchy & L1 ) Fox S F, %I Resonance Audio Room (script) Ji 2%t



BRI

ITIREE, W 11-16 Fion. SERUE¥ Fox Xt R4z 3] Project & I+ Prefab UM I8 T ARAFRHT
#] Fox Tl4&, 5 /5MIER Hierarchy & 5 ] Fox Xt 4,

2B 11-16 7 Fox £ ResonanceAudioRoom

4. #1m Resonance Audio Source

AL T EH:#— Audio Source, IXFEA REK E L2 F| Fox X% LA H M Fox
KBS & Hierarchy & FH [ Fox, A LLE#E#FH Unity )N B Audio Source 414,
7] A B 345 3% 45 ) Resonance Audio Source 24 (BEARAEERTLH M FE M), BATX
B A ER Audio Source 44, 4 AudioClip EHF—NEM, A 11-17 fias.

| “ 11-17 ﬁ Audio Soc *ﬁ
BRItz A, TAVEFEXN HARB TR AR E, RFFi%&S Hierarchy & ) Fox Xf
%, TE Inspector & 1 H1#% LA R 5 B HRAE .

(1) 7 Project & I, ¥ ResonanceAudio>Resources H1 Master (Resonance AudioMixer)
TR ESIRES Audio Source 4H1E¥) Output EH: .
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(2) ¥ Spatial Blend ¥ £ 3D JIR%S .

(3) & 3D Sound Settings, “4Ji% Spatialize & iFAHER Spatialize Post Effect 5 %AHE .

(4) IR FE, W LL2Ji%E Play On Awake Fl Loop HIEHE, DAMELES S INE G 163 4% 5
B, W 11-18 fiw.

iE Aﬂib Sc;uce ﬁ& |
HiiFiEiT AR B, BN (EREV EMAELGEER R, —Mahifd LR Z/)

BB XOEE H RS 3D A, FEATIEIRFHSE FOX X 4Uq, B3l FHLe ekt FHL]
i, PAIRAE AR P RE AL EIRICR -

11.1.13 Room effects

EATERATE LA Resonance Audio SDK SEHL T 3D AR, 1% 2 FLHR & S i 1 HL 1) R FH
FARE R T 32 LR B PR R TR B KR, REAIREIE R S5, T RUERR 24
TE R ESE A BE . ATT EEX Room B8, AP #HT E IR A VEGH IR 5T -

Resonance Audio Room &M HEHR H = Z4045 Surface Materials. Reflectivity. Reverb Properties.
Size 4 KFEEINREEME . GEAFX 4 MEME, 7T USRI RIS T KA FES 8RN, &
AR E E R R A SRR, W 11-19 s, '

A 11-18

4B 11-19 Resonance Audio Room B Mk
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111 3D M

IR B4R {E SR .

1. Surface Materials

FI F1Z B AT A% Room 6 /N5 SR T T A [A] A 78 2 3, 3RS MR 4L 7 23 AR
FIRIA BT, AT LB EE TR ER A FM A . F— R e ST A R B8R R A8 R i
BRI R E P A, BIiN, Heavy Curtain (JEEAY) WRCESERES, BLET DU — A5
T RBRE B E I 545 Polished Concrete (HlJ6IEEEL) AR FH SR EL
(P B RE R, AT ™ AR BE BH SR B A [ 75 1) s ) 1

2. Reflectivity

RXAZHH R XS Resonance Audio Room H 7 i (1] L1 I 5 3 BE EAT 97, IXFEFH P Bt AE
SHAATTE L (] B R AN IRE — N KRB EN R . B, B iX NS EIE I SRAR L2 R /N
SIS, HIXANME R S S .

3. Reverb Properties :

XL ZH 5 Resonance Audio Room fF)E#VEM, B FEEMIELLT 3 NS

U Gain(dB)

EAZH KRR 5 R VR 2, X/ NRIE AR HEESR A AR AR . T LUAX
MEECKARBEFE SR “EE” 8 “HE” . i, aiRAALLE R AR, Wyl
JBIL % Gain(dB){#i 5 7 ALK “ 7,

W Brightness

RWE A (Brightness) AR 1 R i Hh KA sk = A %R . Resonance Audio Room A
LA AN [6] 451 2 F¥) AN ] VR 1) 2 980 %, Room [ 5% T 4 Jif %o AN [i] 40 53 2R Fr <2 AR WAL R Jse B 3R
AR, MEBEREERS—F. TMEHXANSECRAREHESHRBRERE. B
n, BRASRISEE G N— B ERBRE R, 8 — NS % M K5
HRR,

0 Time

JE M (8] (Time) FH SRV TR BN (IS BE,  RIVRNA (32 080T (8] o 1% 1 2 AR 4% Resonance
Audio Room F8 7€ [958 [ A4 J5 175 8] R ~FH 5 06 Y i et (] ) 36, AT DA XA S B0k S AR
58] ()R ANEAT PR 2R R %

4. Size

fEH X, Y Fl Z %% B Resonance Audio Room ) CLAMCNBEAL) o 55 8] ) 520 5
(PR, XA FEIRSE TSR, P N6 A 5 1A R Ak
R, o PR M — Resonance Audio Room #]#: 3] 5 —/ >,

11.1.14 Resonance Audio API
Resonance Audio SDK #24t T & 1% % API, HFE API KWL 11-3 FiR.

£ 1-3 HIREMEE APl 2
*2 ik
ResonanceAudio R FRE IR E B, ER IR S S RS R
ResonanceAudioAcousticMesh gg?’éiiﬁ%ﬁ %[ esh %47 mesh filter B3 terrain RIRVRS(E 8., LRSS
ResonanceAudioListener X} Unity AudioListener [{3455, 20t £ AN 3D Mg iS4
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#11% 30 EAH

sk
$£E IR
ResonanceAudioMaterialMapper g@ﬁ? R, FEALIE GUID BIRMM T MM b5 37 Fmi s
R S — TRWERET, FEFE B MORAE L, AR 2 0 L R AR S R B A 2R, DL
b R e L A 3 6 75 25 R o PR S e R ke T B VR e 7 2K
ResonanceAudioRoom FRARUF 18], ) F AR 5 R SRABEADL I 52 (3 P
ResonanceAudioRoomManager R 5 [E] (K 2, m] A5 (AT () 3D i
SurfaceMaterialDictionary —ANANFFM 43, B R B ANERE M E GUID (B
ResonanceAudioSource %t Unity AudioSource {344, #AULE £ AN 3D HHGHEITBH

BeAh, FEHREFSLERRME T XI5 KRB RS (Reverb Baking). S5 YaHEBEATHLEE —FE,
IS W BRE (Probe), BRI UK HE BREEEME R R, 4L EMARE, K
WHEAIE ST, XA B & A R Bk IEE AR .

m ol Al B B T TS I ST e Ty (P e T -

£ AR FRRIALAI f —F i WA R R, ngE — N T Hh T L A R AL rE A PR T A AR
S, BRI O R I AR T A R L PR B . AT RRA TR 2 ST T AE AR 35
oA BRI

11.2.1  Video Player B4

Video Player #& Unity —/NE-F & BRI A AR, XA ERE B SR 28 H 2404
MRS A, BD A& I A ST S, BRI R B B E R R R 2 P & LR
Wit B S RF . Video Player MY BEREA LA, AERSIEIE HTTP/HTTPS #jiuz
i i S5 25 AR, T HL S RRAG AR I B 3815 L] (Camera Plane, A845IF [ iz “F )
{ERVEGSH (Render Texture), M IS, HABLHAFH Texture JBIESEE . Fik, AL
o R MR A B B A8 L P T . 3D ik, UL i b, IhREIEH %K. Video Player 414 71
0k 11-20 Frs. '

L

AE 11-20 Video Player

Video Player 21143 2@ MR LUK 11-4 Ais.



Fz 114 Video Player A EERBHEE X
B A
VAR, HTREERAFERNEDT: Video Clip 5 URL. #E#F Video Clip i, 7] LK I
Source H A RS E R4S Video Clip JAME. L+ URL I, AT LLGE A VLA 0 BR 42 52 L A0 50
CWER http://BRE file:/), BAIBEF UMESRBAC AR R EFE 2 OIELE, Bl lEZ
A7 i B A AR SERHE SO A BRI B 3h A2 | BT £ 1) H 1
Play On Awake REEGRNBUE AR WRAZEZI, FNLEIZ AT 8 I A ] s 4

Wait For First Frame

%I B R A S RIS S R B, R REW R e . WRAE, Unity W&
FEWFRITHATFHUAENR R, WRIEDE, WA ELEFF 1L B E SRR
HHROHRMMRIFA L . £ AR PREWAEIE, 2GR

Loop

fEA IR

Skip On Drop

REAFHRMURESHRRAL, @N A&

Playback Speed

MAHETBCEBE AR, By 2, PBICL 2 fiEas. JEE A0, 10

Render Mode

FE XA e g 7. T RS RS S /NI Camera Far Plane, Camera Near Plane.
Render Texture. Material Override. API Only. &JEZ S XINAEIT.

(1) Camera Far Plane: #§HLARTE YRR 1, 3 Alpha {877 8 B A% W)
(2) Camera Near Plane: #UAVE BB BHGA LI IR, 3 Alpha {80 A7 88 WU & 4
(3) Render Texture: BFU4NTE YA Render Texture, it H Target Texture & X Render
Texture 411FE HuF 3 EHR (1 Render Texture.

(4) Material Override: A0 AE Y BIW A4 5 L.
(5) APIOnly: {Xfgilid MAABL U AE R 2] VideoPlayer.texture /&1

Audio Output Mode

SESCE A, HFREHAHREE 4 1MET: None, Audio Source, Direct. API only. i
# None I AHEHEFH; 1%+ Audio Source R 7] LLH 2 L F 4 H: 1%&5F Direct i, &
HER AP Y %8 APLonly I, N AR(EA WA FEH ik E

Mute

B

Volume

TR

Rt 4h, Video Player AFEH R LA FRIKEIE. INERFEH, HHMEEE
FHR 11-5 Pon, S 728 I AT LA B A 26 SRS .

