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CIEL CVICENIA

- Pohyb mysi
- Look-At mechanika
- Vytvorenie VR aplikdcie do telefonu

Q

KPI FEI TU v Kosiciach SVR = Unity 3 2
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ULOHA

- Vytvorenie novej scény:
- Podlaha
- Avatar
- Rozne objekty

KPI FEI TU v Kosiciach SVR - Unity 3 3
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AVATAR / HRAC

Uloha:
Vytvorte objekt a nastavie mu kameru ako

1.

Sl e

child

objektu, s ktorym sa budeme pohybovaft

Kameru nastavte na vhodné miesto
‘e novU action do vasho Input Action
te script na pohyb mysi

KPI FEI TU v Kosiciach

Priday
Pridq]
Priday

‘e script na pohyb avatara

|

SVR - Unity 3 4
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NOVA INPUT ACTION

Actions + Action Properties
® Move T, Action
-

o JUMPE T Action Type
® Look + Control Type
® Delta [M

Interactions

Actions 4+ Binding Properties
® Move T. Binding
& Jump T,
® Look
® Delta [Mouse]

Interactions
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MOUSE SCRIPT

using UnityEngine;

using UnityEngine.InputSystem; o T e n -I- O S C ri p-l-

public class MouselLook : MonoBehaviour

{ public float sensitivity = 100f; p ri d OJ. -l-e n O

public Transform playerBody;

Camera object

private float xRotation = Of;

void Start() -
+ Mouse Look (Script)
Cursor.lockState = CursorLockMode.Locked; 0
j : ¥ 100
?ublic void OnLook(InputValue value) |z Y 2. Sphere (Transform)

lookinput = value.Get<Vector2>();

} - Nezabudnuf

void Update()

{ ° y °
float mouseX = lookinput.x * sensitivity * Time.deltaTime; rI O re e re n C I U
float mouseY = lookinput.y * sensitivity * Time.deltaTime;

[ )
// Vertical rotation (camera only) O P q e t O b e |<'|'
xRotation -= mouseY; n r n

xRotation = Mathf.Clamp(xRotation, -20f, 90f);
fransform.localRotation = Quaternion.Euler(xRotation, Of, Of);

// Horizontal rotation (player body)
if (playerBody = null)

playerBody.Rotate(Vector3.up * mouseX);

}
}
}
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MOVEMENT SCRIPT
g UniyEngine.nputsyster; - Tento script

publc clss layerMovement  MonaBehatdoue o ile ije NO
e Parent objekt

private Vector2 movelnput;

void Start()
{

rb = GetComponent<Rigidbody>();
}
public void OnMove(InputValue value)
{

movelnput = value.Get<Vector2>();
}
void FixedUpdate()
{

// get direction relative to player rotation
Vector3 move = transform.forward * movelnput.y + transform.right *
movelnput.x;

rb.MovePosition(rb.position + move * speed * Time.fixedDeltaTime);

}
}
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SCRIPTY

- Pre oba parent a child objekty
(Avatar a kamera) pridat komponent

Player Input
- Actions — vase Input Action
- Behavior —» Send Messages

Send Messages

Open Input Settings Open Input Debugger
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SCRIPTY

- Overte spravanie scriptov
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ULOHA

- Pridanie Look-At mechaniky
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using UnityEngine;

s C R I PT public class LookHighlight : MonoBehaviour
{

- Tento script pridajte na
Camera objekt

- Na objekt, ktory
chcete zvyraznit
pridajte tag:

LookedAtObject

- Objekty musia mat
- Collider (pre raycast
- Renderer

}

public float distance = 10f;
private GameObject lastObject;

void Update()

Ray ray = new Ray (transform.position, fransform.forward);

RaycastHit hit;

if (Physics.Raycast(ray, out hit, distance))

{
GameObject obj = hit.collider.gameObject;

// ONLY objects with this tag
if (obj.CompareTag('LookedAtObject"))
{

// reset previous object
if (lastObject != null && lastObject = obj)

ResetObject(lastObject);

}
HighlightObject(obj);
lastObject = obj;

}

else

ResetlLast();
}
}

else

ResetlLast();
}
}

void ResetlLast()
if (lastObject = null)
{

ResetObject(lastObject);
lastObject = null;
}
}

void HighlightObject(GameObject obj)

Renderer rend = obj.GetComponent<Renderer>();
if (rend 1= null)

rend.material.color = Color.yellow;
}
}

void ResetObject(GameObject obj)

{
Renderer rend = obj.GetComponent<Renderer>();
if (rend !=null)

rend.material.color = Color.white;
}
}

ﬂnns

Virtual Reality
Camputer ' Graphics,
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COLLISION SCRIPT

uuuuuuuuuuuuuuu

- Overte spravanie scriptu

KPI FEI TU v Kosiciach SVR - Unity 3 12



- Nainstalovanie Gitu

hitps://qit-scm.com/install/



https://git-scm.com/install/
https://git-scm.com/install/
https://git-scm.com/install/

