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1. SDK Ejfr

ARSCREA4H GSXR_SDK 7E Unity 5IEMszB /s, f#H GSXR Unity_ SDK (LA
NEIFR SDK) #IEIEATAEIERL T General Standard for XR (PLFfAiFK GSXR) drifE
[ XR B4 EA XR B . GSXR Unity SDK FEEAL S kfdif:. Fifdit-my
R 2B B AR S A, DL EIRAE BT Rk A
s SRR S UGB, TR A TT LAB S I B A 7] 28 3 1 46 (RS2

J
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SDK it UnityPlugin CAFRIAS AR, HARZFSANEERW T H3%:

Project & Console o Game
+ v
* Favorites 7 Packages > GSXRPlugin(Legacy) > Runtime
O, All Mate 5 Android
I Devices
B Features
Be Input
B8 InputModule
eral

Q, All Scripts

s Assets
B AVProVideo
B CurvedUl

Bm Resources
Bm Samples

amingAssets
tMesh Pro
e Visual Design Cafe
=% Packages
B Custom NUnit
= GSXRPlugin(Legacy)
Bm Editor
[s# Runtime
= Android
Bm Devices
B Features
= Input
= InputModule
b= Interal
Bm Manager
| "RVENCHELS

K2 GSXRPlugin(Legacy) HF45#

Packages—>GSXRP1lugin (Legacy) & HJ&E>F H s #RXS M. SDK HHAH N B ZhBE, 7 H
3 N M) Runtime/Samples H % & fit 7 fft & = % W) & = A
GSXRSamples. unitypackage, 7EIGEHC SDK K 18 3] ] il v] A7 5 SCAY .
GSXR_Settings L& 4 )R E IS HAHKINRE;
GSXR_Plugin HL&JE/EMH R LAHICIIRE
GSXR Manager 1% Runtime 5 Render #JUHALHIAHISINEE
GSXR ViewSet % WL SEVESLIL AR INAE ;
GSXR_Camera 0,5 40 FIVE QL3RS A R DI AE ;
GSXR_Tnput A& #3847 A TG0 E M R IIRE ;
GSXR TrackedObject & Tracker X % & ASIBEEESIAHRLIIGE ;
GSXR_InputModule L& SHfF RGAHKIRE;



GSXR GazeSwitcher & S tH =T EE

2. SDK fic &% RB
2.1, THEHIE%E
GSXR RA¥ 4%

2.2. FERIFEEX

Y Unity A : 2019x. 2020x. 2021x.



Supported Plaforms and Low-Level Graphics APIs

Platform

« "Android -

D3DM

D3D12

##QualitySettings vSyncCount

Don't Sync

v -

Every V Blank

vZ

OpenGL/GLES

Vulkan = Metal

Every Second V Blank

##Minimum API level Recommended Setting

AndroidSDK

« ' >=AndroidApiLevel22

##Target Architectures

AndroidArchitecture

« " ARMv7
##Unity 2018 Template

Unity Version 2D

Unity2018x -
##Unity 2019 Template

Unity Version 2D

Unity2019x -
##Unity 2020 Template

Unity Version 2D
Unity2020x -
!

##Unity 2021 Template

Unity Version 2D

Unity2021x *

« ' ARM64
3D 3D Width Extras
v ¢!
3D 3D Width Extras
¢! &
3D 3D Width Extras
v' ¢
3D 3D Width Extras
v' ¢

Hight-Definition RP

Hight-Definition RP

Hight-Definition RP

Hight-Definition RP

Build Status

« 1

Lightweight RP VR Lightweight RP

v -

Universal RenderPipeline

v 1

Universal RenderPipeline

Universal RenderPipeline

v 1

B3 A

(8] I SR AFAE T H X1 14 SO ROA BEAT R A

JDK

jdk1.8.0 &Ll E

Android SDK

API Level 26 XUl E

Android NDK

android-ndk—r16b (Unity2019. 4x)

TextMeshPro (Plugin)

