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What is URP?
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URP supports over 20 platforms and a multitude of different games and art styles.
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' Whatis URP?
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' Decals and Decal Layer —

Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( MLiE[#
5, ) . Decal Shader Graph ( MhEEGEEE )

2. Screen Space & Dbuffer
3. GPU Instancing & ECS-subset system

4. Decal Layer N{EESZHF

5. Plan to support on transparent objects ( iIZIEFRENLE
FFLTR )

Unity'



' Decals and Decal Layer —

Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( MLiE[#
&) . Decal Shader Graph ( IfEE®SE )

2. Screen Space & Dbuffer

3. GPU Instancing & ECS-subset system

4. Decal Layer NL{EESZHF

5. Plan to support on transparent objects ( iIZBEFRENLE
<HFLTX] )

Unity-



' Decals and Decal Layer —

Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( MLiE[#
5, ) . Decal Shader Graph ( WfEE&:E )

2. Screen Space & Dbuffer

3. GPU Instancing & ECS-subset system

4. Decal Layer N{EESZHF

5. Plan to support on transparent objects ( iZIHFRENLE
SR )
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' Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( i
125, ) . Decal Shader Graph ( TLEE®E )

3. GPU Instancing & ECS-subset system

4. Decal Layer NH{EESZHF

5. Plan to support on transparent objects ( EBAZRME
MatesFFt%! )
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v Decal
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Max Draw Distance

Use Rendering Layers

Automatic

v DBuffer

Screen Space

Add Renderer Feature
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' Decals and Decal Layer

Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( MhiE[#
5, ) . Decal Shader Graph ( MhEEGEE )

2. Screen Space & Dbuffer

4. Decal Layer N{EESZHF

5. Plan to support on transparent objects ( iIZBEFRENLE

FFTH )
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Q Decals and Decal Layer

Selected: Inl_DecalUpdateCullingGroupsSystem.Execute
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' Decals and Decal Layer —

1. Decals Renderer Feature . Decals Projector ( Mg
1222 ) . Decal Shader Graph ( MYEE&:S )

2. Screen Space & Dbuffer
3. GPU Instancing & ECS-subset system

4. Decal Layer NH{EESZHF

5. Plan to support on transparent objects ( iFZBHERME
MatesFFt%! )

Unity:
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@ Decals and Decal Layer

1. Decals Renderer Feature . Decals Projector ( i
1222 ) . Decal Shader Graph ( MYEE&:S )

2. Screen Space & Dbuffer
3. GPU Instancing & ECS-subset system

4. Plan to support on transparent objects ( FERAZRE
MhteszFFiTa )
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# Scene
Game

TAA

o Game
v Display 1

> Animator
v 1920x1080 Landscape ~

UnityEditor.ShaderGraph.Dra
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UnityEditor.ShaderGraph.Dra
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O Inspector &1 Occlusion
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v

Tag MainCamera

v

v Main Camera

-~

Transform

Position
Rotation

Scale

Wt v Camera

Render Type

Projection
Projection
Field of View Axis
Field of View
Clipping Planes

Physical Camera

Rendering
Renderer

Post Processing
Anti-aliasing
Stop NaNs
Dithering
Render Shadows
Priority

Opaque Texture
Depth Texture
Culling Mask

Occlusion Culling

Stack
Environment
Output

f1 v Audio Listener
v Tracked Pose Driver
Device
Pose Source
Tracking Type
Update Type
Use Relative Transform

Use Pose Provider

v Universal Additional Camera Data (Script)

)

—

=)
Static
v Layer Default
o
X -0.028 Y 0.321 Z 0
X 0 e 0 Z8 0
X 1 Y 1 = 1
e i
Base
(7]
Perspective
Vertical
@ 60
Near 0.01
Far 1000
(7]

0: AVP_UniversalRenderPipelineAsset_Renderer

No Anti-aliasing

0

Use settings from Render Pipeline Asset
Use settings from Render Pipeline Asset
Mixed...

v
(7]
(7]
(7]
e
o it
Generic XR Device
Center Eye - HMD Reference
Rotation And Position
Update And Before Render
None (Base Pose Provider)
e it

