Chapter 1: Setting Up for AR Development with Unity
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Download Unity

Welcome! You're here because you want to download Unity, the world’s most popular
development platform for creating 2D and 3D multiplatform games and interactive experiences.

Before you download choose the version g

Choose your Unity + download Download Unity Hub

Learn more about the new Unity Hub hE
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Unity XR Tech Stack
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ARCore XR Plugin

Unity Technologies

Version 4.0.10 - January 21, 2021

» integration for use with Unity's

Rendering

JetBrains Rider Editor
Test Framework

feshPro

Registry Unity

Timeline

AR Foundation Feature ARCore ARKit Magic Leap HololLens
Device tracking yes yes yes yes
Plane tracking Ves yes yes
Point clouds yes yes
Anchors yes yes yes yes
Light estimation yes ves
Environment probes yes yes
Face tracking ves yes
20 Image tracking Ves yes yes
3D Object tracking yes
Meshing yes yes yes
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Collabarative participants yes
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Pass-through video yes yes
Session management yes yes yes yes
Occlusion yes yes
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Linux Build Support (Monao) 102.5 MB 43MB
Mac Build Support (Mono) 317.2 MB 1.8 GB
Universal Windows Platform Build Support  287.4 MB 21GB
WebGL Build Support 3140 MB 1.1 GB
Windows Build Support (ILZCPF) Installed 373.8MB

Lumin OS (Magic Leap) Build Support 1592.2 MB 870.8 MB



Add Modules X
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Chapter 2: Your First AR Scene

Point Cloud Plane Occlusion
Check Support Input System
Config Chooser
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Chapter 3: Improving the Developer Workflow

[10:08:11] ArgumentMullE
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in MyScript Update, count = 10
inside DoSomething

Development Build
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al Studio Community 2079 [

Local tarball
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DoSomething()

Screenlog.log("inside DoSomething");
number = -1;

You're trying to attach a debugger, but Debug Mode
is switched off in your Project.

When Unity is in Debug Mode, C# performance is
reduced, but you can attach a debugger.

Switching to Debug Mode also recompiles and reloads
all scripts.

‘You can enable Debug Mode tempararily for this
Editor session, switch it on

for all projects until further notice, or cancel
attaching the debugger.

If you switch it on for all projects, you can change it
later in the

"Code Optimization on Startup™ setting in the
Preferences window.

Enable debuaaing for this session Enable debuaaing for all projects Cancel



File  Edit Debug
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You can attach a managed debugger
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AR Companion app
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Build AR Companion and show in folder
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Apply AR Foundation fixes

AR Foundation Editor Remote




Chapter 4: Creating an AR User Framework

* Check for AR support
* Ask camera permission

® Prompt user to scan for
trackables

Scan

e Report scanning problems

* Prompt user
totap to
place object
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St t * Check for AR support
a r * Ask camera permission
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Chapter 5: Using the AR User Framework
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Chapter 6: Gallery: Building an AR App
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Chapter 7: Gallery: Editing Virtual Objects
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Chapter 8: Planets: Tracking Images

&3 Axial Tilt of the Earth

Tap and drag on the Earth fo spin it on its axis.
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Chapter 9: Selfies: Making Funny Faces

Face Maker Face Maker
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