Step One: Get Unity Preview Play to work Android Pixel 6 //Yeah it works, but it's best to build and run on
phone.

Google Pixel 6 Supports multiple GPU texture resolutions - 1080p, 720p, 480p
Supports Depth API

Google Play Services for AR installed on phone

General Concepts:
https://developers.google.com/ar/develop/fundamentals

Guide to follow:
https://learning.orei

xhtml# idParaDest-18

Can’t use play mode directly:

Information — Using Play Mode in AR Projects

In most Unity projects, you can press the Play button (in the main toolbar) to go into play mode and run
your scene in the Editor, running on your desktop rather than on the device. This is not so simple with an
augmented reality scene since it requires an onboarding phase, where the software scans the environment
for physical world features and then uses the physical device sensors for positional tracking. There are
several solutions to facilitate your iterative developer workflow, all of which we will discuss in Chapter 3,
Improving the Developer Workflow.
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https://developers.google.com/ar/develop/fundamentals
https://learning.oreilly.com/library/view/augmented-reality-with/9781838982591/B15145_01_Final_SB_epub.xhtml#_idParaDest-18
https://learning.oreilly.com/library/view/augmented-reality-with/9781838982591/B15145_01_Final_SB_epub.xhtml#_idParaDest-18
https://learning.oreilly.com/library/view/augmented-reality-with/9781838982591/B15145_03_Final_SB_epub.xhtml#_idTextAnchor064

TIP - DON'T MIX VR AND AR PLUGINS IN THE SAME PROJECT

You'll see that the XR Plug-in Management window lets you choose any combi-
nation of AR and VR plugins. In our projects, we're only interested in the AR
ones. Generally, do not include both AR and VR plugins in the same project as the
build settings, player settings, camera rigs, and many other things can differ sig-
nificantly between AR and VR projects. (Perhaps when you read this, there will
be devices that support both modes in a single app, but I am not aware of any at

this time.)

AR Core Capabilities

AR Foundation Feature ARCore ARKit Magic Leap Hololens
Device tracking yes yes yes yes
Plane tracking yes yes yes
Point clouds yes yes
Anchors yes yes yes yes
Light estimation yes yes
Environment probes ves yes
Face tracking yes yes
2D Image tracking ves yes yes
3D Object tracking yes
Meshing yes yes yes
2D & 3D body tracking yes
Collaborative participants yes
Human segmentation yes
Raycast yes yes yes
Pass-through video yes yes
Session management yes yes yes yes
Occlusion yes yes

Install AR Foundation in Package Manager
Install Input System

You’re a Developer Harry

USB Debugging: The next step is to enable USB debugging on your Android device (phone or tablet). Open
the device's Settings > About window and find the Build Number item. (Depending on the brand, you may
need to drill down another level or find the Build Number item in a slightly different location.) The next thing
you must do | think is very funny — perform a magical incantation by clicking the Build Number item seven

times! Then. magically, a Developer Options menu option will appear. Select that and enable USB
Debuggqing.
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< About phone

P < Developer options
IMEI
357403132062501

Use developer options ()

Android version

13
Automatic system updates

Apply updates when device restarts
Device identifiers

DSU Loader

Load a Dynamic System Update Image

IP address

fe80::40fb:9bff:feOc:eb06
10.194.105.75

System Ul demo mode
Wi-Fi MAC address
To view, choose saved network Quick settings developer tiles

Device Wi-Fi MAC address
Oc:c4:13:1c:88:e1

Debugging

USB debugging P
Bluetooth address Debug mode when USB is connected
Oc:c4:13:1c:88:e0

Revoke USB debugging authorizations
Up time

332105 Wireless debugging

Debug mode when Wi-Fi is connected
Send feedback about this device

Disable adb authorization
Build number timeout
TQ3A.230901.001.C2 Disable automatic revocation of adb
authorizations for systems that have not
reconnected within the default (7 days) or

user-configured (mismmemeiestoys=amsount of

All of this is using Unity 2022.3.10f1



* Filters »

Remove

AR Foundation

Make sure all AR packages, and XR plugins, and your IDE stuff are up to date.