Add Component
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8=~ & | N | B D Q Layers v Layo

= Hierarchy a i Scene o Game i © Inspector
. o Game * Display1 +« 1920x1080 Landsca v Scale 8 Play in Windo v ® Stats Gizmos « 3
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£ Reflection Probe Studio_Ceiling Scale Ly R 1 =1
5] P.oflr::l!nn Probe Limbo B v (Camars
@ Reflection Probe Studiol
£0 Reflection Probe Studio? Render Type Base
(D Reflection Probe Studio3 D :
€D Reflaction Probe Wheels \rolec( ik .
D Reflection Probe Wheels Projection Perspective
@ Reflection Probe Wheels Field of View Axis Vertical
€0 Reflection Probe Wheels Field of View &
0 3D LIGHTS AR R .01
@30 COLLISION lipping Flanes ear 0.0
0 3D CONTROLLER VR ar 1000
& Tedeport_Origin Physical Camera
) Teleport_Origin
D Teleport_Origin Rendering
(i?j Teleport_Origin Renderer 0: AVP_UniversalRenderPipelineAssetl_Renderes
D Teleport_Origin Post Pro
OV ONTROLLER : .
) XR Ri Ant 26ing No Anti-aliasing
AN N
@ C ora Offset Stop NaNs
P Main Camera Dithering
(% LeftHand Control Render Shadows
RightHand Controlk
Prior 0
GJ" nteraction Manage Priority 0
(@ 3D DECAL Opaque Texture Use settings from Render Pipeline Asset
&) Decal Projactort Depth Texture Use settings from Render Pipeline Asset
&P Decal Projector2 Culling Mask Mixed...
Occlusion Culling v
Stack
Environment
( "o « Output
'\ J .
— 5\ . ; ) R §1 v Audio Listener
: | v Tracked Pose Driver
Device Generic XR Device
| Pose Source Center Eye - HMD Reference
E; Tracking Type Rotation And Position
. Update Type Update And Before Render
Use Relative Transform
Use Pose Provider None (Base Pose Provider)

B v Universal Additional Camera Data (Script)

s Project B Console S Add Component
+ - o5
; B 4 4 Aot St Sgetaat
:,l I Umbrella « Assets > ArchVizPRO_Photostudio_Quest > 3D URP
M Videocamera @, AVP_Photostudio_LightingSettings
i Work_Hand_Light ! AVP_Photostudio_L ightmapParameters
M Work_Light @, AVP_Showcase_LightingSettings
e 3D PREFAB B AVP_UniversalRenderPipelineAsset
(a» 3D SCENE AVP_UniversalRenderPipelineAsset_Renderer
| s AVP_Photostudio_Quest AVP_UniversalRenderPipelineGlobalSettings

@ 3D SCRIPT
m FirstPersion
I Utilities
@@ 3D SHADER
i Car_Paint
i Graphs
I Subgraphs
@@ 3D TEXTURES
I Cookles
i Dust_Particle
i Logo
Ul
I Velvet _Rim
= 3D URP - ®



R TAA

# Scene  o®Game
Game v Display 1

v 1920x1080 Landscape

v Scale @ 0.8x =

.‘ --"' “\ : "Q

-

v Wy [ Stats Gizmos v @

© Inspector
v Main Camera
- Tag MainCamera

. Transform

Position

Rotation

Scale (2]

mt v Camera

Render Type

Projection
Projection
Field of View Axis
Field of View
Clipping Planes

Physical Camera

Rendering
—Renderer,
Post P

Anti-aliasing

ocessing

Quality
Contrast Adaptive Sharpening
“STop NaNs
Dithering
Render Shadows
Priority
Opaque Texture
Depth Texture
Culling Mask
Occlusion Culling