* 115 Video Player 84755254
£ xKE 1%
EnableAudioTrack ik JRH B EY, HEENSE G E
Play Jrik B
Pause Tk ARG
Stop Sk %ﬂ:m*ﬁ?ﬁfﬁh L ERSAR L, LB, FHRIE R
Biigx MSLIT ik
" isPlaying JR i PRAE TS ELERR I
isLooping @t B 75 2 T R
isPrepared At AR e 0 CAnn 275 5¢ iR ] B4R 180
errorReceived B RAHRIS R
frameDropped e Z MU (]
frameReady o FWAER R A, XA RS EEAE, R
loopPointReached E: Y p 7k 0 Ep L B
prepareCompleted e RS B 25 L B[]
started o PR G648 T [
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e
. | Sourcek M, /M A hitpu/ L WA K SR T B
. PR, X R ER hitps/E L, HTTPS B —MEi it HNRL#T 5285
COER L N, S HTTP #4785, FI SSL/TLS B4, mEHEA.,
XTSRRI R E A

Video Player B F R £ HAbL L. BYE. F4F, FIAX L5 vk 8 v v] DU &t Zhfig ok
KB ASHE KA - WATFTIA, Video Player & Vi Iz 4T I A R4 b (1) 5 AL RAG 2%, KU
RNFRER T FEMMBROIER, TERM THRETRENRLEE . @5, NFEREE
R G WA [ AL R RS SR A H E], A 24 80 3 BB X AR =X 0 R A AR RS S R A R
£ 11-6 7R

* 11-6 FETFEMMER A REREIIFTIER
T& TSGR R S Y
Windows .asfy .avi, .dv, .mv4., .mov. .mp4. .mpg. .mpeg. .ogv. .vp8. .webm. .wmv
macOS dv, .m4v. .mov. .mp4. .mpg. .mpeg. .ogv. .vp8. .webm. .wmv
Linux .ogv. .vp8. .webm
Android 3gp. .mp4. .webm. .ts. .mkv
i0S .mdv. .mp4, .mov

% 11-6 ol EAEMPUE AHA —E 2l E, ERET G LM VideoPlayer i =¥
T W% 6 BT SCRER R AE USRS AR X, BT Ak B VE IR I 16 T -

11.2.2 3D MIIE AL

BN AR H3 5 R 5 FR I BSE A, DR LS FEUR 309 2 Bt ik 8.
UL RAZEN BB A K E S AR B, PUATE Yt f# F Material Override JE %6
P F AR RE e X SR . R IR AT & Se e — A Pl 4k, 7ERLR 4% 2 X R A
Material Override #ZAH AL .

¥ —A T2, HH4E Hierarchy & NHHE— NS R, 4N TVs, FEMHSEE
R ERZ XN R TFERE X GO KRS REHE A Quad, XA Quad fEHN
PRATIR A (A, %% Quad TN RALE, MBIFRFSMEXRR. FARITEH
Material Override #830, FrUlTGEHE— M, &4 videos, &)l L% Standard &
@8, EABEMLCEESE (F R G CRA 3 RSN E AR E R B E ), JFRiZ
MIFRES Quad MR . HJE—#, N Quad X RE#, Video Player L, FH i BIFHIEE/R
v, ik 11-21 fiow.

# TVs HilfERK Prefab, [ERT B Hierarchy 35t H () TVs Xf 5. K Bl EALPLIBCE 2
HEHREG, RIMKBEUSE—HFRNHERIBE 7. g— CelHA, i
AppController, %5 f{CASIEH 11-1 franflid.
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[Mateyial

A 11-21 KL 3D #UIE M S B

KA # 11-1

1. wusing System.Collections.Generic;

2. using UnityEngine;

3. wusing UnityEngine.XR.ARFoundation;

4. wusing UnityEngine.XR.ARSubsystems;

5. using UnityEngine.UI;

6.

i [RequireComponent (typeof (ARRaycastManager)) ]

8. public class AppController : MonoBehaviour

9. {

18 public GameObject spawnPrefab;

L3 public int MaxTVnumber = 1;

12. public Button BtnPlay;

L3 public Button BtnPause;

14. public Button BtnStop;

15.

16. static List<ARRaycastHit> Hits;

17. private ARRaycastManager mRaycastManager;

18. private GameObject spawnedObject = null;

19% private ARPlaneManager mARPlaneManager;

20. private int mCurrentTVnumber = 0;

21. private UnityEngine.Video.VideoPlayer mVideoPlayer ;

22.

23 private void Start()

24, {

25. Hits = new List<ARRaycastHit>();

26, mRaycastManager = GetComponent<ARRaycastManager> () ;

27. mARPlaneManager = GetComponent<ARPlaneManager> () ;

28. BtnPlay.transform.GetComponent<Button> () .onClick.AddListener (()=>
mVideoPlayer.Play());

29. BtnPause,transform.GetComponent<Button>() .onClick.AddListener (() =>
mVideoPlayer.Pause());

30. BtnStop.transform.GetComponent<Button> () .onClick.AddListener (() =>
mVideoPlayer.Stop()):

31. }

32.

335 void Update ()

34. {

35. if (Input.touchCount == 0)

36. return;

37. var touch = Input.GetTouch(0);

235



il rvxoms 000000

38. if (mRaycastManager.Raycast(touch.position, Hits, TrackableType.PlaneWithi
nPolygon | TrackableType.PlaneWithinBounds) )

39. {

40. var hitPose = Hits[0].pose;

41. if (spawnedObject == null && mCurrentTVnumber < MaxTVnumber)

42. {

43. spawnedObject = Instantiate (spawnPrefab, hitPose.position, hitPose.
rotation);

44, mVideoPlayer = spawnedObject.gameObject.transform.Find("Quad").
gameObject.GetComponent<UnityEngine.Video.VideoPlayer>();

45, TrunOffPlaneDetect () ;

46. mCurrentTVnumber++;

47. }

48. else

49. {

50. spawnedObject.transform.position = hitPose.position;

51. }

52. }

53 }

54.

55, void TrunOffPlaneDetect ()

56. {

57. mARPlaneManager.enabled = false;

58. foreach (var plane in mARPlaneManager.trackables)

58, plane.gameObject.SetActive (false) ;

60. }

61. }

fE LRSS, BATE e T 3 MEH (A TEHMAER. 5. F10) Fiw
R E R AL SR (AR — It EEEAES, o2 iRl B AR B
SPEE 0 N FR PR, SRS (8 A A Rl 1) 07 BB B AR Y, IR ETCE B 5 45
Ak P AU RN EAS I 2P T Y B

# AppController i 4<+E# % Hierarchy 35t ] AR Session Origin X% £, #RJG{EY 5
HETEE 3 S UL &8, FF R B A a M R E 1 CZ BT HI/E R TVs U443 & Spawn Prefab
@, N3 MR CE N SRR, i 11-22 FR.

AE 11-22 &8 AppController Bz 4

G PFIEAT, TERCINE)SF IS SR gt AL, XA AL L SRR BE KA, AT

236



o on2 ouwm [
PLE I R AR . EESEIE, R RWA 11-23 fis.
ERRBRAIR, WRAZEREE, AT LR HRE, BB EmitA A& 2

ENLREST, BIFEEARIZEAFE. £ AR L 3D HHThEER E 5 g2 A5
BB A .

4E11-23 3D WIABMBRE
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S 1270 srikEm

AR R—FAFKMAER, ARTUEEA—MELERE (RN, BT 5
) RIRBIOMAE NS, AR B—NEL2EHEBRREKGEN, HRRERXEE2HA H
ATt XR—FE RT3, MG ERAE SRR TR RIS

X) 7 AR syt

HT%H AR HE%&%M&*KT%E&%‘#E%W%L%@ Gy F T LA H i
AR FARY 2 B0, R A ERLELNEAR. 54T Apple ARKit. Google ARCore.
#65 AREngine ZHE4L; FF R AR B IR THEHBRSRARAS, X0 AR S H i385 A o B2 3F
WHER, HRAMEFE] AR SR R 5 ZUAL SR BT R, i A P 5 s A
KRR B R & e SR K — FhBkaR. KA AR RIS @R o e s 7 . #
FEARIGIE S ThREARF M T T AA R R XA, B BT TR R B s 8 F I R o iiE o
T AR N H . RHANETFEY RBZRAMBET X, W A EZRFEHIERR . B2
SR R ERES, XEHEASBINRSERERRAN . HEEREKZ HiTE iR
BERGHARN AR MAFFER, FEMNEESRE EMEAEMEE AR, EXNHRAR
KRN KA. AT, £ AR AR BN AR ERIX T FER, H—
HEM TR AR EFRETFBRERE AR 7, TARAEX J7 ik 2 F .
ANk, XLk IR R LT LA T TH .

1211 AP &%)

BT AR SLF IRFIRME, F P BEASRERAE BY . B4 288 F-HIR Bl 196 DL o HU iR 56 AR,
X2 5B REHEGTREIRBEARBOARF. £ AR ZHT, ARAH N FHE R bk
B, XPHRIELET G R B8 I R 20 B P SRR A I 1), il T AR, L
BAANBERN TR AR MATIHER. SRR IR e B N AR50 X b 3 2
RIS AEAE, EEAN—D AR AT, RAEERMHSERPAERH S KB HRET
7, TIXAEMAFHAEN AR BB AR A RIF IR

Rk, MBS, ZEMAFREEFK AR MANEREZEHSHE, WRITER
PRy 7 P 45 452 T T8 58 8 3R 82 12 SR BB 5 365 4 77 96 SR ek AU TR D 2SR B R 8l T R ) PR P W 2
RS o




121 Ba) AR #RAOHA

1212 BRFHRE

BERT AR EZETFHRFAREMFRET =, 217 AR MABERHA—BETFHFR
#FiMARER R R EE A, Wl 12-1 Fiow, XHESHCH RFFLEMH AR MAHK— K.
P2 FEER — R FREBE TR AN CESEM AR, XX T3 —FhR 4.
EXERERZ B ERMRLFHIR AR LIFAE SHR AR.

(a) | (S)
AE 121 P H{EAR A TEE

BORFRBEEWRM A — A R IR P AR o7 & R TFISEBSIR&E
i, BAVEFE AR N REE R B REREA—MEA R REFERHTT, T
AR NEFIFFAEM, AR MAEBNE, MARRKBIRE KPR ELE M7, B4 AR KTHE
B EHEU NS .

H—AH, BERMPFREE (BRIEEBTEIRRRSE) 202 5AAPH—RTF,
SBH P EBT AR BRAE R (OESE AR, flin, B3R —NERAR K3
K AR MRBERSHN, BTEA-RF-HEFRE NOSBEHBEKREE S5
FTR.

12.1.3 ERATIEFHUSEEL AT

B FHL LR AR NHZHERFHINAH, FTERFIRER . mRLEH KA,
EHEBAEAZ, EAKERERRAERE, HFUUE 2 RSEER TP R ik AR BRI,
R RmER A EAERS T, WEE LITE.

HAtAE AR St ESKA P FHUBHER AT, (HR24E AR MAAZERH P B 5 a
FHe. HZRENHER, WBZhLFFHRH T B S ERH FHUR 2R FER TS
GEH ST, NI SIS R B R XU o RN TR LR P B AT R RS
i AR ¥ (FieldOfView, FOV) AEH A, XK AR KIBAKITE K.