- Import Custom Package
hitps://moodle.fel.tuke.sk/mod/resource/v

lew.php<eid=14522

KPI FEI TU v Kosiciach SVR - Unity 3


https://moodle.fei.tuke.sk/mod/resource/view.php?id=14522
https://moodle.fei.tuke.sk/mod/resource/view.php?id=14522

VYTVORENIE VR APLIKACIE DO TELEF

Import Unity Package

- Import v Unity:

1. Assefts

2. RightClick

3. Import Package
4. Custom Package

Ak nastanu errory — restart a skusif znova

KPI FEI TU v Kosiciach SVR - Unity 3
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Virtual Reality
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Virtual Reality
LLLLL

VYTVORENIE VR APLIKACIE DO TELEFONU
- Import v Unity:

1. Tools

2. Google Cardboard Setup

3. Install Google SDK s

Google Cardboard Setup for Beginners

Install Google SDK
Open Package Manager to Import HelloCardboard

% Switch Platform to Android

i+ Tools Window Help - 2
Configure Player Settings

Google Cardboard Setup Open Player Settings - Publishing Settings

Update Gradle Files

# Svene o® Game

0%

Ak nastanu errory — restart a skusif znova
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VYTVORENIE VR APLIKACIE DO TELEFONU

- Nainstalovanie Google Cardboard XR plugin
1. Window

Package Management
Package Manager

2.

3.

4. + =
5. Install package from git URL

6. Install

https://aithub.com/googlevr/cardboard-xr-plugin.git

KPI FEI TU v Kosiciach SVR - Unity 3
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https://github.com/googlevr/cardboard-xr-plugin.git
https://github.com/googlevr/cardboard-xr-plugin.git
https://github.com/googlevr/cardboard-xr-plugin.git
https://github.com/googlevr/cardboard-xr-plugin.git
https://github.com/googlevr/cardboard-xr-plugin.git

- Google Cardboard XR plugin Scéna

Google Cardboard XR Plugin ... = Update
1.26.0

Author unknown

com.google.xr.cardboard

Description Version History Dependencies  Samples

Hello Cardboard 2.071MB

Basic sample, minimal project setup.

1.26.0

>

HelloCardo... Vihode

KPI FEI TU v Kosiciach SVR - Unity 3

Hello Cardboard

Scenes
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VYTVORENIE VR APLIKACIE DO TELEFONU

...............
nnnnn

- /mena platformy na Android

9 Inspector

Google Cardboard Setup for Beginners

Install Google SDK
Open Package Manager to Import HelloCardboard
Switch Platform to Android
Configure Player Settings

Update Gradle Files

KPI FEI TU v Kosiciach SVR - Unity 3 19



- Konfigurdcia Player Settings
1. Google Cardboard: RS

Google Cardboard Setup for Beginners
Install Google SDK
Open Package Manager to Import HelloCardboard
Switch Platform to Android
Configure Player Settings
Update Gradle Files

2. Build Settings/Profiles — Player Settings

Android™

KPI FEI TU v Kosiciach SVR - Unity 3 20



- Konfigurdcia Player Settings
1. Player Settings

2. Publishing Settings
3. Build

KPI FEI TU v Kosiciach SVR - Unity 3 21



2 Project Settings

Adaptive Performance XR PIug—in Management
Audio

Editor

Graphics (]
Input Manager

Input System Package
Memory Settings
Package Manager
Physics ARCore
Physics 2D
Player
Preset Manager Oculus

nitialize XR on Startup v

Plug-in Providers @

+| Cardboard XR F

Quality Unity Mock HMD
Scene Template

Script Execution Order

Services

Tags and Layers nformation about configuration, tracking and migration can be found below.
TextMesh Pro

Time

Timeline

Ul Builder

Version Control

Visual Scripting

XR Plug-in Management

KPI FEI TU v Kosiciach SVR - Unity 3
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VYTVORENIE VR APLIKACIE DO TELEFONU
- Pridanie scény do Buildu

1. File — Build Settings/Profiles

2. Open Scene List

3. Add Open Scenes

KPI FEI TU v Kosiciach SVR - Unity 3 23



D Inspector
Google Cardboard Setup for Beginners

Install Google SDK

Open Package Manager to Import HelloCardboard

Switch Platform to Android
Configure Player Settings

Update Gradle Files

KPI FEI TU v Kosiciach SVR - Unity 3 24



VYTVORENIE VR APLIKACIE DO TELEF

- Nastavenie Layerov na Interactive
1. Hierarchy — Treasure — Inspector
2. Layer — Add Layer

3. User Layer 6: Interactive

w
Tag Untagged ayer Interactive

+ Cardboard Reticle Pointer (Script)

5 . P o Reticle Sorting Order

Reticle Interaction L... Interactive

KPI FEI TU v Kosiciach SVR - Unity 3 25
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