Stack
Environment
Output

{3 v Audio Listener

“ v Tracked Pose Driver
Device

Pose Source

Tracking Type

Update Type

Use Relative Transform

Use Pose Provider

X -0.028 Y 0.321
X 0 X0
X 1 1

—

v Layer Default

N N N

Base

Perspective
Vertical

Near 0.01
Far 1000

v
Temporal Anti-aliasing (TAA)
Low

0

Use settings from Render Pipeline Asset
Use settings from Render Pipeline Asset
Mixed...

v

Generic XR Device

Center Eye - HMD Reference
Rotation And Position
Update And Before Render

None (Base Pose Provider)

v Universal Additional Camera Data (Script)

-0

=

Static

60

_0: AVP_UniversalRenderPipelineAsset_Renderer
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# Scene o Game > Animator UnityEditor.ShaderGraph.Dra: UnityEditor.ShaderGraph.Dra O Inspector 1 Occlusion
Y I y F P
Game v Display1 ~ 1920x1080 Landscape ~ Scale @ 0.8x = + ) B Stats Gizmos v ® v Ml Coinera
Tag MainCamera v Layer Default

A Transform
Position X -0.028 Y 0.321
Rotation X 0 e 0
Scale ® X 1 Y 1
Bt v Camera
Render Type Base

Projection
Projection
Field of View Axis
Field of View
Clipping Planes

Physical Camera

Rendering
Renderer

Post Processing
Anti-aliasing
Stop NaNs
Dithering
Render Shadows
Priority

Opaque Texture
Depth Texture
Culling Mask

Occlusion Culling

Stack
Environment
Output

{31 v Audio Listener

v Tracked Pose Driver

Perspective
Vertical

0.01
Far 1000

Near

—

=

Static

N N N
- o o

60

0: AVP_UniversalRenderPipelineAsset_Renderer

No Anti-aliasing

0

Use settings from Render Pipeline Asset
Use settings from Render Pipeline Asset

Mixed...
v

Device

Pose Source
Tracking Type
Update Type

Use Relative Transform

Use Pose Provider

Generic XR Device

Center Eye - HMD Reference
Rotation And Position
Update And Before Render

None (Base Pose Provider)

v Universal Additional Camera Data (Script)

Add Component

® ©
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es- & #Coming’soon

= Hierarchy

2 AVP_Photostudio_Quest*
) 3D PHOTOSTUDIO Hanx
fp 3D PHOTOSTUDIO Props
[ 3D PHOTOSTUDIO Scaffolding
) 3D PHOTOSTUDIO Automotive
P 3D REFLECTIONS
) 3D LIGHTS

wk_Hang
k_Light
3D PREFAB
3D SCENE
B AVP_Photostudio_Quest
CRIPT

m FirstPersion
i Utilities
(& 3D SHADER

W Car_Painmt

im Graphs

M Subgraphs
(@ 30 TEXTURES

s Cookies

i Dust_Particle

i Loge

=]
(o
o

it Scent o Gams
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Assetl ArchVizPRO_Photostudio _Quest
@, AVP_Photostudio_LightingSettings

'!,!r‘«‘/l' Photostudio_LightmapP

@, AVP_Showcase_LightingSe

3D URP

irameters

tting
B AVP_UniversalRenderPipelineA
AVP_UniversalRenderPipelineAsset
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Renderer

B AVP_UniversalRenderPipelineGlobalSettings

© Inspector kS hting
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Untagged - syer Default

PLE Transform
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R Clear Coat S

Clear Coat

1. Clear Coat BFEERE URP 10.0089—NHTIHEE ;
2. RIGEEFERE , FEBRBIERTR ;

3. 1#&#EUniversal Render Pipeline > Complex Lit shader
FF 5 Clear Coat IHgE ;

Unity-



&J Ptotostudio_URP_Quest - CarPaint_Studio_1 - Android - Unity 2023.1.0a21.git.19865

File Edit Assets GameObject Component
0=~ a&a 0O

‘= Hierarchy
e
M CarPaint_Studio_1
D Directional Light
W9 Car (1)
D Ground
) CameraTarget
@ CameraTarget (13)