1214 BIEFH

AR MR, HPEEAER S TERE ERFHRETHERA TR LN FHRME.
FIRE, BEse EROT3H8AESRCA P TR, Aidat B ARy, #Bahmmid A 6% R
Tl FABRMEMRTTR. FENRE, PESEFEITRE D “EBE" HRRTR, —RIIN
ANLERER, GFEFHRN. S, = LMEAREH IR N, DI H 2 0E
FH, IERTFHBIERNLAEENE.
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L RETEREREENEANEINAR LS, B, REEREFR, &

RRPEEARBREFR, LREERRGFRRERAMAST £, ZHFH B
_ EREAPAESETEEFARELORME, LY END FHRE, YA L FH
ERMTH, HETURIGHRAE P FERFREER, FLALRA B
ATk, HREBRFERFRANEURE, AERLBENFERARD, Hit
BB HEHRRBEEL

121.5 HP&FTF App

B #5h App JSLHI AR T XA 1] B —— W SR AT PR App, SRS REEAT AN 3 4F
B5%F AR RiFIRUL, XA REBEEN™E, XFHAPTE, 8 ERKNT T B F
ey B7n, M RER, THAPARZE A, FHUBSIFINER AR MH
SRBMAE], (HXA ] BER S G R EH T 1145 AR BT & fEfE RS, WATHIHER
fERGLAR R PC R BSOS R, S AREIEN AR. MR KRBT K.

WZRETFF App 5 A BIASHERS A T AT AR, N AE (R A 25 A e (o 0 2 Th ) 1 1
At R X HERELL 52, EEHFYEE App SR, L M3R. F7 im0 RE
MR SARR R PR R, AR WA, B AR S8 F & LRI,
FERF B — App EA RSB W EME, BE3HEH AR MAKREGK, BN
SHFETFIN AR, iEH P e iE 08 BTV E M AR RH, ARG —
ANBRER, T H BHATRE, AR AR —Fb T .

U7 waham gitiem

| RSk RS

£ L9, ?Eﬂ]??Té“ﬁ%zstARfﬁEﬁ%tﬁﬂiFﬁi’E“ﬂﬁWﬁiB‘JEk%ﬁﬁ it
RPTE, WR—ADNMAARBA AT DEER M TSNS ERE LR P &EIAE, W
R P AR RERR T8GR 2 S M BB A7 R PTUAE R AR R TIN5 EE 78 LU
BITFROMHER L@

1221 BARIER

IEw EmATE, WR—MARHFNHHEH AR MHAAE S 8 EIEH KEPhik. bkt
KT N, WhZSH LA R&F HSAE BRI NERBS HP . ¥—A 3D HEJRIE AR i
PR, (HIX AR RE AR P AR B, FrblAKizEksE, AP RIEBEH
] AR LAIEAHEEA®, MAEHZEPIIA AR BT M AR EMAARL, G
AN FY A B, 53E W1 Pokémon Go Beff3HEH Al ib AR AT — 5

FreA AR R BIE R B R AR X 7 B AR kR A B F B, — M AR B
FEF B AT AL o k. Ft, X AR FFR®THA RN, X 8 Jc B s e,
AT G2 3 BOE RAR KB A H SR AR B2 B )i .

1222 EHRHNALHESLTERX
AR FHEB MG ENL, ERAFREMTR S KA EREH, HEALAAEL



a2 AR witan

LI IR A 3 5 S B I S 377 SR R SR SR S5 T AN R A R B, gt R e RO xe
RN SE I 5 LR RORA M. G SR BRIN A RE Al X R R Y A B, A
LIXAHEINELR R . PR — M AR b, B T IL R R IR
AR EATWINE, BB IR 5 N E RO W I s R LB R T HiE 2
BEUAF AL ANAURGEARAET IR, BN EBeE rALERE £ FHL L #EIK 2D s,

HIRIFA RN AR, WA AR HNEEESRE SRS SE, EEHE
—A AR AEE R R L BRI M RERAE, XS ROTRIA B A &S, B
NIV RAEBL S SRR A7 R AT A RE1R AL — IRl T LA B A e B (.

12.2.3 BaRE

¥al AR I8 B ARG KRB MBS Y B IR I 55 A R DU RO AT & AL & AR it
TR A AR . QIRTATE, #3h AR BRH P 20— HF—HERRRE, Bt AR 5
HRXTH P B s & B3 B4 REFRIEE, RERELM 2B s BRE» KEA 0 E
B &R B ERAE

EAZHT T, HATAPD RO FRRME, XMEREM AR FFREIHN, EXHstE
REAX R HA R HHEHE . AR ETL. BENb. ET A FRIEEEAATF
SEHL. #Eh AR B RS T AR RIRIKE O, EUBE RS EBEH - EABS) AR 1
ftivE, Beitiy AR B EEREIE RIS [ ) Bf A KNI 1)

12.2.4 OEFHSHEER

B KB 2 FH) 2 DK, F ™ SRR = A S8 A B #4F 2D
SEFIR,  FRAFEIA AR AT LA R AR H 4 N AASG . {H AR SF 545 R FEBRAE 77 X
EAAERRIES, HEERTTNFES S ERRHREEX, S Y=
R, XX MBIS FELAREE R, L ARG ERA. EE AR,

EFFERAE ST R B T AR RARAE R, EXITRINE, KA — RIS A B 2
ZYER, A= AMBEYR IR By A E N R, REFHI 5] ST DALA P 2 3 FliE
RLZFRMETT R EE 12-2 9, HEMKNS REFIURRN, WRER— ATk,
ATEAS| AP S B A PG SR EIB B N KA R, XTEBEL R & A A%

(a) (b)
A 12-2 AEN RERHIE S 05 ES]

1225 EF

AR B OLAEILSEIAERA B, G RN RAG RIS, K B A
MRS . B AR MAHGEME MK YE A E5EsEE, & THNEER
BOHEEZIE NEEIAE . AR HANAS FF NP I E R, XEERFE=
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o, FRATRE BN A TR R, B 12-3 fioR, REAUN 55F i B BE 2 SR A H AN S A K
B, ENLRITERAT, SRR G e

AE12-3 EANKEPEESSEREETHTHOBR
1226 #AXBR

AR NRZ& TGS EAN R, mREXNRERMMEERA R LS E
Gi—, BRASWAHBERERR. hn—RERNEY/ MR EARR b, MIME TS
HEMBERIR TR, ZESEEFRERNRR.

SEREI B S BOR SR AL R P BRI R A B T ok — 251, W] AERE XS R R
KEINESE, [FRF 3D K UT ikt aens: AR LR, 3D Ul MERE, aREERFSD
REIEFEN H P AL AR I th AR B2, RUFRY UL Bt 7T LA RO B A - X e S sk AT
BefE, WFERCT IR, AT R RBOR BE UL A SR M T AR 0 RS U (3 R LT T AR
St 77 v] DLBCE AU R

AR MAFREEEHECE. . SWEHERE, shEl. SeLFWRERERM EE R
JEPA:HE 20U U R g

12.2.7 Ul&it

Ul /TBAZ AR — SRR ETEM P & T A UL, 3X3& UL ANBERLA] A 2 B2 T 2
R BRRGHFMRMFE UL XK Ul FECH=4ER 4. RIX B EZRE—
RUL XEUZAPSEMEFZENEREEGO, BRBMAERENK M. H
FAEHE /D, AR AR UL BOHREREAMR . HT AR MARRHRE, AR Ul M
REXHAFZRWNT A, W— A3 AP ER R, FERRRATLLEA P EY U1 F2
HEWMpR, BE—HURER, MARMIEARYE UL S AR 78. R, Ul cRd £t
FHATHH P RUTIRER, SBOEEEENER, WA 124 Fis.

° W
LH)
(a) (b)
JE12-4 Ul TRESHBLEATM® AR LATRS
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fE AR ST, iR UTR Ut 2 ik AP A4S R O X SRt R A1 T B SE PR B o FO 0t L1
AU ERR . iX2 AR M5 VR MAFETTR AN HRAMAR, VR RAERRZITRR
#1, AR B THSEHF M2 5k TTRZREEE.

BT ERER, B3 AR £ EN, GFEMEZE. WK, SRER. Wiseh
# S EGERNMAH BT A IRRKIAR. R BB REN R EZER R E R EENE
b, ZEE R P ERBERFF A bR, I R N UK B E e A B S A, AT
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FEEERF & AR MAI AR, R 12-5 fok.

(a) (b)

fE AR MHIFFACH MG — 2RI, 7T ARI#630 AR HoREIBRAR, FFReNH P A
PO ERSR TN A AR AR . Bk TE, B3 AR BRI EN IR 12-1 fix.
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TaFra eS| T H P AT EL B
#efe5| & BIsc. shil. FHEES, LA ER EFEAE, TEEE S, BERETAR, e
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BRIEFH MM G —, oM EH M
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HEEAY SR R RE

FHEG T EiE TP RN, EEURE. XFEEEEMMS, IF Rvri P EA R HLE B MR
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1. ELIRE :

AR Wit BEAEINELLR T MBI 20 B B R AR 2, B A o R P
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FIATRE B A M RN, W 12-6 . REWA A AR R AT A8 R M — 2Pk,
A RER ) S URE B TFHE.

() (b) (e
AE 12-6 il AR KL TR EMNZ[E
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2. HSRINE

BASRIAE  ESE RS 58 e BB AL, AR RLF EARE A - R skt B
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Q s

A G N DR R FZ T LG HR, AT DL R R R N BE 2 4T, A 7 Y A
RUTH A M THT B o ¥ 1 s P AR ) ) 1 R A R VB e R R B, T AR D A 8 5 41 i) AP L
R, W 12-39 (a) B, {ERH 7TEAEME, TTUEIANSEEEE.

(a) (b
aB12-30 EEGEEIFT FHRALCEAT

O AEOCEENE

PR A58 56308 2R R — A P BT SR T A R B R T . (A B GIE S G , Sk B s
i S A S AR SRR R E E SRR, EEARRMRRIMIRIL

3. RE

BEMTEREER, NEERXMERT DIEWRR, TEERAF AR T5 LA
T RGP R R LA 5t B AU R 5 7 S B S AN SR, W 12-40 BT, TEIEAR A7 e 2
HEAE T AR PR T ek /N, KA BT 95 B A P S IR R IR

I P AT REME LAZE RS I SR IG  RRIR LA BE RS, SRS M. . B, &
B, B LARHE, URKESEWAR IR ER S, FIH BRI & NS %
AR W75 S AT AL BRER B AL I JE LU . R R/, G IS b T Ak 77 X i 2
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AR ERE R . FERN AT AR RIS @A Kz /N iR 28R B
Z [EJAH B R IR o

(i s

A 12-40 REEBEHHTRIBANED
4. RH
ARG RSB — N EEER, S P SRS RRABER, 7T EUR A ME
AT G s 5 b O BRI S IRR, e R 7E B IS GIR 264 T AT LUK B A AT 416
A 12-41 Fos. (AR BV SRS RE KRR EMETE R R ZE, BEMHER
P TR

(a) (b)
AB12-41 BEOMATUEEEFHELE

it P DG IR A B A 5 EOSCFR T, AT LA LU RO AR R B S 1 5 USRI oL RS

— UK, B L TE B A PR R R U A T 1 R R B A I R RIS R R LA A T et
WER R A, A 12-42 Fios.

