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ardboard SDK

M Google VR

Designing for VR [ The Google VR SDKs let you build experiences for Cardboard (Android and i0S). Our SDKs simplify commeon VR

development tasks so you can focus on building your new immersive experience.

SDKs

Google VR SDK for Android

Build apps that display 3D scenes with binocuflar rendering, render spatial audio, and track and react to head

movements.

Google VR SDK for Unity
Easily adapt an existing Unity 3D app for virtudl reality or build your own VR experience from scratch.

Google VR SDK for Unreal

Support for creating Cardboard applications ig built into Unreal Engine 4.

Google VR SDK for i0OS

Build a VR experience for your i0S devices.

KIZFEESAVERES - ZiE T EHISDK




Cardboard SDK

Overview

et started Google VR SDK for Unity

Download the Google VR SDK for Unity to create mobile VR applications for Android or i0S. Clone the gvr-
[7 Github repository by running the following command:

Spatial Audio

git clene https://github.com/googlevr/gvr-unity-sdk.git

Samples and Tutorials

Downloads

Android Once the clone operation completes, continue by reading the Getting Started guides for Android and i0S.

MNDEK

Google VR SDK samples for Unity

Release Notes The Google VR SDK includes samples in the DemoScenes directory. The HeadsetDemo is an app for Cardboard
which you can build for Android and i0S. The ControllerDemo is an app for Daydream.

See the release notes for more information.
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Cardboard SDK
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Cardboard SDK

Project
Create -
W Favorites Assews = aooyieve = Frefabs »
QL All Materials 8 Audio
Q all Models & Controller
{:l All Prefabs & I
{1 All Scripts ¥ Gvradapter
¥ CvrHead
85 Assets # GvrMain
®= GoogleVR ® GvrManager

8 DemoScents
8 Distort'an
&= Fdar
#= Prefabs
8 Audio
85 Controller
| —] LT
8 Resources
# Scripts

SDKEPH'}JEEI}JEI\E » [GoogleVR] Y lPrefabs) & VRIEEEAIIDEEE R




VR Camera

REB=EEH - DBIEZLRENE « GIRIEE -

£VR CameraHa -
BXESiRGE

Directinnal Linht
¥ GvrMain EﬂEAﬂ_
ok = —
HIRIRE

PRAGvrMainFAT] LLZRIER BRYVRAR

1 4
1l I



B )izl

o LRI\ EEHE — Google VR + 3DIRIE

o JURIVESRE + NE[FEEEIEH] — Google VR + 3DIRIR + S &8BE
milBERE (BES - BERE - 1E1%--)

o JLRI\B=md + 1l — Google VR + 3DIRIE + RIFIE
il

VREVEENS N EKENSETERBVIERE - MBEARRRE!




B )izl

o RERIZH — EEEECHE - IBD0Physics Raycaster - {E5TR BB YIE
MR

' " H ) Account - Layers - Layout o
.= = Hierarchy .= & Inspector 3 Navigation =
i ¥ Main Camera [T Static
¥ < Untitled* = T Tag [WainCamera T Layer [Defauke 7
Directional Light : = E
z Prefab Selact Revert Apply
J  Transform %
= Main Camera %« ¥ Camera @
S »" P Flare Layer M 2,
T B 7 GUI Layer @ =,
eticle
- ® ¥ Audio Listener |
EventSystem ¥ Stereo Controller (Script) M 2=,
Cube W Gur Audio Listener (Script) @ =,
Quality High T
Global Gain (dB) i}
World Scale il
® 7 Physics Raycaster (Script) M 2,
Touch Input kit =
= Event Mask Default, TransparentFX, Water e
Graphic Ray
Add Component
* Scale 0.43: Maximize an Play Mute audio Stats Gizmos |+