I Project B Console
+ v
@ Assets
I ArchVizPRO_Photostudio_Quest
s ArchVizPRO_VR
@@ Car Paint - beffio
[&@ __Car Paint Lite
[ Resources
m LensFlareCar
m Materials
= Models
I Prefabs
e Scripts
m Shaders
@@ Textures
I CarPaintTextures
Im ConcreteTextures
Im Effects
s HDRIMaps
I LensFlare
I SoiltTexture
[ Scenes
Im CarPaintBaked

Services

=)

Jobs Window Help
| N | B | D QO Layers v Layout v
# Scene  o®Game » Animator i @ Inspector & Occlusion =
& | [Elcenterv Rlocal v Qv 20 ©® & £ v o mvy Qv Clear Coat (Material) [
: y Shader Universal Render Pipeline/Complex Lit v EiES =«
' =
' Surface Options
& [ g .
Q Workflow Mode Metallic v
& Surface Type Opaque v
=t < Persp Render Face Front v
N Alpl lippi
@ pha Clipping
Receive Shadows v
m il Surface Inputs
15 v ©Base Map Va
fote] = ©Metallic Map @ 0.9
Smoothness @ 0.5
Source Metallic Alpha v
©Normal Map
©Height Map
©0cclusion Map
Clear Coat
Emission
"l
Tiling X1 iYs 1
Offset X 0 i 0
Detail Inputs (7]
©Mask
©Base Map
©Normal Map
Tiling X 1 e 1
Offset X 0 Y O
Advanced Options
Clear Coat > & % &~
=L
aQ 2 € 0 x #5
4 Assets
I ArchVizPRO_Photostudio_Quest
M ArchVizPRO_VR
s Car Paint - beffio
im Editor
e Standard Assets
[O StreamingAssets
i XR
s XRI
® Clear Coat
® Decal
® Decal 1
® New Material
7y Readme
s Unity YYDS
% VFXDefaultResources
= i 2 AR EE Unity
L
v ®) Assets/Clear Coat.mat Y AssetBundle None v None v

x & ©



&J Ptotostudio_URP_Quest - CarPaint_Studio_1 - Android - Unity 2023.

File Edit Assets GameObject Component Services Jobs Window Help

0=~ a&a 0O | N | I | o O Layers v Layout v
‘= Hierarchy a { | # Scene a® Game > Animator i @ Inspector & Occlusion =
L @ [Elcenterv Plocal v Qv 20 ® & &£ v o mMvy Qv @ Clear Coat (Material) 0t

? Car? alqt_StquoJ : / Shader Universal Render Pipeline/Complex Lit » IEES 0=y
D Directional Light ¥ y a
@ Car (1) 2 4 ' Surface Options
@ Ground Lead -0
& CameraTarget ) Workflow Mode Metallic v
@ CameraTarget (13) & Surface Type Opaque v
“—s < Persp Render Face Front v
33‘ Alpha Clipping
| z Receive Shadows v
| W Surface Inputs
B ©Base Map v
fit = ©Metallic Map ® 0.9
Smoothness @ 0.5
Source Metallic Alpha v
©Normal Map
—_— ©Height Map
. « e e el \‘_L ; : o — : ©0cclusion Map
| — | - ( ' | Clear Coat 7
-
3 - g ©Mask ® 1
Smoothness ® 1
Emission
'."
Tiling X1 el 1
Offset X 0 e O
Detail Inputs (7]
o Mask
©Base Map
©Normal Map
Tiling X 1 e 1
Offset X0 YO
Advanced Options
Clear Coat > & % &~

I Project B Console a i
= a 7 e € 0 x #B5
v (@@ Assets - Assets

i ArchVizPRO_Photostudio_Quest M ArchVizPRO_Photostudio_Quest
im ArchVizPRO_VR B ArchVizPRO_VR :
@ Car Paint - beffio M Car Paint - beffio
[&@ __Car Paint Lite s Editor
@ Resources Wm Standard Assets
i LensFlareCar [J StreamingAssets
I Materials B XR
= Models B XRI
Bu Prefabe ® Clear Coat
e Scripts ® Decal
m Shaders ® Decal 1
@ Textures ® New Material
e CarPaintTextures & Readme
M ConcreteTextures <& Unity YYDS
: ifl;;:::aps &% VFXDefaultResources
o= 1 # 2Z JAUREE Unit
Im LensFlare BEE MR y
I SoiltTexture '
(@@ Scenes
Bm CarPaintBaked + ® Assets/Clear Coat.mat ® AssetBundle  None v None i
| x = ol
—— T— A