(a) (b)
DB 12-42 AEFRSEHEBT —BESHIAA SR

5. A%

f£ AR 1, TEAPIRFHEKEZALELR, PR FEER TR )y, %A
FIERARE, ASRALE . 5 BIRT 1H{E G 5 R iR A = e ST AR RO e o7 B AT 2



123 BHARRITES

A BASE AT CLSERS THE i A] AT Se RS, AL TRV G =4 sn ik e SEsR ZU0F HL T bAA 208
G TR, W 12-43 () B BB RCR JE, B H SRR R 98 .

(a) (b)
2B 12-43 BENEHEREEE =S ARFLREE

6. EXB

fE AR (A58, RARINER R RS R B+, ROEEHAE. BENYHE
HZ. R, Sl B, RS, MESEARTERAENYEERT HELH S, X
RIG5R BRI AERE, RERAHRER.

f£ AR 5, BEAERRIN LS B3, MEIT N SR EER T ETA
EEBFAZE, MHEANIZES. EUMENIAFARE. St FEO0ER, fik, ¥
HAEM . BB FRMASEYERRN, BiEEUDES ESEHRRWE, m7EE
T EREREA TR B R, N4 78 0 R AR PEfE AR 2 ) 5 R, ik
WEF R AL

HSLEI 73— 7 R N R 5 KL E R BRI, RIFMAZ LR LAk EA R
BERBHIGFETHEMR S, WERAVIRAER. £ AR i, 7TLLEE R4
XA JCH PRETERS . VB S AR AL B R SR YMA AR, 2 AR et R
S AR RIS R 2 KRS R AR I AT R, ] 12-44 FoR, L%
FLSEPRBT AT 6 ) SE I e S T DA I 25 1 i L B S K

(a) (b)
AB12-44 BRI RN ALREELE Y KN EARUE R E B SR

AL
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9135 VERBIEAE

PEREMAL A — AR S, (YRR SR U AN BRI 1 R, e R X B8 2l B
HmE, HReiiEs2 e REMMEM. RN, MERMA SR — MR EM, ZRRARE
P RE AL TR EEXTH AN BT E B R . CPUL GPU BME R WAL, THEANARAUHY
B ENH BT EIR, RSB A BEIZE L IR XA BT B af e tE e . AEH
AKX Unity PEREIAL TR TE YRR AR TT AT M iR

131 TR T ATE

PERERAL 2 — N ER T &&&*ﬁ%%ki@ Mwﬁm&mux Mk — A7
BB R RN AR L RS RALIE S R . BARMEE AR AR CPU M Be 1% B /R 52
BE KRR, PC _L—MM ARSI ER BAANHI AT, (HRN TR SR N R UL,
WS SER =4E{i A . AR/VR, RALVTRZE —NEBE. 280, R, RIBEM B &
H A REREI. M5 PC, PSR SEMEFER AL SHA B KM ZERE, HAR
%M CPU. GPU #1444 5 PC T2 A FH, Balt&peiHmMiHERE. 768 7.
WRAIEE AR, Hit, E8smrEeiiie BEIEE EE,

AR Foundation JF & ] AR M FH S50k AH0L, &8 FX CPU. GPU. W17EEKBI T
HESERRNHE, FWEFR AR MAK, FERRSCEEGEMLRI, B e BRI, &
Mg, WIS, T3 AR MAMNEREEREETETIEIETREH.

1311 FWMENEERER

M CPU 2E#3KE, Bahi%#% ARM 22445 PC % WA x86. MIPS 2 AR KA. M
AEFRER BN NAFBEUR. WO BRI, Bah A A R A 2 BB 2 AR, R E)
A HA) S 2 ST et A B 2D (R A B i 5 B R

M GPU SRV, HRi#ah & &% K GPU f.3% PowerVR. Adreno. Mali. Tegra,
EATZ A RIEARSNKARE, FHRAET A FERNIEY (Tiled-based Deferred Rendering),
HHEIKH Early-Z, [Fif, TERZDZREH] (Overdraw) J7THtHAFTEIR K1 ZE R .

MR BRIV, B &M PC EINEREHE, H%F, CPU. GPU. 7rHiE,
AR OREARSS. BARB K. BOBRBL. 4146, TOF %), ERHK
BERGIRA. E£HTXEER, HXNARTGHE. ARERERS B3R &EREMA T I
"ok, Wk 7 E KRB,



X AR AT, TWELEFM CPU. GPU I Lk S 7E T 7 2 T IR $F — € Bt
B, XAMUER 2> B 30 M _EA RELE AR RIFEGA RE. H CPU X7t
SO WEVFE. RHMERRE. BEERER. JLRATHE T, T GPU EE A TUEMMIAE
Beo HOHT. RRRUCHEFETAE. BAKUE, 0T AR RAIVERE R ERFER IR 13-1 PR,

* 131 FM8 AR R RERY = ERE
i) 3
CPU i Z ) draw call
SAR R A o S Bl R 2K
WTHERERE, MWL 28T
GPU N2 MBEW RTE, E2MERGHHE

H 441 Shader. TIRAFH
KR, BFEE. R4

R RN R
TR EERZARE, R FESXEE TR, SRR R 13-2 iR,
%132 MRE G LB £ E A

%m —

CPU > draw call, SRFHEAREERA

RACIIA T B R PR R, R A R AL
PRACHIEL Y DRRI T p 8, kDAY e $

8/ LOD (Level Of Detail) HAR

GPU i RS PR (Ocelusion Culling) K
FERERRE . SN

PR BUEH . K5 Shader 7158

. WD SO RS BRI
G

e I 2 B4
R SR AR HEAT IR 4

LR BRI KA, EX BN R ER AT, MR AT R R R AR
B, BRI A BEBUS DI ACR, A e RO R MOER . TR A
1 CPU LACEEHIATHEARSS . #£ GPU LAMBRIES:, S HIFERAZ CPU FEZR I (B0 GPU 1€
PRI, TORME T REKE, XAONRRERE, XEREWNR CPU fmE., B ESHE,
JetiAl Shaders IR AR FMIHZE, WIR GPU MM E, SMMAMARN CPU FRHBRAT
FTE. mH, AR MAKARTBPEARKHL TRAEAR, XERE AR NMAA A
fE ot 42 T IA S A S BODUE AR, 1A R EDOI SR SR EE 2 RE. B
e, EfAL AR S, T ERENA KRR, RS54 GEH S T e, JF
HEXA R B AR AT R 2 AL

13.1.2 AR B RBIBTE
41T AR R RIAB A BE B AL Editor #0 TI24T, FrCLEH 18R /F 5 /5 THE
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T T
BRSBTS, AR R B VRS S 7, T XA R FURGRE R . ZE X AR EE A1
77 T 7 AT AL B IR AR, A B AR B, XA RAT T, LME
B AT HBEHERR .

1. Console

AT 32 AT 0 1) 5 SR o B ) 6 S R VR T B, MR ML B IR
BATH T L R R B EBERFA T ELER (BLE 1 SHEXLERNE), XX EmE
P P9 AT B 2 B A SRR RO B, Bt R 7 EOHL b VSR S 0 R B
(177 2

2. BA%

7 5 BT B AN K 7 (B4 EUL B B W AT VR e R 7KL ERIE AT RO S,
XM EHERTRRNEAEOART, ROTAT LK E A 5% & s B Res
F, BB MSEEEHERERSS, UERN T RS FEER PP EORIETER. B
THABDRBOCA TR R, RATE F T BB ET LS N RS SRR, B
HEERLT .

3. W

B2 T 4 R IEAT I L B b AT U, AT T DATE S A B B b B
TRHBIRE, X7 R T LA BN M SR EAT R, XA 7 AR B,
BABE SRS BN, AT AR SR TS W UE. 70 FURD r e
BREEE, UM RBEETRE, OUE TGN RS EEETUR
WHTIE AT
. HWAREABAREERSFH{EiH 7, IDE ALK AR KBRS,
EMBERAR. FES, ENEARERK. THESARRDE, ERLHRE
 RYWEE, AR HRRAHAALS, 4% IDE, TR, FMART AMA R
BT TIPS LI

e

13.1.3 Unity Profiler

EEW BRI AR ER T EFEERE, EEN RO S T8 IER, £
AR NFH, AR ) R T B SOV SE 0, Unity 5 KIIPERE 04T TR Profiler 78
YR TR AR A W

Profiler P£ &4 4T T2 AT AP AR PERERILM VELI(E . QiR AR S A7 LE PR BE in &,
W B W AE G, YRR T TR WT CAFE BhaRA 1 R B . OB IR AT AR R 1) L.
Profiler & — M AEE IRAMMERERINT TR, TMUEFR T/ Eaeman, w7 — DS Unity
PRSI TAERIHLE

BT AR SRR R, BRATABEEEAE Editor X TIZ4T AR A, FrLAfif] Profiler
PERE ST L RGBT — eI E .

(1) T7F Profiler & 1. fE Unity S8 K IKIEFSE Window> Analysis>Profiler, #T7F Profiler
HH, HEOHES Game EHW-FFid, PMEHAFEAE Game I RAM CY4%R, ATLEEER
FEALFTHIM ), @ 13-1 Fiw.



Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts
Package Manager

TextMeshPro

General
Rendering
Animation
Audio
Sequencing

Fra Debugge
Physics Debugger

Asset Managemn!

2D
Al
XR

Expoiimental_ .

ABE13-1 77 Profiler & O

(2) WHZERRR. H Ctrl+Shift+B (Mac THHAHLH A Command+Shifi+B) i
FTFT Build Settings Xf 1% 4E, # Development Build 11 Autoconnect Profiler /& [fi it B i HE# 1% L,
i 13-2 s,

Build Settings

2B 13-2 BHEREF

(3) EHRA RS BFVET USB EEFIFF &5, %#F Build Settings XHEHEH
) “Build And Run”, N T #EENL LE5hE T, 1E Profiler Editor |4y 3% B rh S EML %
%, P 13-3 s, RJEH T Record I 4RI 3K N F 1B 4T Bk .
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E13E MERL

ystem - Android <DX11 on DX9 GPU>
Help

1B 13-3 EEFEZRBELINE

Z I, AT LALE Profiler YEEE 0¥ 8% & 2 Profiler & LAY T, K 13-4 iR

] BRecard Iyt fnilin Gliiar | Andialdiaye (ARSI 37.0.0.1124 001, Aliscavian Calle

" T oy
o Manh Mamary
o Mutartal Count

A® 13-4 Profiler &0

W RAEM R BB Profiler MERE TR EEEA EFHW S, TEBLRDT KIEEH B loE
f3 H HF EFNEHT AR E R IRAT BN EL T, TTRTFETIFAM Profile, Atk
P RTE Unity 328, #KIRi%EHF Editor> Project Settings> Player, 7E Inspector 47 /&
PEXTIEHE, K IK%EHE Android> Other Settings> Optimiztion, ¥ Enable Internal Profiler i+,
i 13-5 fros, IEEEALT MZsREERE EFILBE T .