Tl A STHR R UIZRBUFIRIRAR




B )izl

o TEim=EFTE TEvent System] - FAZRFIERUI CRYEWE G H)

| | I |
»= = Hierarchy =
ject Create -
ct y <& Untitled* =
) Directional Light
Light T z
Audio a,
. Text =
EventSystem
Image = Persp LB
Raw Image
Button
Dro pdow
Input Field
Canvas
Move Te ] Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align Vi
Toggle Active Stat Alt+Shift+A 43 Maximize on Play Mute audio  Stats Gizmos |-

Tl A STHR R UIZRBUFIRIRAR




B )izl

« 1t lEventSystem| #7118 [Gaze Input Module]

ierarchy -= & Inspector 22 Mawigation e
Create - 7 EventSystem ™ Static w
- i
A test® =T Tag ! Untagged 4+ Layer | Default :
Cirectional Light
: ) Transform & 4%,
Position X0 Z0
Rotation X0 Z0
a1 Scale 6. £
EventSystem < ¥ Event System (Script) M,
Cube - ; "
First Selected MNone (Game Object) (o]
Send Mavigation Events 4
Crag Threshold 5
I. @ standalone Input Module (Script) [ &,
Horizontal Axis Horizontal
Vertical Axis Vertical
Submit Button Submit
Cancel Button Cancel
Input Actions Per Second 10
Repeat Delay 0.5
Force Module Active i
% i |
e = ™ @ Touch Input Module (Script) LIE-S
Create - s 8 % TouchInputMaodule is no longer required as Touch input is now handled in

W Favorites  Assets » GoogleVR » Scripts » Biealpn= Il

QL All Material B Audio
Q. all Models B Controller
Q All Prefabs & U1

Force Module Active

Q all Seripts A i, ¥ Gaze Input Module (Script) M %,
GazelnputModule ® 4 ' .
85 Assets oLy Vr Mode Only i
5 GoogleVR GurHead
5 Demosc GvrPostRender Add Component

e

5 Distortio GurPreRender

Tl A STHR R UIZRBUFIRIRAR

&5 Plugins StereoRenderEffect



B )il

« 1t TEventSystem] E¥#18 [Touch Input Module]

mponent | G L Window
Ctrl+Shift+4 [ T | &1 [Account = Layers = | [Layout =
-= | = Hierarchy = @ Inspector 8 Navigation =
Create - ¥ EventSystem M Static
- T = T
vy A U.ntltl.ed*‘ . = Tag (Untagged 4| Layer Default 5
Cirectional Light
5 J  Transform 2
= @ Event System (Script) I =,
x
EventSystem First Selected None (Game Object) (o]
=Persp Lupe Send Navigation Events &
Drag Threshold 5
V¥ Gaze Input Module (Script) W+,
-]
Vr Mode Only m
™ & Touch Input Module (Script) I %,
TouchInputMadule is ne langer required as Touch input is now
handled in StandaloneInputMadule,
Force Module Active
Project = Add Lomponent
Create - a2 %
*Favnrites Assets » Scripts
T -

Tl A STHR R UIZRBUFIRIRAR




B )izl

= Hierarchy
Create -
% Untitled*
Directional Light

Reticle

EventSystem

Cube
Project
Create - S %
*Fa\rorites Accate » PannlaWiD » Prefghs » |
Q Al Materials P GurReticle

Q, all Models
Q All Prefabs
Q All Scripts

£ Assets
= GoogleVR

8 DemoScenes

8= Distortion

&= Editor

&= Prefabs
& audio
T P |
&= u

B Resources

[ Prefabs] fhEYUI B{EIGvrReticle BUIFTE AR HYIRERE El




S EHF

- EEENMDHFLIBIN Event Trigger.