>=com. unity. textmeshpro@l. 4. 1




Scripts Runtime Version .NET 4. x Equivalent

Visual Studio >=2017 (% 2EAF F Uni ty JF R IR AEAT)
Kl 4 AT KR

FE: Unity ZE Windows—>GSXR BuildSettings #EfFXE

OpenGLES3

Minimum API level

Generate default settings

On Load

K] 5 GSXR BuildSettings St

3. AR AETEM

3.1. Android Manifest Y4l E

® WIRE VR N T ERINRIAbRZE, LB VR RN, XAEEBAR)
TRES H R

| (uses—feature android:name="android. software. vr. mode” android:required="true” />




{category android:name="com. general. intent. category. XR” />

{category android:name="android. intent. category. LAUNCHER” />

® NN E E SRR

A=—=PA R D TR
<1--SDK Rt ThhE—>

<uses—permission android:

<uses—permission android:

A=—=PU P2 A A fR—>
A=W —>

<uses—permission android:

<uses—permission android:

A== A ThEE—>

<uses—permission android:
<uses—permission android:
<uses—permission android:

<uses—permission android:

N —~{HE R R 2 10 —>

<uses—permission android:

<uses—permission android:

=3RBSRI —>

<uses—permission android:

name="android

name="android

name="android

name="android

name="android

name="android

name="android

name="android

name="android

name="android

name="android

permission.

permission.

permission.

. permission.

permission.
. permission.
permission.

permission.

permission.

permission.

permission.

READ_EXTERNAL_STORAGE” />
WRITE_EXTERNAL_STORAGE” />

BLUETOOTH” />
BLUETOOTH_ADMIN” />

INTERNET” />

ACCESS _WIFI_STATE” />
ACCESS_NETWORK STATE” />
ACCESS_COARSE LOCATION” />

MOUNT_UNMOUNT_FILESYSTEMS” />
MANAGE_EXTERNAL_STORAGE” />

GET TASKS” />

o XU

&4 GSXRP1ugin\Editor\GSXR ModifyManifest. cs




GSXR_ModifyManifestcs « x

(R_ModifyManifest

5 12 Manifest #£4

4. RN
4.1. FEREXH



A _UnityProjects » GSXRSDK V2.0.0 > 05 SDK > GSXRUnitylegacySDK » com.cmcc.gsxr »

B8 Documentation~
BB Editor
B8 Runtime

B Samples~

)G.md.meta

Ef Editor.meta

=) LICENSE.md

SE.md.meta

gejson.meta
=) README.md
B README.md.meta

B Runtime.meta

B 7 SefrEs

4.2. #EIIE

ZHIMEH Unity2019. 4. 36F1 3D HAMGH 2 TS, WAk T Bl ik
HABAFAR .

@ {5 Unity 2019.4.36f1 GlEEFHINE - O X

MEEH*

GSXRUnityLegacySDKTest

3D s
F:\Projects e

[ mmPlasticscM #RAE BER%

& HEN -

8 W THE

10



4.3. THEEE:S

¥ HPivot

¢ v B0 iy

4.4.

~  Unity Registry

Ads

In Project
Built-in
¥ Package Manager UI
v TextMesh Pro
@ Unity Collaborate

File Edit Assets GameObject Component Tools Window Help

Windows

Next Window
Previous Window
Layouts

Nature Shaders
AVPro Video Support
GSXR Load Manufacturer Asset
GSXR Load User Asset
GSXR BuildSettings
GSXR Input

Plastic SCM

Asset Store
—

Package Manager I

Package Manager (Visual Design Cafe)
Asset Management
TextMeshPro

General
Rendering
Animation

Andin

K9 B

B E IR AR YRk A b 4 (&

Version 2.0.8

chnologies Inc.

Ctrl+Tab
Ctrl+Shift+Tab

Ctrl+9

Unity Ads is a video ad network for iOS and Android that allows you to quickly and effectively

B 10 /B9 25 25 1) 480 5 105 AR Hi A 1]

11



4.5. BEE[/FAFMAHLGRA

Package Manager
=+ > InPr st
Add package from disk... Custom NUnit

Add package from tarball...
Add package from git URL... Version 1.0.6 - December 07, 2020

Custom NUnit pane
. . . com.unity.ext.nunit
» JetBrains Rider Editor
» Newtonsoft Json Links
P Test Framework

» TextMeshPro
Author

P Timeline ) .
Unity Technologies

Unity Ul
» Version Control

P Visual Studio Code Editor

Registry Unity

Published Date

December 07, 2020
P Visual Studio Editor
Custom version of the nunit package build to work with Unity. Used by the

Dependencies

K 11 BE S S AR a2

4.6. ZEFEXHIA

> [EERE > i (D) » A _UnityProjects » GSXRSDK V2.0.0 » 05 SDK > GSXRUnitylegacySDK » com.cmecc.gsxr

B8 Documentat
B cditor
B Runtime

B Samples~

¥ packageson 2023/10/27 E8A 9.