‘E Hlerarchy 3 i esGsme # Scene > Animator
+v awm & Game v Displey1 v 2060x1440 Landscape v Scale — @ 0.61x & Play in Window
v @ CarPaint_Studio_1* H

@
| »@cCar(l) >

arget
v (@ CameraTarget (13)
& Main Camera
D Global Volume

a i
a 2 % ¢ @ » g@s " Advanced Options

Assets
s ArchVizPRO_Photostudio_Quest
i ArchVizPRO_VR
i Car Paint - beffio
= Car Paint Mat
= Editor Clear Coat > S % e

W Standard Assets

&} VFXDefaultResources
o i ¥ MRS Unity

@) Assets/Ciear Coat.mat
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' LOD Cross-Fade

LOD Cross-Fade

LOD B—Hg/NEduniEEMeshMIgFrEEHY GPU R ANHEIRIA,
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' LOD Cross-Fade
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LOD Cross-Fade

LOD Cross-Fade ( HERENKE ) : RIEXT
SREEAYEEEESRIMELODII F—1LODZ
BHFITEEEREERS. MimEsHIEE])
HeATAYsER R ( LOD popping )

LOD Cross-Fade 73 AFFHRET -
5 AlETime-Based Fading#1Distance-based
Fading

__fL,LT_UnIty 2022.298URP14.0L K LA _ERR A
IR TIREG

1: LOD cross-fade off.
2: LOD cross-fade on.
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@ \Unity File Edit Assets GameObject Component Services Jobs Window Help
cee

By &

= Hierarchy d i # Scene o»Game
e o & Game v Display 1 v Free Aspect v Scale ® 2x El Play in Window
@ Close* i
» ) Camera Pivot
» () Light Pivot
» () Light Pivot
D Point Light
&) Plane
v (P Objects
» @Lo0
» () LOD XF

B Close - UrpCrossfadingTest - Windows, Mac, Linux - Unity 2022.2.0016.112.5806 <Metal>

il M

e Project B Console

+ -

v % Favorites Assels
Q, All Materiats
Q, All Modeis

S Ml
© (@@ Assets

W ambenmtCo ambrentCG SCerms Test
W Scones
| "R
W URP
~ i Packages

'..Suﬂ@m'a

O B T » 4« - 0 x
s Laperimenta Mackag n W v Q l"y." * Default -
O Inspecior o
v LOD Static »
¥ Tag Untagged ¥  Layer Default .
v A Transform ® i
Postion X 095 YO Z 0
Rotation X0 Y 200 2 0
Scale o X1 Y 1 ik
* 8 v LOD Group ®2i
Face Mode None -
@i
Lo0o LoD Cuted
100% 758 »
100%
b Recalculpte Bounds mm“
Object Size 1.963067 Reset Object Size
_ LoD O 3218 Triangles - 1 Sub Meshies)
Transition (X Screen Size) 75 SetwCamens 227m
Renderers
0 (Mesh Renderer) ® 3218 Tris. 1 Sub Mesh(es).
+ -
- LoD 472 Triangles (14.67% LODO) - 1 Sub Meshies)
Transition (X Screen Size) 3 SetwoCamera 5669m
Renderers
81 Mesh Rencerer) ® 472 Trs 1 Sub Meshles).
+ -
Add Component
LOD

.