[ Component | JoogleVR  Window Help

Ctrl+Shift+A F H falk Account - Layers - Layout -

-= | "= Hierarchy .= @ Inspector 52 Navigation -
SIS Y Cube M Static -
s i Tag |Untagged +! Layer |Default s

Directional Light
: J Transform [ £,
Mavigation | EventSystem B cube (Mesh Filter) W &,
Audio . Cube ® 7 Box Collide W %
- .. PR . [
endering rsp T = HE S
: » Event Trigger (Script) M 2,

Add Mew Event Type

. Default-Material [

add Cﬁ-mp-:-nent

Goog leVR
Standalone Input Module
Touch Input Module

Graphic Rayca ster

TS REETED



o BEIIFTRIA

Project

Create -

+* Favorites
Cl &ll Materials
Q all Models
Cl All Prefabs
Cl All Scripts

£ Assets
5 GooglevR
# DemoScenes
£ Distortion
B Editor
# Prefabs
£ Audio
£ Controller
B U1
5 Resources
8§ Scripts
&5 Plugins
8= Scripts

EBWARSEEEER

S EHF

Assets » Scripts
Dest
Destroy
Move
& SinhtPaint
touch

Folder

Open .
F Javascript

lelet
e Editor Test C# Script

O : Shader

Import Mew Asset... Creene
Import Package

Export Package...

=i S
4!

Select Dependencies

Lens Flare

r 1



S EHF

UnityEngine;
System.Collections;

1

2

3

4 touch : MonoBehaviour

5 {

G

7 Trigger( Trigger)
8 {

9 GetComponent<Renderer:().material.color = Trigger ? Color.green : Color.red;
10 1

11

123

13 |
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1 UnityEngine;

2 System.Collections;

=

4 touch : MonoBehaviour

5 {

B

7 Trigger({ Trigger)
8 {

9 GetComponent<Renderer>()}.material.color = Trigger ? Color.green : Color.red;
10 1

11

12 destroy()

13 {

14 Destroy(this.gameObject);

15 |

16 1

17

18 }
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EG & EIEA—EREHE TS S ED

°
3 | UnityEngine;
2 System.Collections;
3
4 Move : MonoBehaviour
51
6 Vector3 V3 random;
Fi speed;
8 . s
g Start() Eﬁ%@*}%&ﬁg
18 r
11 V3 random = Vector3({Random.Range(-1.5f,1.57) ,Random.Range(-1.57,1.5T),Random.Range(-18T,8f});
12 speed = Random.Range(l,5);
13
14 1
15
16
17 Update [)
18 {
19 transform.Rotate [ Vector3 (45, 45, 45) * Time.deltaTime});
28 transform.position += (V3 random * speed * Time.deltaTime); 2 5
21 1 1@#@1¢§D”Bﬁ#¥@*ﬁ:*§§b

22 }

FEE EIHTSENENNMIBREEE




= Hierarchy
Create -
M testol*
Directional Light

EventSystem
Cube

Cube (1)
Wall

Project

Create -

W Favorites
QAII Material
Q All Models

All Prefabs

Q
Cl All Scripts

Assets = Scripts
Dest
Destroy
Inst~. tiate

yaD

SHANBEEMIS -

i
I

EZEE 1

= & Inspector 28 Mavigation
V' Cube
Tag ! Delete
Prefab Select

]

Transform
Position

Rotation X0

Scale ¥ 1.5

B cube (Mesh Filter)

® ¥ Box Collider

B @ Mesh Renderer

» Event Trigger (Script)
Touch (Script)

¥ Move (Script)

™
V3 _randoam ¥ 0
Speed i

. Default-Material

¥l Layer Default

Rewvert

X -2.833195 Y -2.84588

YO
Yo

Add Component

T Static -

Ak

Apply
[ -8
Z 4.558076
Z0
Fucnl
W %,
W 2,
[ -8
W 2,
[ 8
i 2,
Z 0
7]




EZEE 1

= Hierarchy
Create -
T testol*
Directional Light

FwentSvaterm
Cube
\_rLI;.F 3 l,-J.,l

Wall

Project
Create - a2 %
W Favorites Ass=ts »

Q All Material 25 soogleVR

Q all Models &+ gins

Q All Prefabs == c b

Q Al Scripts ® cube

%5 Assets £ test0l

S BELT AU E B T R




B EE 1)

2T
o EIIERNE

1 UnityEngine;
System.Collections;

Instantiate : MonoBehaviour
GameObject instan;

time = 1.8f;