K 12 A B AR R A A 1F

4.7. BT

12



GSXRLegacySDK

Author

13 A GSXRPlugin SIS B

4.8. IRIBELBRERFN TextMesh &R Samples FrE HiE

File Edit Assets GameObject Compaonent Tools Window Help

YER O A D E X 7 1 Windows >
Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts >
Nature Shaders >
AVPro Video Support

GSXR Load Manufacturer Asset

GSXR Load User Asset

GSXR BuildSettings

GSXR Input
Plastic SCM

Asset Store Ctrl+9
Package Manager

Package Manager (Visual Design Cafe)

Asset Management
TextMeshPro
General
Rendering
Animation
Audio ST =
Sequencing (RPlugin(Legacy)
Analysis =

2D
Al
XR
ul

Import TMP Essential Resources
Import TMP Examples and Fxtras

1.0.11 ( )

K 14 TextMeshPro &S N 1k

4.9. BRRFHIREE

13



GSXR Mg T HAER 1V & MHEE S B H sh U I i e, A3t E XA
ST RERCE, Al GSXR M T A8k E .

File Edit Assets GameObject Component Tools Window Help
WiEs O @ IO & K Hpivet Windows b

Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts >
Nature Shaders >
AVPro Video Support

GSXR Load Manufacturer Asset

GSXR BuildSettings
GSXR Input
Plastic SCM

Asset Store Ctrl+9
Package Manager

Package Manager (Visual Design Cafe)

Asset Management
TextMeshPro

General

Rendering
Animation
Audio

Sequencing ! GSXRPlugin(
Analysis
2D
Al

1.0.11 (

Author

K15 TR B E 7 3\

14



4.10. —BERINEE
HEERTE, REREESH

Setting as Op

OpenGLES3

ecommend
Every V Blank

setting Off

Minimum A Android Api Level 26

Target Architectures ARMv7

Generate default settings

Show On Load

16 # i B A i S HEREAS S,

4. 1. EBHEN—5%EAL GSXR

W st GSXR B HAY, RPN 17 LB FATHIN G, TR E ]
W GRS S S HOA R B 2 SOFR I H B

15



‘= Hierarchy
4F -

&) SampleScene

Im TextMe
[m Packages

Duplicate
Delete

Create Empty
3D Object > it e
Create GSXR Manager With Camera Offset and Hands
2D Object Create GSXR _CameraRig With Camera Offset and Hands
Effects
Light
Audio
Video
Ul

Camera

B 17— s SR AL

GSXRManger 4 %5 B — > MainCamera /& Al R4 75 K7 & S HEH
%%ﬁ%ﬁ%%ﬁ,Eﬁ?ﬁﬁﬁ%@%%ﬁ%%ﬁﬁ%%ﬂﬁﬂ%ﬁ#,ﬁA

GSXR_Manager

agged -

Transform

Edit GSXR Input Edit GSXR Settings

Kl 18  GSXR & BEEREHI RS B

4.12. WEBMMNMTHREFITHALR

16



File Edit Assets

mA Pivot

GameObject Component IE5EREINAE Window Help

Next Window
Previous Window

Ctrl+Tab
Ctrl+Shift+Tab

Layouts

Unity IAP

GSXR BuildSettings

GSXR Input

Asset Store Ctrl+9
Package Manager

A SampleScene
¥ Main Camera
¥ Directional Light

TextMeshPro

General

Rendering
Animation

Audio

Sequencing
Analysis

Asset Management
2D

Al

XR

Experimental

K19 GSXR i ANAT AR L EITH 7

4.13. BLEMINITABRE

InputSource ContrallerType

4 RightHand _Grip
[ RightHan,

& RightHan,
@ rightHand
]