Allow 'unsafe’ Code Lal
Active Input Handling* = NP MADAGRLL s

Optimization

Prebake Collision Meshes* 5, |
Keep Loaded Shaders Alive* ikl
¥ Preloaded Assets* il ;
Size (e e R

T " : i bl il " %
|Enable Internal Profiler® (Depl‘ecat

= . T

4B 13-5 #TH Enable Internal Profiler 7F 3%

Profiler A ARG FHRE A FI R - B AT B LU IR AR B o EH] Profiler FATTAT UL 1 2




181 BuRamERLE

PEREILAL RO AR T T, Bl n S ST F N AF . ANRIBESSE#E 7 24> CPU I 1E] . BRIz
PATHUE . 5 BB R BATAT AR A X Lo B 4R B 5 R e e IR IR N, F BB A o o7

THA B

1E Profiler & A, 7] LA E|—7% Profilers, %> Profiler
RN ARFEITN KA ERME R, 45008 CPU f
. GPU fEHTEN. B AFEABN. FE. YEARK
“, e 13-6 Fim.

EFFUEFA S, & O AR Profiler #5484
AN B B e . MEREREE I A K AN, KR —1F)
HHESERE, @i MEIX AN ERE, 7] IREEIIR 21X
FE—WIEAR R T BRI EE S . B8 2R3,
] LAY 28 36 o 1 8 ) BB R AR A, R ) R AE R
—ioir IR, A R A ) R I () B

EFEHE—/ Profiler B E O FEH S ERYiTERHF
] Profiler AL 4TI A VELH(E B - X B B HIEKE T
T4 AT EFER Profiler. BN, &+ WFF Profiler B, XA~
X SR ANHERNFRERA S S nRE
HYE S Profiler, X B 2 B IR #E YL 0T R EE SE TH YL HRAE
PAT REEFHAE -

X4 Profilers 2 HR4LN HE TR R MMEREEHE, B2

@Rendaring-
® Batches
B SetPass Calls

W Triangles
W Vertices

.MGMDW

B Total Allacated
W Texture Memery
® Mesh Memory

B Material Count

M Object Count

B Total GC Allacated
B GC Allocated

Q Audio
B Playing Audia Sources

W Audio Voices
B Toral Audio CPU
@ Total Audio Memary

4B 13-6 Profiler & #1£&3 Profilers

BAVFHA BT EEF BT A B9iX L8 Profiler #bR, FH I, &
HAESHT N F P RERT R B — AN E B Profiler. Hl0, MR A IZITH LRI,
KA B —FF 45568 E CPU Usage Profiler, #1 13-7 Fias.

Al 13-7 CPU Usage Profiler

CPU Usage Profiler £53RA 1424 T W& CPU AEM BN, 7T AR %2 3| N A &34 o
CPU B[] 1 6L. o7 LR SoR$reE A% CPU i) 5, 1Eid B CPU Usage Profiler &
CUA I AT 55 4 Pl AR AT AT Bk X RAE F A B Bn . £ &2 8 CPU LA
o, TTLAEEXN RS Profiler FKHUEERAER, FlWRIELR SH 7TRKHE, A4
A L% Rendering Profiler bt 23R HUE £ 1) FE4H(E B

A PR P — e FRAT AN K0 i Profiler, @it #ih Profiler BEHRAG b AR X #ELHIRT LK
PZASEL, 7E 7 Bt mT LB R @ 8 Profiler % 11 /2 I /1) Add Profiler AR INAREE
(f) Profiler #5R . AR AN BRERAEA 22 78 B IR & SR ER B () REBHE AN B B R B AH AR
Bimc.
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E13E MEMRE

Profiler % [ T HE & — g 45 il 4440, AT DU F I S i 4 ) 1 e o A (RO P 4R o {51 A0
MR R, B 13-8 FaR.

i CPU areas

AE 13-8 Profiler #&41i%4

— R R R AR S, TRAR AT SRS, AR B R I R, B
o Ht, WREIERLN A2k, BWih 2] Bon AR R R, O RS B E R
& VAR

13.1.4 Frame Debugger

Unity Profiler /& — M KHIPEAE 7347 TR, Unity i —/ s K25 (Frame Debugger),
M B SO VPR IEAEIZAT 1R P TERE S8 IR 45 11780, 258 T8 Szl (K R 2 I A
ERF1 i Drawcall 4b, HRAHE RVFE NGB EN], —A— D HES, ZHERNIE T LIRS
VEAHE B2 AT — 2 — B 2a i ok

AR A AT DL iR 2%, R T 7 Build Settings SHEHER ¥ Development Build !
Autoconnect Profiler J& [ f) & EHEARIE L4h, EHMHARKBRETEFBLLRE, £ Unity
HARRIRERE Edit>Project Settings>Player, £ Inspector & 1, #KXi%# Android> Other
Settings, K Multithreaded Rendering & i%EHELE b, JFEZL&FES, WA 13-9 FR.

| Resolution and Presentation J

I Spl'ash‘rlmage il ! . : e !

Other Settings
Rendering

Color Space® " ' (Gamma.. T, " ’ |

Multitﬁr‘eaded"Re‘ndé;rihg‘ e
| Static Batching
‘Dynamic Batching
GPU Skinning*
Graphics Jobs (Experimental)*
Lightmap Streaming Enabled
Streaming Priority

SEOEDRE

|

4B 13-9 Frame Debugger BE+TIF Multithreaded Rendering F 3

(1) #TH Debugger % 1. 7E Unity EHH, fKIKIEFE Window> Analysis>Frame Debugger,
$T7F Frame Debugger & 1, %% OS] Game K530, FHFZFREAE Game £ £
A .

(2) EH AR S . /£ Build Setting X EMEH, A AN F R %#E “Build And Run”, K%
M T #E2| AN LJE31E1T, 1E Frame Debugger & [ H1 (] Editor N ik P EN L&, R
J51% “Enable” %4 (¥t “Enable” %R <8 ENAD, WA 13-10 FiR.

X Frame Debug B A4 2 0852 F2 F7 7R 18 G Z it (A 555 2, Wl 13-11 fiow.



132 Unity Profiler .

A 13-10 2% Frame Debug

4B 13-11 Frame Debug S8 & O

Frame Debug & M 72 il £F R UMK ZERGE M LR E/R T Drawcall /5751 (LKA
f, W framebuffer clear), ZZEREGMIFR T RAKERE. FIRAGMOEREMRT KT
Drawcall FJEE Z 4GS, FlunAH TERF U AMEERR.

B A M FIR A I — AT B ¥4 A4 M B 1% 0 H #1740 Drawcall 15 2, £35 Shader H1f)
ZHEE (NENREESRSERME, UAEEBNECSRER “TWA. Ao, JUT. hull,
domain” HHEEH ).

TEREPRAEL LA R R MR G 83—, a7 DU A A Sk ik 2 H
FERIRR . BeAh, B TSR R SUVFFE Drawcall i SR PE “#ER 7, M8 P Pus+k
BB A

Frame Debug & AT — N LEE, 2RlER4. 4. WA alpha BERFE, A EE
BNAFEFORE . A0, AT DUE A X Sl E A T levels W, RSS20 bR 2
WER XK, HXATIRER A EERLEEN A/ .

fap il
{",%}

N4,

41113 Vel l—_‘_ﬂi &
T A \[..lr it e

Unity Profiler 21F# 3 KRITERE M TR, 7E B35, FRATXT Profiler #EAT T F#LAY
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EOE W
Unity Profiler §EX%f CPU M. GPU . vE¥:. WA@H. UL, MEE. 540, P,
YiE A ERCHREATENEE, ERET RIS T A SR A B .

13.2.1 CPU A BR 2 1TEE

CPU &I #78% (CPU Usage Profiler) /&%f N FHE4T I 4 F 1 CPU 1 F 5 il it
AT G 438k . CPU A A /0 8% DL LI 0 8 UL S5 B a8 4R 40, B 22 b
] Rendering. Scripts. Physics. Animation 2%, #0P 13-12 ffiac. XHEK “Others” H4ric 7
TARBTERNEA, Y. 5% EW L VSyne 1 E%, BAFESE. AL, S, . W
4. JNFF PlayerLoop 4 (LA Fr#ids 5k—80. CPU flF &L 447 8% K FH 4 4R i 7% 2
ALY B T2 A0S B AT AL g i, B E MM EoR HSAE & 410 CPU i 5 EL, iy
PAJT { 3h A) i B E N A EAE S 4, DAE R LT 28 .

Bl & Profiler

L“ﬂmlllm o Al B b e N~

AE 13-12 ST Profiler Efﬂ]%fi*ﬁﬁiTﬁEE%Zﬁéﬁiﬁlﬁ'ﬁf&

1t Profiler & HAMERE CPU FHBM NG, Wk 13-13, &0 F 5 &K ERTE
)5 Z I T HAE . BTy AT PURI 2R (Timeline). ER45H (Hierarchy). JRIBE X
458 (Raw Hierarchy), /& 13-14. & 13-15. & 13-16 iR,

¢ Profiler

Hierarchy
m Raw Hierarchy

2B 13-13 CPU Profiler #4815 23 LUX Timeline. Hierarchy. Raw Hierarchy = 8%

Hierarchy. Raw Hierarchy &7 B, %51 @EMHES X W T.

(1) Self IR HRAERF € RBP LTI T &, AEFE R 78R 31 5% i ] .

(2) Time ms A Self ms 3| B/nAHE RIS B, AR A HAL,

(3) Calls N 2 & Drawcall i .

(4) GC Alloc 1| 57 24 Bt v FH P45 B2 48 5 TR o L SR MO BR 28 R R A7 A 28, LG SR T 7
N 0.



132 Unity Profiler 8

— -

| Timeline

Main Thread

Render Thread

¥ Unity Job System
Woarker Thread

Wor;kar_Thr'ead ¥

¥ Loading

AsyncRead

PreloadManager

AE 13-14 Timeline ﬁﬁt?z‘ﬁ

-
binrarehy o i ; CPLIB0.82ms_GRUI0,00ms, <
Overvign ‘ " fratal: ool dselt 00 ligall lGe alise i

4 Calls To
sy jauELIpgate -

-

Called/From! Icalls! " | G Alloc | Tima ma
‘None s

il i
4B 13-15 Hierarchy B = A=

a8 T T e A AT AT s |

| Calls [Gc Alloe iTim- r;-u y

Called From Icalls | |G aliac | Time m | Tir
None y y ¥

. of " o
2 13-16 Raw Hierarchy B A=

LA Hierarchy. Raw Hierarchy ©/nBf, fE%& H FAGME Fhsked, dn LA%k# No
Details. Show Related Objects, Show Calls PAEREAT S MIARA KA TTAC T, WB 13-17 Fias.