Vector3 V3_random;

WoE s oW ok
~=

i it
| -

Start ()} {

[ = = =
oW P
=

Update ()

oy
=l
]

V3 random = Vector3(Random.Range(-15f, 15f),Random.Range(-15f,15f) ,Random.Range(-15f,157)});

T
& W ca

(time > 8)

ka B2
P
==

time -= Time.deltaTime;
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GameObject Obj = Instantiate ( instan, V3_random, Quaternion.identity)as GameObject;
time = 1.6T;
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¥ UnityEngine.UTI;

2 System.Collections;

4

5 ins : MonoBehaviour

6 {

7 GameObject instan; Az

8 time = 1.6f; : _' UI%E“‘,E‘/—J__\%EH
g Vector3 V3 _random; R E

18

11 Text countText.

R
14 =TIt

15 count; Eﬁ”ﬁgﬂ

16

17 generate = true; -

18 i B L I
145

28 : Start () {

21

22 1

23
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25 : Update ()}

26 r

X7 V3_random = Vector3{Random.Range(-157,15F),Random.Range{-15F,15F ) ,Random.Range(-15T, 15T} };
28

29 (generate) Emmﬁﬂ%

36 {

31 ftime > @ )

32 {

33 time -= Time.deltaTime:

34 1

3

36 I

37 GameObject Obj = Instantiate [ instan, V3_random, Quaternion.identity)as GameObject;
38 time = 1.87T;

39 1

44 i

4
41 SetCountTextl); — oz =
42 ! ’ Ulgﬁﬂ_\gﬁﬁ
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43

L : SetCountText()

45 B —/8
45 {l countText.text = "Count ! “+ count.ToString(}: #’E‘/—J_\{‘:'Fﬁ
47 {count »= Owvercount)

43 {

40 OverText.text = "You Winl!™;:
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1 UnityEngine;
2 System.Collections;
3
e touch : MonoBehaviour
5 1
6
P Trigeger( Trigger)
8 {
9 GetComponent<{Renderer>(}.material.color = Trigger ? Color.green : Color.red;
18 3
11
12 destraoy()
13 {
14 Destroy(this.gameObject,1};
15 ins.count = ins.count + 13
16 1
17
18 }|
15
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http://www.oracle.com/technetwork/java/javase/downloads/index-jsp-138363.html
http://www.oracle.com/technetwork/java/javase/downloads/index-jsp-138363.html
https://developer.android.com/studio/index.html
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Scenes In Build

Platform

-.‘F(‘e PC, Mac & Linux Standalone

# Android

ety b
v‘;:‘: Tizen
ﬁj Kb
-y
e

Switch Platform

Xbo

Player Settings...

# Android

Texture Compression

Google Android Projec

Development Build

Add Open Scenes

Don't override 3
ct ™

Build Build And Run

Bundle Identifier EE25 %N 5%

B Ul
&5 VRDe
B Plugins

E#H

B rroie

@ I[nspector 3 Mavigation

ﬂ Playersettings =8

Company Name DefaultCompany

Product Name CB_WR
Default Icon Hone
(Texture
2D)
Select
Default Cursor lane
(Texture
2D)
Select
Cursor Hotspot X0 Y8
3 L]
Settings for Android
Resolution and Presentation
Icon
Splash Image
Other Settings
Rendering
Rendering Path* Forward .
Aute Graphics APT 7
Multithreaded Rendering® "
Static Batching

14

Dynamic Batching
GPU Skinning*

- HISARRAE =S

com.Company.Productiame

Graphics Jobs (Experimental)
Virtual Reality Supported
Protect Graphics Memory

Bundle Identifier

Bundle Version Code 1

Minimum APT Level Android 2.3.1 'Gingerbread' (APT Tevel 9] B
Configuration
ipting Ba Mono2u :

Android TV Compatibility 7
Android Game 4

Android Gamepad Support Level Works with D-pad :
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