20 17 NS E O

4.14. YRiF AT

17



File Edit Assets GameObject Component IE52fRIhaE Window Help

PR Pivot Local

RPlugin Run 0 Prefabs

B 21 m] g /e A TR T A

4.15. {TRMRGEEE

Position
Rotation

XR_LeftHand
XF

K 22 AT G0 E ST R

4.16. Hpk GSXR_Settings

18



TR H % GSXR Settings, AJ FbnA#E S GSXR Settings A2k
oLl LA

Resources

Q All prefal

f¥ Assets
= R

™ Resources
Plugin

Create

GSXR Settings

Folder

. C# Script

elete Shader
Rename :
@ Path Alt+Ctrl+C iesiing

AR il Playables
Open Scene Additive Assembly Definition
Import New Asset... TextMeshPro

K] 23 A h% GSXR Settings
4.17. {&2% GSXR_Settings

v GSXR_Manager

* Layer Default

Edit GSXR Settings

F g Zomponent

Kl 24 PidEFFR GSXR_Settings

19



<

Render Settings
Forn

At least 24 bits depth{with stencli)

0.01
5000

Input Settings

Foveated Settings

Endable Foveated

gin Settings

K 25 &2k GSXR_Settings
4.18. PRIEBIT
H € XA 5t e A TN TR A E ) GSXR GazeSwitcher b, iz
ITHF 2 E 8 ekE SampleCamera AE RO M) GSXR_ViewSet JE JAHAL; 71
AR T A A AWSDQE #5541 ViewSet BIJE A4 EF, @id#% ALt+RAx
o B R AL A R Bl BUbR 42 ] 17

fle Edit Assels GameObject Component [ESNTME Window Help

Kl 26 HEAT A

20



4.19. BENHRIN DontDestroyOnLoad

Enable GSXR InputModule Fr&A7 7] LAV 2 B8 GSXR FH/H ARG
SRR T RN AR AR A

Aanager

Layer 'Default

InputModule

GSXR_Dont Destroy On Load (Script)

Add Component

K] 27 DontDestroyOnLoad 4} &

4.20. GSXR 9B E

File Edit Assets GameObject Component BEZ3@iIha% Window Help
AR Pivot | 9 Globl Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts
nity |AP
GSXR BuildSettings
GSXR Input
Asset Store
Package Manager
TextMeshPro
General
Rendering
Animation
Audio
Sequencing

Analysis

Asset Management
2D
Al
XR

Experimental

K 28 HudEFTIF GSXR BuildSettings

21



Default Ori

OpenGLES3

MultiThreadRendering

Blit Type

it Display Buffer (&

Target Architectures

Generate default settings

Show On Load

] 29 GSXR BuildSettings HE#FHEE

5. 4wEBITH
5.1. 1ThYmiEss

Save and Generate

8 default N
[ LeftHand_ er_Clicl Name '
L = eftHand_Trigger_Click g

Shoulder

Left Thumbstick It

V4

Mode

30 GSXR Input {7 N¥wmiEzE
WRR A S AT AR IR R AUE I, KRR SR 2 MT RS AE G
ik AT AR AT s AT B ST NS R RIS INAT o TR AT RS AT
PMESUT N E A GRARAT N ANVESE E s dnli 5o G o] i A b A ORA7 AR Ak
Y5

22



5.2. {THHE
5.2.1. HAHHRMITABEES

A QuickStart*
Layer 'D

Add Component

55X Gaz

¥ GameObject

GSXR

ActionBehaviour

K31 IR IT NI E RS

5.2.2. AHHFmMITARSEAR

QuickStart*

T Di Default

Scale
Add Component

ActionBehaviour

I Boolean

K32 RTS8

23



5.2.3. Boolean {TA#EBEEIMNIE

GameDbject

Untagged rer Default

tionsidefaultiiniLedtHand_Trigger.