CPU I (L A 2858 T AHAT W BRI . MERE RS I 2 . AR ERE A . B 1] 4
R E DI RE, BARTE SR Unity 6 H S0k .
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e

Wl o Pprofiler i ) i ‘ S ikl | N i © inspector
& Record |Gagp figlils il
Gms (1 SFPS

haviourtipdate &

Ao 13-17 Hierarchy, Raw Hierarchy 3 8] DLiE$ No Details. Show Related Ob
13.2.2 JERER IR

ERAE L7 748 (Rendering Profiler) FEXNERIEMIHAT AT, B Drawcall, )
AR, FRASAACEE, SaE, RS, A% mESE, Wi 13-18 s

7| ®record | Derp Brafile | Fiafile Editai | AndroidPls

SetPags Calls: raw i
(Dynamic Batching) « Batched Draw Ca

(Static Batching)  Batched Draw Calls: 0 T
(Instancing) Batched Draw Calls: 0 ‘ (T FA OO

Used Textures: 0 - 0B
RenderTextures: 0 -0 B
RenderTexture Switches: 0

Screen! 64x64 - 48,0 KB

VRAM usage: 48.0 KB to 48.0 KB (of 1.00 GB)
VBO Total: 0 -0 B

VB Uploads: 4 - 3.3 MB

1B Uploads: 3- 08

Shadow Casters: 0

4® 13-18 Rendering Profiler & O

— 4115 85 GameView EHSHE B & O B4 it BAEwW 8. HERS
Prasdt T ey, EFNMERE i E] A, ] DLEIE B “Open Frame Debugger” $441F] 7 M
PR, PAEXFE— AT RN 4T

1323 AFHERABRI IR

WAEAE B L AT 4% (Memory Profiler) $8&4t T BEFXT S P AZAE FH AL i B B A,
By AR A 4E 4550 (Simple. Details), B DUBE R 5 AR L b M I T e s b ik,
WA 13-19 Fios.

AR, W 13-19 fiR, KSR N R 7E B SR & BT & R w7
H0L, EIEEEE. PAg. BhE., MEEN WG WE 13-19 FRATHEATLAF F, Unity
TRE T — NS EC A A7, DUBE G AT B [ 2 1E R A P NAF . WARMEAIE LA A Unity
RIS S NAF R Mono LB AGFE (EERLIFEULES) . GfxDriver WEFEF (4
B, B HA. HMHE8). FMOD EHKSITETF R NAFR . Profiler T8 N7 ESE.



~* 13.2 Unity Profiler {7

| Simple . "] & i \ a1 ik i i
Used Total: 5 FMO] B Video: DB Profiler: 0.7 MB

B Unity: 25. 1 0.8'MB video: 0B Profiler; 0.7 MB
Total System Memory Usage! 3.17 GB

Textures: 33 /255 MB

Meshes: 6 /6,6 MB

Materials: 25 / 30,0 KB
AnimationClips: 0/ 0 B
AudioClips: 0/0 B

Assets: 530

GameQbjects in Scene: 34

Total Objects in Scene: 187

Total Object Counti 717

GC Allocations per frame: 1 /0 B

AB@13-19 EEEXEE Memory Profiler

FEHEER, WA 1320 fim, EZBERT RVERE L AT IR & WA DU AR
Hii; “Take Sample” #ZAUMIRVEM A N AF RO RISl 75 2 —Lumf a], [Hb R e )
MRS BRI E AR LR KD . EIRBUIRG, K R R IR G RO UEHT Profiler &
F, S5 XS A7 1B LA T IR A AT o

i 9) | Gather object refarences | bl i e R R e
Nafik : | Memory: | Ref count
¥ Assets (517) 26.5 M8 i

¥ TexturezD (12) '25.3MB
Earth ! 6.0 MB o
Mars d 3.3 MB 1 :
Jupiter 3.0 M8 b
TriGrid 2.7 M8 2
Venus 2.0 M8 1
Mercury 2.0.MB o
Neptune 2.0 MB 1
Saturn 2.0 MB 1
Sun d S 1.2 MB e
saturn_s_rings_by_)epag2010-d9Bojav 1.0 MB 1
Uranus i ¥ 148.4 KB 1
Font Texture 128.2 KB 2

» AudioManager (1) 0.8 MB

» Font (1) i 170.5 KB

» MonoSeript (345): ) i y 1 89,3 KB

» Material (17) : 22,2 kB

¥ Shadar(14) ° ! - P ! 2L,0k8 |

» BuildSettings (1) s A ! 13,7 KB

» MonoManager (1) it e dzaxa

* InputManager (1) ) . ) 7.9°KB

» ScriptMapper (1) gl Tty . i By L o 752 KRB

W TrailRenderer (8) | i , 87 KB,

| i

» Transform (21) i | 5.2 KB

A@l 13-20 Details AXEZE Memory Profiler

WIEZ KGRI Assets. WERIE. 7. HARBBHRMEEAT T WAF L RS,
FEHFEM.

13.2.4 B8

Yyt 4 (Physics Profiler) Brni7 st Hp W3 5| % O b Bt AR GETHE03E,, X R
H BN T AR TR 5 5 s P B G PR RE M, Wi 13-21 AR, (AW EE A dsid BoR
HIARIE S g 13-3 fiiax.
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Bk e

Physics (2D)

® Sleeping Bodies
8 Dynamic Bodigs
W Kinematic Bodia:

A® 13-21 Physics Profiler &0

#* 13-3 MESB/RARITRN
Rig fhidk
Active Dynamic TSR A R HEE B 2 NI LA
Active Kinematic TEERAIE B ERIR A, KT 132 B 2R AL A 7T b2 7 ) — i s 30 25 o
Static Colliders AT NP0 B e A AL A A
Rigidbody FHA B 5| B A T (R FE R AWM 4L
Trigger Overlaps HEN AR
Active Constraints FH A3 5| Ak 3 1 SR R 20 R
Contacts S5 v A A A 1 e Aok A B

Unity &, #EEMETHESFEBEHEAAEREEMBEH AL, HHR G808
WK Time.fixedDeltaTime A NS 7], 1XEAUF Update 1 Fixedupdate 2 [A]ff1 2 5
FEfE AR, ISR AT KR A 8 B R T i BE T 3 B M B R AR K
IFIE], WA EZ 2 OCUR FH B 5| B4 T B S B BB 2

13.2.5 ZWMa s

HAAHT 2% (Audio Profilery Video Profiler) /& Xd 5 F + 5 45 55 Y003 FH 15 1 34T B it
(134738, i 13-22. F 13-23 fis.

AE 13-22  Audio Profiler & O



132 Unity Profiler 53

Software Video Playback: 0
Pre-buffered frames; 0
Pre-buffered frame limit: 0
Total frames dropped: 0
Video Clip Count; 0
Total Video Memory: 0 B

A 13-23 Video Profiler & O

FH s E DR L E AR G R MR AR, WS SRR E . WO
JEoR TR RARPEREARE & MRS TN FEAER . o tha&E TMothas £
A%, fEHERBRER.

13.2.6 Ul 2r1fras

Ul 43 #r#s (UI Profiler) &—MNE&ITHT2HT R UL HERERE UL o Mr s, %
SrHTas A DAES BhEE MR UT AR, ST RAGBREA G, T SEGER ) U B8,
Kl 13-24 .

A 13-24 Ul Profiler 910
13.2.7 ERXERAITE

4 IR 4 HT 8% (Global Illumination Profiler) &7~ Y6415 B LA K SLi 4 fH IR B (GD
T RGN LIELIEFHEFER CPU KA, @1k 13-25 Fizx. #£ Unity H, GI B4 4 Enlighten
P g — S R .

Profiler /2T HEBE AT HOFIZS, BEIRIERBRANZRGEEMFARESH, BT L
A3 HT A%, Unity i&42&4 7 GPU Profiler, AL N ARM B 30 F- & HISCRE, KT H % Profiler
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HIBEF BB, WEZ [ Unity 8/ 3CHS .

Total CPU; 0.33ms

Light Probe: 0.00ms

Setup: 0.00ms

Enviranment; 0.02ms

Input Lighting: 0.13ms

Systems: 0.00ms

Solve Tasks: 0.08ms

Dynamic Objects: 0.06ms

Time Batween Updates! 28.36ms
Other Commands: 0.00ms
Blockad Command Write: 0.00ms
Blocked Buffer Writes: 0

Tatal Light Probes: 0

Solved Light Probes: 0

Probe Sets: 0

Systems: 0

A& 13-25 Global lllumination Profiler & O

EE) teetiwm—msm

AR NRHAET— MBI, X s S i 2 v e R, T — = R4
P A RS W OFR 3 8, H AR MAIR 3 BR_ATTZAZE, AR MR 3 BhekdE &
JRBL, XLk RB AR . X AR MARY, WUEHRZLE 30 W/Fb L _EA W] LA
%, ETFEAMERSIEANBRERER . R, BERIIEH.

AR R SRR —FE, XAVEREE R, 50 RN F P AT i Rl AR BR A, 3% 30 i
APTHEL, U RAT I () A R PR 7E 33.3 ZZRP N, A 0 KE S B

BESRMUR R IX A EE, ROV 7#H— FTXMES. DIERRER AR MERENEAT
bR, —WERLTBhE g — A EE, —BEERER AR N 26 E R L — 4 # s,
2 B 5E% £ — Wi fE g — . WOER, EERDAEE. 525 WUER§E R E
FeAr, BRUEGLEEWIE TR ENEVE, ZM2REE TR IRINNERERN.

BEG— WA, AR RMHREIITREAFKES . FEMY, Unity 26205855 H 1
R, KIS R RIE I B RE 2 R L. FLES T REMEANIT, BAERHES
BN PATHA. BT 6RHTES, EHEFSRERTESNITE R, WWBEER. SFf
XA FHPAT R LB IRET, AR MAA REAEREHTEZNMER, JXEESFPH—T
BEHZANMPATRABRES, ER—DURAE B TV KRS R], i 2 2 A e R R

PR e S R LA S AT I (R G, 6T FRATTARE P RE RS o AU A R C . — B
7 R R PR T WOE R, MUAT LA E xR AN A X — i, T 3REUIX A S5 R
A7 R BE R B 2 1 BE BT 28 (0 A

AR FIFAEHROATBahsmi RS, Fik, B3 S - AR L0 SRS A £ T
SEAEHT AR A, #HRY, #17 AR MR TS5 M REOU 1L 805 L T A2 3R

13.3.1 WRE1THEE
WEE AR iE 1T I O B0HE 3= E{E B Unity Profiler f1 Frame debugger 1., Unity Profiler I



133 GG RIR

Frame debugger T E [ FI7E 15 i a2, Wi 13-26 fras. W8 AR B H SERTIEAT
KA BROT.