! Coming soon

@ Unity Documentation

LODGroup.crossFadeAnimationDuration

iblic static float crossFadeAnimationDuration

BSHINATBATLAERE S
CrossFadeAnmiationDurationg9Z= &M
VAR EE SR AU RST8], ERTART(E)
HUIZ & /90.5%) ;

Unity-



@ Unity File Edit Assets GameObject Component Services Jobs Window Help

oe®e
BTy &

= Hierarchy
+v =
@ Close*
» P Camera Pivot
» & Light Pivot
» [ Light Pivot
0 Point Light
&) Plane
v [ Ovbjects
» @LOD
» @ LOD XF

B Project @ Console
+ -
+ % Favorites

Q, All Materials

Q, All Models

Q, All Prefabs

Ve Assets
B ambentCG
W Scones
o Teut
| "Ry
- Packages

Assets

o !

i# Scene o Game

& Game v Display 1
3

v Free Aspect

- .y

B Close - UrpCrossfadingTest - Windows, Mac, Linux - Unity 2022.2.0b16.112.5806 <Metal>

v Scale @

2x

»

L)

Play in Window

"-SutsOnmm'@ v LOD

O 2 0 W 4 - o x
O] e kages In Use @ Q. Layers v Default =
O Inspector 3 i
Static
¥ Tag Untagged ¥  Layer Default .
v A Transtorm @2
Position X -095 Y O Z 0
Rotation X0 Y 200 Z 0
Scale o X1 Y1 1
v & v LOD Growp @
Fade Mode None .-
LoD 0 LoD Cutea
100% 758 »
100%
h Recalculate Bounds mm“
Object Size 1.963067 Reset Object Size
. LoD O 3218 Triangles - 1 Sub Meshies)
Transition (X Screen Size) 75 SetwoCamena 2.27m
Renderers

0 (Mesh Renderer)

¥ LOD1Y
Transition (% Screen Size) 3

Renderers

81 (Mesh Renderer)

LoO

© 3218 Tris. 1 Sub Mesh(es).
+$ -

472 Triangles (14.67% LODO) - 1 Sub Meshies)

SettoCamera 5669m

© 472 Tris 1 Sub Mesh(es).
+ -



" <@ Rendering
‘ Renderer List
0 &,URP_Renderer (Universal Renderer Data) ® Default
< Back
+ -
Depth Texture
Opaque Texture
Opaque Downsampling 2x Bilinear
Terrain Holes v
Quality
H v
Anti Aliasing (MSAA) Disabled
Render Scale @® 1
Upscaling Filter Automatic
LOD Cross Fade v

LOD Cross Fade Dithering Type  Blue Noise

Lighting

Main Light Per Pixel
Cast Shadows v
Shadow Resolution 2048

Additional Lights Per Pixel
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XR plug-in framework

Providers

o - —

ARCore XR Meta/Oculus XR Windows MR Magic Leap XR

OpenXR Plug-in ARKIit XR Plug-in

Plug-in Plug-in Plug-in Plug-in

—————————————————————————————————————————————————————————————————————————————————————————————————————————————————————
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© XISEFE VR/AR/MR T N

” ARKit : ARCore

BBl Microsoft o maaic
BB HoloLens ~ 0 leOg

Gear
Daydream VR

Google
Cardboard

& oculus ‘P? @ Steam'VR

PlclyStutlon

O PICO YVR hTC

Unity



&
Q ( \
oL :
o 8 : XR Interaction Toolkit AR Foundation MARS :
e o b s -
f '[I \\‘
g : Display Camera Environment Faces Raycast i
2 i
£ :
c | !
"E I [ Input [ Planes } Image tracking Object tracking Meshing } '
5 | 5
3 :
Q | :
o [ XR SDK :
x ‘\ II

\— ——————————————————————————————————————————————————————————————————————————————————————————————————————————

Providers

1 \

[ OpenXR Plug-in AF;Core. XR ARKit XR Plug-in Meta/@cu}us XR Wmdows MR Magic Leap XR
I ug-in Plug-in Plug-in Plug-in |
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Jzlz

XR Gaze Interactor

1. XR Gaze Interactor ( XRiF#azHEs ) , HAREE Flakk
EBENZRIE), BIEEEIREXSSR (3D 8 Ul B )
ERTRE ;

2. WRFHEEHRIENEERRSE , A LARIERISLERE
FRLASZHFR R BB IOEE ;

O

v

v
0.5 S
:

'None (XR Base Interactable) /

D D |

Unity'




v B v XR Interactable Snap Volume @ +
/5;-:1-19': XRInteractableSnapVolume (33\
Interaction Manager B InteractionManager (XR Interaction Manager) O
Interactable Object None (IXR Interactable) ®
Snap Collider None (Collider) O]
\_ Disable Snap Collider When Select¢ v )
Missing required Snap Collider assignment, such as a Sphere
Collider.
Snap To Collider None (Collider) ®
Add Component

XR Interactable Snap Volume B
via target fijt Pt hover from gaze intearctors

ers (ring).

f# XR SIS SRR TR

R B TR B SO, R R E—

MESfLEEERICollider |, iZZBHFEXXR Gaze Interactor EENAZ B EEAI4MNE
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Package Manager

<> Install package by

com.unity.xr.handsS|

i v Sort: N: asc) v t v Clear Filters i Q 1
name

XR Hands Remove

Unity XR Hands Setup 1 -

1. fEPackage Managerd1Z&4E XR Hands ( Unity 2021.2+ ) , ¥
S A XR Hands 7=:f5l HandVisualizer ; Lt :
2. EEiIR#E H#A XR Hands , WRZE/DFEXR Plug-in -
Management F&23E— MM EEERprovider fRHEE , FEEdit >
Project Settings > XR Plug-in Management N5 0penXR & Package Manager

_— 0J¢ -

dit 0.20 ©

Install Q@ 1.2.0 - May 30, 2023
1.8.4 From Unity Registry by Unity Technologies Inc.

15 0.5 com.unity.xr.hands )
' https://packages.unity.com

Description  Version History Dependencies Samples

HandVisualizer 736.89 KB Import

Basic sample showing how visualize hands.

cgm.unity.xr.openxi

pI'OVI d el' Tﬁ{q:@; ; c:fstall package by name

-

asc) v t v It Q
XR Plug-in Management Z
OpenXR Plugin
Install »

OpenXR Plugin

1.7.0 - March 07, 2023

NS Initialize XR on Startup v
m.units j L , | [ Plug-in Providers @ \
15 ARCore
.34 @ [ n ion Hist
0 6 v OpenXR @ A
: : Mock HMD Loader
1.8.2 w"‘ .‘ \ /

15.0.5 Information about configuration, tracking and migration can be found below.

Version Control
XR Interaction Toolkit =
v XR Plug-in Management Ilty °
MockHMD



Unity XR Hands Setup 2

3. fEEdit > Project Settings > XR Plug-in Management > OpenXR
a5k OpenXR Feature GroupsHAJHand Tracking Subsystem ;

- [BSHMeta Quest Support ( {¥7£ Android &4 =T ) 1
Meta Hand Tracking Aim,

o AERER—EOFRIN—IMRRBEEESY |, #1900culus Touch
Controller Profile , LAZK{E4528 Sy 15,
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XR Device Simulator ()

& YR Inpat Methods

S Cycle XR Input & Ted
O MMD -_ RV
CO Controlier B T, Y [Togghe)

Selected Device Input: Head Mounted Display (HMMD)

1+ Look b Mouse

@ Movement B WSAD+QFE
[ Cursor Lock - R

() Rotate B R

S . —

v 8
9

Unity-
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XR Device Simulator

1.f£Package Manager > XR Interaction Toolkit Package , £
SamplesftS AXR Device Simulator;

Unity"



XR Device Simulator

2.18Assets>Samples>XR Interaction Toolkit>2.3.2>XR Device
Simulator #BAZ|Unity HierarchyEik® , mPlay ;