GSXR_LeftHand

Edit Actions

K 33 Boolean 17 4P € B 42 il N J&

5.2.4. Single ITAHBEBREFIMNIE

= Hierarchy
+- «
<) sampleScene*
Untagged

Transform

~ Boolean

fault!i

InputSo fiHand

Edit Actions

24



K34 Single 17 A40E B AR M AR

5.2.5. Vector2 {TAEEFEIMNIE

ayer Default

v Vector2

Edit Actions

Add Component

& 35  Vector2 17 N4 e B45 A5 N JR

5.2.6. BHEMMERBEITHEREIMNIE

H R AT NIAGS 5 Se 25 GSXR_Input HI46 6 5E Bl i B GSXR Manager
FAPAT LS 2 T E e SORA

// Start is called before the first frame update
void Start ()
{
if (GSXR Input. Initialized)
{
LayoutGroups () ;

}

else

{
GSXR Input. InitializeCompleteEvent. AddListener (LayoutGroups) ;
Debug. Log (“GSXR InputActionTest InitializeCompleteEvent AddListener”);

25



//Boolean

GSXR Input. GetButtonDown ("LeftHand Trigger Click”, GSXR InputSources.GSXR LeftHand) ;
GSXR Input. GetButtonDown ("RightHand Trigger Click”, GSXR InputSources.GSXR RightHand) ;
GSXR Input. GetButtonPress(“LeftHand Trigger Click”, GSXR InputSources.GSXR LeftHand) ;
GSXR Input. GetButtonPress(“RightHand Trigger Click”, GSXR InputSources.GSXR RightHand) ;
GSXR Input. GetButtonUp (“LeftHand Trigger Click”, GSXR InputSources.GSXR LeftHand) ;

GSXR Input. GetButtonUp (“RightHand Trigger Click”, GSXR InputSources.GSXR RightHand) ;
//Axis1D

GSXR Input. GetAxis1D(“Rightlland Trigger Pull”, GSXR InputSources.GSXR RightHand) ;
//Axis2D

GSXR Input. GetAxis2D (“RightHand Thumbstick Position”, GSXR InputSources.GSXR RightHand) ;
//ActionEntity

actionl = GSXR Input. GetBooleanAction(“actionl”, GSXR InputSources.GSXR LeftHand) ;
action2 = GSXR Input. GetSingleAction(“action2”, GSXR InputSources.GSXR LeftHand) ;
action3 = GSXR Input. GetVector2Action(“action3”, GSXR InputSources.GSXR LeftHand) ;

5.2.7. 3KE{Hmd ${E

//Boolean

GSXR_Input. GetHmdKeyDown ( GSXR Hmd InputId.GSXR Hmd Inputld Enter) :
GSXR_Input. GetHmdKeyUp (GSXR_Hmd InputId.GSXR Hmd Inputld Enter) ;
GSXR_Input. GetHmdKeyPress (GSXR_Hmd InputId. GSXR Hmd Inputld Enter) ;

5.2.8. % E GSXR Manager BZAIMITHLFER

26




System;
) System.Collections;
] System.Collections.Generic;
UnityEngine;
e GSXR

(-500)]
enu("GSXR/G
|

minstance;

Instance|

ct cameraOffset;
; |
ct CameraOffset

K 36 H e AL e 4

Script Execution Order

petault Time

K37 B B E SUHA S

5.2.9. 4k ActionData

27



B Project B Cons o Game
+ v
“* Favorites / 39S 1.0.11 > Basl

&7 LeftHandGrapA
&7 RightHandGrapAc

GSXR_Settings

BASE?\?;S vid GSXR ActionData Boolean

/ProVideo

= h GSXR_PoseData

Creats

tele Folder

Show in Explorer a

(@ Samples Open AVPro Video
@@ GSXRPlugin

Delete C# Script
tballShooting Rename Shader
m Actions Copy Path Alt+Ctrl+C Testing
M Models Open Scene Additive Playables
m Prefabs View in/Datk M Assembly Definition
& iew in Package Manager
9 9 Assembly Definition Reference
Import New Asset... TextMeshPro
Import Package >
P 9 Scene

Export Package...
horat Prefab Variant
Find References In Scene

Select Dependencies Audio Mixer
PanoramicSound -
5 eiwée: Refresh Ctrl+R Material
: Lens Flare

D rimmart

K] 38 4Rk ActionData

5.2.10. & & ActionData

+-

€ Longbow
PU

K 39 &% & ActionData

5.2.11. #4B7E ActionData

28



K 40 485 ActionData

5.2.12. BHEMNX ActionData A RE

29



{
if (GrapKey)
{
GrapKey.Enbale();
GrapKey.performed.AddListener(GrapKey OnPerformed);

}

lefthandStep = 0;
righthandStep = 0;
}

f (GrapKey)
{
GrapKey.performed.Removelistener(GrapKey OnPerformed);
GrapKey.Disable();

ate void GrapKey OnPerformed(GSXR ActionData Boolean fromAction, bool state)