(1) 7E B hrt % L4 Ak development build, SZHF R4 AR M iz 17 HHEHE .

(2) XRERBITER ST NEE, KRR A LR FEL SR A, F4R - BOWE PR
(RSG5 AT, SRMIEAT I HE AR J5 824047 o

(3) FEFMITERE M B AIFEALIEG, Wi Profiler & O LHMAMERMETENA, A
Bl

(4) 7£ Profiler & M L34y, EEEREIRA MEAE AR . XA DL i R 94k
AT WD, W RTRERFFEEVE MR BT R 4 57 L B Profiler & [ b 3ifa i
FEROHT fE A BT, B BB B R BT 4 5 B AR

(5) X}k ze ok v LS s i 4% (Frame Debug) #EAT B IR A BOEHE R T4

=) g e e T ———— rm— oy e 4‘

:fi”;iliiiiﬁ

SESES URSRRRERIARRIIR
: im;‘im{m:s;:m'.i;mi:sa;

IREEHEE

2B 13-26 A Unity Profiler Yg% AR N FiZ 78S 548

13.3.2 2imzfTiuE

%%@J AR N HIEAT I B 2 AL, 7R BIX HfE B 5 X IX e g AT A R 21 5
AP B 0] R R A RAE B ) B >k . X BLLL CPU Usage N1, VAR QAT 237 4 51 () 5L
P, ﬁﬁh Profiler 7347 #8281

7E B RE M @, CPU Usage 1 R & £ K108 . 7E CPU Usage & 1 L34, 7
DAAR 75 B 1th 7 81 R 5 R — Wi TR 54 45 AR R et (8], ] 13-27 B

AB13-27 #T7 CPU Usage & O 947 &1 FEMITER
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XEAEFH, AHra UAREBEEAT TARRSE, AT Bl EE— A e L ME S AT
BE. AAKBEYHRE THEES. WART . MBEEHETEIESH, mE 1327 f
7~ Profiler e E7R 1 RFIE L AARIBRAE S A .

fE 13-28 s BB, f£% DR ER 7 XWiHrE £S5 4 CPU FER 3L it 85.95
=,

si«#%%uwwm@ i L CPUBS A5, GPUI0,00ms | Frae, T < e

1B 13-28 CPU Usage ®# 0% 7 CPU B iTHE]

MEBAERSESA, KWKo RIEFEEER L, IR lniE, 2Eft
RE [F] G A% T $l, ARAXHERRAGE R T BT B E R T

CPU MMt asid et 7 AE K BR#EX, 7 L2 Timeline. Hierarchy. Raw
Hierarchy. fEXIEIEG A SBEEWE, 7 LAEEEHBREWEZZIERANEER,
JAIETE Profiler /& F & O ) Fu 3 LR 1%E#E Hierarchy 7] IEEE CPU (5 MHEYIEE, AL
X R WA 548 B T i % 1) CPU Y [E].

£ Hierarchy ALEH, A DLRAHMERIIAAE, &XTUE B EATHET . W8 Time ms
AT DAS% R PR AR 2RIt (B] R, BRef Calls T LARE IR =4 it Aol o R HIHAT IR BEET - £ 13-29
FisEE T, BAHZEE EHEF, BELE 2] Camera.Render £5% T 5% ¥ CPU K [A].

08
DB 6.40 0
il + 3 (M

n i o

08 14 0.00
.{7“‘1’@'. | T ]
W : Bl
| RenderTextreSetActive 0.0%00% 1 0B

JobAllocGrow 0.0% 0.0% 0B ;
B RenderForward Renderloop) 12.8% 7.5% 0B 1107 651

A[B 13-29 iEiZ Hierarchy EEMEEHFERE R

£ Hierarchy #LEIH, WRATHES FAMA L, WA RGRA, #—PBEREXI K
HORA TR AR R, I HX RO BRI YRR . ZEX M, Camera.Render
HIH#E CPU I [8] 52 £ /2 Shadows.RenderJob BR#, BIERATEIAEXN X NRYOER KT i, H
L oM P BRI R A 7 KB EN R, S0 7 MR R B SE AR, F HERFER IR %2
SEFREARE .

SRR - (TR -




133 HERLH—BIR
D1#: 2| Timeline B30, WA 13-30 Fiax, B RIZLAERE RN EERNE: CPU 5
17 Wiy A 25 2R AR A DT AT 55

Render Thread =~

¥ Unity Job System
Worker Thread

Worker Thread

Worker Thread

AE13-30 BLEHTER

B EE Timeline {5 HATE, T LARBIPATRIBHLRE, JULRINTTLHEMRULE
LFE. £/ 13-30 #, A1) Shadows.RenderJob i F () 5K kA 76 E 4652, FLRFEM—A
155 WaitingForJob 878 H F R R IEESRF L AR RUTES . Bk, 7T CAHERT H A FH f2AH <
B’JF%&%\%{’E%EE%EWIA%EHDH:{%%Tk%ﬁﬂﬁﬂ

| ARAFTRNESFRRT. S MEERIF SR, FANERTI
RATE A RLT ML, B Unity BRHBAEXWERAEIH: EHE, B
 &AEf T AL (worker threads), FE BB ERETER S, REHBEHELAHA
 RBERS L,

ries

1333 WHEEHRE

R 2 i) R R O ) R B —20 . B IR G R RE RS R, Bk, BATEHRERR
Sy (EEFN (VSyne) FHFEZZMAKWENBREARNRE, AAEERSSEN
AR N A RIMI#, fE Profiler & K Hfm] LUE B . 3 B W20 1R ] BE & AR5 14 A 1 4L,
SRMIRATAIWHEE, BT ARk S A 4R i 2 AT ROZ e R R E R . 76 Unity 328, K
K&+ Edit> Project Settings, §T7FF Project Settings ¥ 1G4HE, V]3| Quality %35, £ Other
F1i% & V Sync Count N Don’t Sync, #1E 13-31 fiizn, {HIEE[FB AR ERE RS #H A BL
KW, AREE (BlanioS F&) ikl FE .

EGR T W5 R R MR, HAIZREE —DE RN S, REEN
AN AR RS2 MR T CPU /252 IRT GPU, [ A/ [ (4 il i 7 B2 AR ] 10 7 v 2 v
fal i, CPU MBTHREA AR T ERRIEL, 1 GPU SMBTHERE . 27E Ptk RE 17 & 5
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N CPU E3% 1 AAKHS [AIVE S — Mt , R A2 CPU 32 B8 4y gethfe e B2y GPU {£7%%
TR EIE R — i, R 2 GPU %/

2B 13-31 XAEERS

1. GPU %ZR

PR GPU 3Z RS R T7iE2&E H GPU Usage Profiler, {HIBRY& )2 IFAERTH OBt %
UK #R L H#F GPU Usage Profiler, bR E %K 2 GPU Usage Profiler 7 H AR & L2750
F. 4TJF GPU Usage Profiler, WIR Bz &AZF:, AILEEANERER “ALHF GPU
43t (GPU profiling is not supported)” “#4, W& 13-32 fizs.

BERZH GPU 7

IR % F GPU 24, REEAE GPU Usage & [ F 4 [d]#4r 19 CPU a1 GPU it
&), 4R GPU IEIRT CPU KA, Hin] PARfiE AR RLH 2 GPU %2BR. IR GPU Usage A1)
H, BARE IEHIA AR N 2B & GPU ZR—3FTH CPU {# 4 #74s, W E | CPU
fE%4F GPU 58T %, BIERRE GPU 2[R, HHuF.

(1) #%# CPU Usage.

(2) fE%H O FHEEEBM NG R

(3) EHEREHIA.

(4) %% Time ms 5HEF .

npd 13-33 fian,  BRE Gfx. WaitForPresent 7 CPU Usage " VH#EMIIN ] 51, iXE W CPU

4B 13-32



134 BREEEERL
E2E4%F GPU, iR GPU ZFR. W2 GPU ZR, T—FwMNi%xEEN GPU BRI E Yuik
et

i A7 ROCOID LLIRR MTOTIE.

Drafilar Einslivad nACandTrama .

2B 13-33 ®ETXF GPU 4B iEid CPU Usage M2 &2 GPU Z R

2. CPU %R

IR AR MHIARSZIRT GPU, M4 BA T HERE CPU AHRKES . 17T CPU Usage,
ER O B, RARREGRAEFHBCRLE, 7EA MR R BRI, a0 5 CHS 53 i H
HFEEER b, BARRRERIET &, %8BT PR — AR RE A E(E R

(1) &+ CPU Usage.

(2) KR QN7 & W s R .

(3) EHREREHE .

(4) H.7 Time ms 51, ¥R E07HFER TR HET .

(5) BdzRha FJ7 R (BIYHFER &2 R0 .

WEIEF R ER — NELREE, 4 CPU Usage &R B aEEH 2. MEREXANR
A, Bl ERERERARCREIE S R RS, HEAEX b2 CPU ZIR, RN FEEE
R B AR BRI R FE BT, REBEEERMNEXEE WEN o7/ H. w2 CPU %
MR, T8N ZEEX CPU BIJEER 1T

3. Hft5|EMan@nEERE

BRI, PEH R, AT R T R R R AR FE R A, AT LU CPU Usage.
Memory Usage & 7 Hras B 34T 204« SR e % GC.Collect HHIRE R D b7, HFHIEH T
ik Z 1) CPU WY 1A], HRAFRATAT AR e B3R I S 3 7 M HERE R & nRAEE N iR
ANPIEEVEEL, WE AR MA BRI S 5| BEHEA R, MREHO LA RREERZ
P AR, W5 AR S 014 8 ) 5 P IASH %

JREBRANTHE T EIR EW, TR AEAT 3 FRRE WA S R RE I B R A, (H
AR RiFHTEIEATH AT RE B B B Fh SRR TERE M . AN HL %, A0S b Ag ok 1) LAY
%, JelcEEdE, {EH CPU Usage Profiler £ EE N AIEIT(E B, EIGIE M S ERE. — B
T8 15| AR R R, BATEL AT PAYE Unity Manual. Unity Forums. Unity Answers £ #K
REAHR R, RAM .