X Project Settings

Adaptive Performance Player

Audio

Editor Company Name PeterGrzywacz

Graphics Product Mame ARLife

In-Editor Tutorials

Input Manager

Input System Package Default lcon

Memory Settings

Package Manager

Physics

Physics 2D

Player

Preset Manager

Cuality

Scene Template

Script Execution QOrder

Services

Tags and Layers

TextMesh Pro

Time

Timeline lcon

LI Builder

Version Control

Visual Scripting

%R Plug-in Management
Apple ARKIt Other Settings
Google ARCore
Magic Leap Settings

- e

Version 1.0

Default Cursor

Cursor Hotspot

-

Settings for Android

Resolution and Presentation

Splash Image

Rendering

Fill out company name, product name etc.

Other Settings
Rendering

Color Space®

Auto Graphics API
Graphics APls

OpenGLES3

Remove Vulcan and OpenGLES2

ldentification

Owerride Default Package Mame

Version® 1.0
Bundle Version Code 1
Minimum APl Level Android 7.0 'Nougat' (Al
Target AP| Level Automatic (highestinsti=
Configuration
Scripting Backend IL2CPP
Do not override default if info given above. API 24 for API Level
Scripting Backend is IL2CPP

Have fun adding getting phone to hook up in developer mode... it's moody




Add Open Scenes

Platform W Android

|;| Windows, Mac, Linux io Use Player Settings

32-bit

E Dedicated

for) ,
|'| Android

Asset Import Overrides
Mo Ove

Texture Compression  No Override Learn about Unity Build Automation

Player Settings... Build v Build And Run

It worked! #STEP ONE CLEAR



Step Two: Add objects that are anchored by 2D images

All of these scripts are super important... AR origin is deprecated... wif...

|’l_1 ~ AR Session Origin

Tag Layer Default

Transform

t GameObject
Camera
Tracking Crigin Mode

Camera

@ ~+ AR Plane Manager (Script)

Flane Prefab
Everything

¢ AR Anchor Manager (Script)

Anchor Prefab MNone |

@ + AR Raycast Manager (Script)

<t Prefab Mone [Game O

~ Anchor Creator (Script)
Anchor Prefab

Add Component

Here is the code that creates the dictionary of images and objects and activates them on screen:
https://pastebin.com/03r7rmEF

The code is taken from this video:
https://www.youtube.com/watch?v=gpagq5bAjya8

The code still works very well. | will back engineer it to figure out how it works


https://pastebin.com/03r7rmEF
https://www.youtube.com/watch?v=gpaq5bAjya8

Failed pictures

S P XS Xt
Q) Z o/
A% D
-//“f'V} A
H © 7 WY~
EHHEY

% 5




.BuildDatabaseFailedException: arcoreimg failed with exit code 1 and stderr:
C.......cf9263f4a33146e68fda506a3d226df\02847eaab1404aa493555a4646fa5baf.png: Failed to get
enough keypoints from target image.

Failed to add some of the images to database.

ding Player: BuildDa

pDatall er 646faShaf.png: Failed to get enough keypoints from target image.

Pictures that it failed to recognize had symmetry, large dark areas and ornateness. Anomalies: fry pan and
thumbs up

Succeeded Objects

Objects surrounded by white, asymmetric, complex (having at least 7 parts) but not ornate.



Maybe color helps it out more. Will give it a shot later.

Step Three: Add Student A and B Partition

Step Four: Make File Exportable

It kind of already does this, but how to add it to my website so people can download it?

Step Five: Create Success and Fail States

Step Six: Networking? (FUCK networking)-- just port out to apple. People are in the same room.

Step Seven: Playtesting and Feedback