‘= Hierarchy
S
R AVP_Photostudio_Quest*

» (@ 3D PHOTOSTUDIO Hangar
» (@ 3D PHOTOSTUDIO Props

» @ 3D PHOTOSTUDIO Scaffolding
» (D 3D PHOTOSTUDIO Automotive

» & 3D REFLECTIONS

» @ 3D LIGHTS

» & 3D COLLISION

» ) 3D CONTROLLER VR
» & 3D DECAL

OF & Decal Projector1

&0 Decal Projector2

T@'Cuvmlmmer]m
&P XR Device Simulator

I Project B Console
+~
Q, All Prefabs

v @@ Assets
» Im ArchVizPRO_Photostudio_Quest
» Im ArchVizPRO_VR
» Im Car Paint - beffio
i Car Paint Mat
» Im Editor
» Bm Oculus
s Resources
v [@ Samples
v [@ XR Hands

a3 i # Scene o Game

@ | Fpivotw local v

.,
ST

‘I Assets > Samples > XR Interaction Toolkit > 2.3.2 > XR Device Simulator

Crpts
i Ul

B Unity.XR.Interaction.Toolkit.Samples.DeviceSimulator

» I XR Device Controller Controls
¥ XR Device Simulator
» I XR Device Simulator Controls
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©F~ & HWAssetStore~

= Hierarchy
+- @
&) Case
Case
60 Notebook
&) Softbox_Ceiling_Quest
@ Electrical_Wire_Quest
) Tape_Quest
) Power_Extension_5_Quest
() Power_Extension_5_Quest
6D Power_Extension_3_Quest
Cable_Extension_Quest
) Cable_Extension_Quest
@ Paint_Tools_Quest
@ Paint_Tools_Quest
@) Camera_Jib_Quest
) Work_Light_Quest

() Stage_Lights_Structure_Quest

(0 Light_Diffuser_Quest

6D Light_Diffuser_Quest

) Ring_Light_Quest

60 Tripod_Work_Light_Quest
6D Tripod_Work_Light_Quest
6 Tripod_Work_Light_Quest
) Umbrella_Quest

) Photo_Camera_NoLens_Quest

) Photo_Camera_NoLens_Quest

@) Tripod_Photocamera_Tall_Quest
@ Tripod_Photocamera_Short_Quest

6 Tripod_Notebook_Quest
@) Case_Tarp_Cages_Quest
@) Case_Tarp_Cages_Quest
@) Case_Tarp_Cages_Quest
() Case_Tarp_Cages_Quest
6D Tripod_Spotlight_Quest
60 Tripod_Spotlight_Quest
) Softbox_Quest

6D Softbox2_Quest

0 3D PHOTOSTUDIO Scaffolding
2 3D PHOTOSTUDIO Automotive

€D 3D REFLECTIONS
€D 3D LIGHTS

D 3D COLLISION

D 3D CONTROLLER VR
D 3D DECAL

(D Decal Projector

D Decal Projector2

O\ Mavanlabon VO Neskin Cat Lln
I Project & Console
+ v

Q. All Prefabs

= Assels
@ ArchVizPRO_Photostudio_Quest
i 3D DECALS
e 3D MATERIALS
s 2D MODEL
e 3D PREFAB
W 3D SCENE
W 3D SCRIPT
i 3D SHADER
i 3D TEXTURES
W 3D URP
i ArchVizPRO_VR
i Car Painmt - beffio
Car Paint Mat
i Editor
@ Samples
@ XR Interaction Toolkit
=232
e Hands Interaction Demo
e Meta Gaze Adapter
e Starter Assets
B Tunneling Vignette
@ XR Device Simulator
m Scripts

WUl
I» Standard Assets
I %R
W xRl

a2 §{ #& Scene s Game

& Game v Display1 ~ 2960x1440 Landscape

-

~ Assets > Samples > XR Interaction Toolkit > 2.3.2 » XR Device Simulator

i Scripts

= U

B Unity XR.Interaction.Toolkit. Samples.DeviceSimulator
M XR Device Controller Controls

@ XR Device Simulator

M XR Device Simulator Controls

v Scale ®

e O @ N

© Inspector

Gizmos ~ ® v Complete XR Origin Set Up

v
Tag Untagged
P, Transform
Position
Rotation

Scale

Add Component
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VR F&ELEGREE

https://learn.u3d.cn/campus/course/VR-Development-with-Visual-Scripting/introduction
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