Unity X A N AR RIS 5 505 58 @ T AR MAIT R, tnESHtae s, sha

I
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e N S—
#t4t# . LOD. Fif5 S IREMABAR M AT AEHI B AR R TR A+ {2 AR A
BT R &N, L PC B & ML E ST ZI M 2 s T 5%, 1 BBl B & 1 7%
AR S PC BRI RALAR LEIE A 1R R 220, Rk, X AR BZAIRIO0ME EE PC il RRE R
EF. MBRAEREETRAERE AT ZMERNEM, Tl RBGL K INRARE
7 T REAT — AR R A

f£ AR AJF RS, BATN A7 NIRBE & HRMRYEE, 1 # Unity B ERERE
L, EF— LB MR RE MRV E S, ks — Lol STt A% FH P B A AR
Bl SR GERBEROCRBORSE, T8 ah s & & 2R R OBR LT A mE 13-4
Bz o

* 13-4 HABHREREEREANBRARMN G Z
EHER HARRMU S
SFRERL WRIRIRIR ERT R R4 Sprite fAF AOEHUR
S AR B SUE B fy 1, LA SLIEQO N M (Bump mapping)s JRTT 2 Mo o Lo S RIS 15
R A S SRR R AR 1 R R A B i M
SRR FRURRA] Lightmaps i, 14 & BB SO #E/0E LA Lightprobes,
iR FCIEMBIASIT SR 0 € F R e — (3D & B AR R
S BB WEAE I B2 R it
kil B SR SRR B R RARARHRE E XK
o R T B UV S B4R 3 R TR
R Y AR TR B S TG PR SO G
SR (IS UV B B4R, BEAE Shader 844/

MR R B E —E L F RN ZEF T AR MATFRKENERE, AR EAN
RIEFROTIE, BHERT. TR TIESZ —, W en, KT RZH fEREE AN
AR E S

1351 EFRnE

EMEEZ AR NA IR R FE I H S K BIE AT % 5 R R RS
&, RATE St R A E E A IE L AASESE, R oAt REA I &5 SR e X P A ok ) . TR NEE
fi# Unity {E 43S FA B TR o i aaT, THEVLIEER S CPU EI N TAE R Bk 13-34
B o

HAFEBERNRE, FEEYP—WN CPU Ml GPU T EUMEI & BES, ST
Al —NAE Bt [A) AR A AR 23 e e R . Rl E Gtk e B A B I A R A . —
& CPU i+EEE5#ER, R CPU AFEIER Ak (FEEREAE M HHE KRR
FEHER), T 7 IR IEIE RN CPU BUMEIIES; — & GPU ERVEL SRR, HiERE
LK — S RA LSRRG (EERERMERFTELCHMWEBIERE, WEMTILRE., 4
HFRSFAE), fTW 7 PR EGRR N GPU BAESIMI. fs2, WHR CPU 5 GPU
B AT, MeSBHAY—AMERTAE DR, —HEFA— T EREEHRGT,



1&5%%@&

MERA RN T FRK AP S, CPU il GPU #4L THURE XA EH A PIRA . iR
CPU 5 GPU 1 REA St 1A BE WG 2 35k I et FR PRI SR BB -

(U g

({il,‘:}:

CPUSAGPU F AT 4 (LB 2

(L4545 (A HEE

CPURARGPUSR A ZEF T I A2 1

(a)

1B 13-34 Z£@ (a) BUFEHUERTER, B (b) & CPUBRTEREE

13.5.2 CPU #iz

EEZ—WERN, CPU FE5EM 3 KT/ REMHLATELH . N GPU &

2\ KRiZ4A 3 GPU. X 3 KR THEAEHREMLMMSE, XLl L LENR
o b

Unity {EH RS 3 REFEML: FLA (Main thread). JEHLEFE (Render thread) Fil
TNEHRE (Worker threads). FEZ&FEM T 58 M AR B EE CPU LS, A — i YT,
EHRLRE LTI T RIEM LS GPU: B LALEPAT — B IESS, W5 BRI 55 .
MRLEAT SSAE MR LR AT I T AR BLFHIBAT BB AERI R R B, @ % CPU K OB ESE,
Eﬁiﬁﬁﬁl)\%fiﬁiﬂﬁ%

: % % %2 ( Multithreading ) 2 1§ M3k tF S F 15 | L S A LA I R HATHH K,
 FBBAWFRWESF RIS, Y- NBERT-AMESH, B —ABET YR
P | HMTESTARER, KEAF ARG LHAE, BITIERABER. 2
’  ERESUARETENREN, KA SREEL, ﬁzmﬁﬁw%Aﬁi%z&
A2, 0 WebGL R XHU M. EFXHERRERHTE L, FHNES
RITLETE TR

T2 ERREE R T 0 AR, ERMN SR fen, R0 40T AR el
{E55 %37 CPU R, W AR N REAT 18R FUATE — MR LIS BRIERIEIE S T KKK
f (], A AE 7 — AR L BRI A 52 2 (K I (B A G AR AT 5 B

Player Settings %&£ ) Graphics Jobs £Ti (7E Player Setting> Player> Other Settings

d
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IR T) YE T Unity 275 TAZRFE AT — S 5 75 BLE - 4R 1 ol v e f dh 4
TS, FEXFRFXATHEEIE & o FZE T RS S L al WA M R IR T2 R .t R A A4
RUEXANTHRE, BEiZdr mxt TF 8 A OGP BeTh e EAT ML RE /AT, WER % ThBe Xt b RE (B, B R
BT .

Bk CPU M n] LA CPU [ 3 KITEANFENH .

1. REMTABELH

£ AR G5t , MHEFECSK AR RS E . R, B KSR
BEY, FEHEERTHE, KEERAAER O A 34, RO LFa Ak
ISt mitERe. HIREER 3 MER: WHEAESER (Frustum Culling). 451 (Occlusion
Culling). ZIT5IPE(LayerCullDistances), #13 13-5 ffizn.

% 13-5 HRA R T AR
BB R # RIS

4§ F] Camera ff) Frustum Matrix JB¥ERIBRA T EER KA, &R UME Camera & A5
FIYMAR FEE R, Unity BRATE

Occusion Culling P ER PRSI BR, Unity B FH R EERHFR (Occluder Flag)

B — e BE R R B B, T TR T RN W B R A B AR TR K Layer, W0
BN “grass”, WHIERGEWT:

float[] distances = new float[32];
distances[LayerMask.NameToLayer ("grass")] = 50;
camera.layerCullSpherical = true;
camera.layerCullDistances = distances;

Frustum Culling

LayerCullDistances

MR SEBARHIE BT S0 KfE, WA FEEY, S0k T AR BN
REAA A4

2. h GPUE&®S

N GPU #&MAEIEMBERFTFLHED 7. REERRS. AESERN, CPU
i E A A TR G R R AR BB A AR, BT RSl SORSHEE UM A FEnE
FEAT, XEFIEEBEAER PSR K, EEEREIE MBI SRS, CPUETFER
B GPU ERWIRE, MMM, oo, B, JRER. REER%E. Ak, &
FERE GPU MELIRA, W0 RasterizerState. BlendState. DepthStencilState. InputLayout
M EHE, XNMERFE CPU S GPU [E5, tHE— MMM, EXAMBALILKE
R Drawceall, B8 —IRVEERKIANAEANESNB, HRIBERES, A HRBR,
g, MHEREAIT.

3. Zxw<E GPU

Kikfn A E| GPU JHFERT ALK& 5| 2 CPU MRS M B WIR IR . ZERKZHECES L,
Kixm4 3 GPU AEF HEREREIAT, MIFEH T ALREHIT (1 PS4), HEREMLE
GPU I, HFERTHIHEMER SetPass call. WIH CPU 2[R &2 M RiEMm4 % GPU 5l&EH, A
& SetPass call %5538 H & f i i B M REMI 77 . 7 Rendering Profiler /1, W] LI E M ith %G
FII45 £ /1> SetPass call #11 Batches # K% .

A [FIHEA b PR SetPass call FIRE ) 2 FAR K, 7ERuT PC LA AKX SetPass call F( &%
EXKTREFG. BHAERILE AT > SetPass call #1 Batches $i i, 7 E kb iE st %
BE. OB MNERNRERRE. SIFEREN R, R EE Y3 DirectX m#




| 1es mEm

OpenGL, XtBEITEIEGE IR 1 ARG SOZ IR A 5 B

Q BAOEENREE

/D TE Bt RA B A 18] SR K P& I SetPass call 1 Batches 5%, Ji/E Hexd R ECR
i WIT IR 13-6 iR .

* 13-6 B ERNRBENE NTTE
Fs BRAE

! W R ot SR . WiERARE S, ARl S HoR, WREIRACR
VHIRAE, AR AN B R AL 7 vk

5 B BB BT P 11 19328 T R PRGBS 1 o XA R ME R BE B ARAR L £33 5 iR 1
KA TRRIE G, 308 W (0 35 S8R 70 A 00 ek MR Y S 8 e )

3 0 R T B R SR R A R AT B, T BARE BRI Layer Cull Distances J& 1, &
A AR A Layer Bt B A RIRRYYBER, RS R PHME AP, XA HEREH
BT B P S 5 R 5 R PR P PR OB o 01350 3 AT — MK RORRS,  7 LA F 4 )

4 FRIIfE, %P HUE HHE R YR HOME S . 78 BV R A& Unity (KIERS IR ThBEIE AR FTA
WA ER, ERBHBSMG CPU HFE, Jf HARKBE LR A, HAER M7 a] DK i
S R
FEXAYAIE . TLLFZREA P ERRMYEES, WnRas—RdHmvsE, Bk

5 CATHBLZAISE B L5, POZTFRAENMESR. FhMBREL Unity il sa) B
BfE

QA ERNE RN R ITE G

SERFICIE S BASERNRUR AT LUK TE AR IO FOSRR, (R IR S AR B 5,
FIZLETh e B B BB BAE 2 I, XS PEREIE G . T8 W ORIF, X LS ThREXT 1 AE
) 5 i R PE O T 5 Sk VR e B AR, I/ BB et SR B B WL D7 sk 13-7
7 o

*13-7 WOBNERMRELRBE R
Fs BRAZE
1 RAEEE Unity halidoei, REDAzE R
2 FERI R BOR US4 F R 6
3 L AR, WEBEIERE, #idk A A s B e
4 JU A A S Rk
5 Shader R EA{EH L pass 7H Y

. T B 1 B A 4 W 3 3 B IE R T H AT T o O LB Be B AR IR oK MY R LR AL
SR G, PIRAR A k. EH ORI R AR B BT R R A L

it HFEBRTRSERER, PYRRAR, ERERRABN A, 0 HERE
BT UMM A, BREHED WET LA,
Q &Mk

AN TE e AA AT DL KR 2D Draweall, —7 Batch A] AL A 2 ANUMA I SHE, R
BEHWE, WXLy 0b 2L AR [F A B AR R Se B MRF e S B (88, Shader.
Shader Z#(55). & IFEFMIRRH WL WZER 13-8 fin.
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R R e

% 13-8 BHERMENE R5E
Fs BRAE
1 ##7 Batching, fu¥F Unity & 3MSMABSIMPAE. I FEHIURE A kT LAE 3

#3 Batching, AR iZ5)HEZH LR LTSI, HXTRBAEAZRMEAREI
AT — L ZK IR

2

3 #3F Unity i Ul TBE
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