{
if (state)

{
Holed();

UnHoled();

41 H5E X ActionData JHIAYw 5

6. £RFEE
6.1. BENXHHEEF

30



% Favorites ) ges Plugin Runtime Resources
I M: i

_action

touchpad
touchremote

‘ 1gAssets € sttings
TextMesh Pro
™ Packages

s Library
™ com.unity.ads
lugin

B Doc ument

Runtime
Android
Devit
Features
Input
InputModule
Interal
Manager

ERRERRARR

42 GSXR Settings.asset MH#4AE

6.2. ERIEIRS]

¥ Dire: | b=
¥ GSXR_Manager

* Ca i

Enable InputModule v

Ed R Input

GSXR_Dont Destroy On Load (Script)

Add Component

K4 43 GSXR Manager & PR S PRGN 4 5 % B $44
6.3. ZRESHRAH

6.3.1. RenderSettings

31



TSR NERN BN Default |, A H & B IR i S5 EEIR .
Anti-Aliasing ZHANALECE L HTHLEISE RenderTexture KR, 1R E
B AR A 254 R & 15 3] ProjectSettings/Quality FARIEAEFE HE
XABH

6.3.2. CameraSettings

FRNLIE e D) ATz V) T PR 24 SampleCamera 2% Near >
Default Near Hf{fiH] Default Near [{J{H; 4 SampleCamera ]S4 Far <
Default Far IJffiH] Default Far fR{H.

6.3.3. InputSettings
J&/x Input 1T AEEMEH, MHHEN 0 BE WA BRSHN IFREE
FTFF GSXR_Input i #HHECE

6.3.4. FoveatedSettings

HEM REG,, v L E S

6.3.5. SpaceOriginSettings

AP A E, GSXR_OnHead R xR T kM # A&, GSXR_OnFloor J&
HEIE G, KRR E.

32



._Settings

Render Settings

Depth Buffer

Camera Settings
0.01
Default Far 5000

Input Settings

Foveated Settings
Endable Fc

Space Origin Settings

= Origin

K 44 GSXR Setting 4>/ i% B A

7. RS

7.1. SARHIE
(1) i%&# [window>Package Manager]) #T /G FH S,

33



Bl samples - 5GInput GSXRUnitylegacySDK - Android - 19.4.36f1 Personal® <DX11=

File Edit Assets Tool

GameObject Component

Ctrl+Tab
Ctrl+5hift+Tab

Asset Store Ctrl+2

T —

Packace Manaaer (Visual Desian Cafel

K45 JTORE RS

(2) BT AN GSXRLegacySDK, sidi [Import into Project] T AZHI
THE.

GSXRLegacySDK

GSXRLegacySDK

Unity

Impaort

Impo

Import into P
Impaort into
Import

Impa

Import into F
Impart into Project

Impart

K 46 BLEEEAS A
(3) FANFE

34



@ Assets
B AVProVideo

I Plug
BB Resources
@ Samples

s Packages

K47 ZB 3N RS

7.2. MERHILIE

(1) GSXRSamples
IiReHiiR: GSXRLegacySDK /nfil, ALEWAIRS . MINT RS, Ul FHH4 £
4. FEMAEEY. FED.

Hello GSXR

E RERE WATAHRE VIR R ERRR FRRD
DeviceState InputActions UlEvents Foveated Vibration

B REERY V100

48 GSXRSample 375t 51

(2) BasketballShooting

35



THRERIR: S LR UL LA, TS &Aa mIEER)E, 2T Trigger #41
B

F % - A SRRk

K] 49 BashetballShooting 375 5t

(3) ControllerSkeleton
DiRefiiR: FWMKSREER, B5KkE. £FW. AFW.

AP0, | Position:(0.000,0.000,0.000)
Rotation:{(1500/01000/01000)

Graphics;
s Near:(0.000,0.000,0.000)

ViewType: Siereo Far:(0.000,0.000,0.000)
LayerType: 0 Aspect:(0.000,0.000,0.000)
Fov:(0.000,0.000,0.000)
PDI:(0.000,0.000,0.000)
AntiAliasing: 8K Battery:(0.000,0.000,0.000)

FPS: 120 Charging:(0.000,0.000,0.000)

Resolution: (1600.1600)

K] 50 ControllerSkeleton 375 A1
(4) Longbow

hRefiik: TSR, WEIRIASH, T Trigger R S, /£f
TR A AT 7
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51 Longbow 75t 51

(5) PanoramicSound
Digefiid: PR RER.

AEN

7. 1@ IDIFEE MR

K] 52 PanoramicSound 375 F 1

(6) RenderResolution

Thgiik: TR R R .
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Resolution:1920°1920 Resolution:2560*2560 Resolution:3840°3840

Resolution:4096* 4096

K] 53 RenderResolution 375 5]
(7) Sougoulnput

Thegfid: MmN, WaEdhE o B, P 26 H . H3C 26 . WEFEHA
RGN

FRIZiA EZSTEN DR BHES

K| 54 Sougoulnput 35t 5t

(8) Teleport
DiRetiid: FAm aTHEREAT, BRI E, MR EBRZ R TR e & .
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IR, ERBM0E, BHFE
ai=

K] 55 Teleport 3z 5L

(9) XRKeyBoard
DigedtiiR: HE NE, SRR,

K] 56 XRKeyBoard 375 5t

7.3. ¥ GSXRLegacySample

(1) 4% GSXRSamples 7 5th, F# [GSXRSamples/Scenes) Ef42 1355
WinEFEF . (F: GSXR MainMenu NI R, BAESE —E)
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R_MainhMenu

Add Open Scenes

57 Wyt 53R St i

(2) HRPONIALI 5, R R iz SR .

-

Add Open Scenes

58 WAt AR S i

(3) YRk Androuid “F &, % apk 0.
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es/Scenes/GSXR_MainMenu

Platform

L rc

|'| Android TextL M } an't override

F allbac 32-hit
o] : : } : '

= Universal Windows Platform

Default device

ient Build

Player Settings... Build Build And Run

59 W HIHE s F i

7.4 N

(1) f#H USB s £ki%EF: GSXR —/A&NLAI PC.

(2) A7 [Refresh) .

(3) 7£ [RunDevicel |3 H £ U AT ER N GSXR — AN A5,

(4) riidy [Build And Run) , METEHJE, H3IERAE GSXR — KL L.
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Build

o [ I

o o D o 0 D

Platform

I;I PC. Mac & Lin
o

|'| Andreid

== Universal Win Platform

Default de

ypment Build ~  Default de
All ¢ tible devices

| NOLO Sonic 2 (DC131AT

Player Settings... Build Build And Run

60 NI F i

8. URP Bt E 35|

8.1. IZEiEE
(1) i F 4% [3D(URP)T Bk
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LTS

3D (URP)
2D (URP) The URP (L

3D (URP)

Runner Game

My préjec(

D:\A_UnityProjects\GSXRSDK V2.... -

2D Mobile

61 gt H Fim

8.2. IPRELE

(1) W51 E A volume A4, BARS T H E GRS,

= Hierarchy

+ - + - -
<€ GSXR_MainMenu_URP* bl
er PostPro

Vignette

Add Override

Add Component

K] 62 Volume ZHAFFi1H
(2) BFWiG 2+ i ¥ 3~ [LaserBeamLineRender_URP] .
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htHand

sal Render Pipelin rticles/Lit

Opaque

Advanced

Add Component

63 ML JE kA

8.3. NHAEE

(1) &R ik # [ Graphics] &5, FCE [Scriptable Render Pipeline
Settings] VB L& 1A .

Graphics

K 64 Graphics fic & ST

(2) gz kS [Quality) &I, RIBAFEMZNEE [Rendering]
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Quality

Kl 65 Quality fc & 5t (1)

Quality

K 66 Quality fic & 5t (2)

Quality

DP 1

K 67 Quality Fc & 5t (3)

9.1. AR
e dpk: P SRR AR

9.2. URP/LWRP #HRFAfF dI1 #IIKHK
fE e ERTH,

9.3. MEZITIEE 2D
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fR U RSB RIE HSR 1% APK AndroidManifest. xml /& 5403 GSXR
BRIAARES: BB HAR ) ARSI RS R 5 .

5 AndroidManifestxml # X XmlDocument [NooHE] & GSXR_ModifyManifest.cs PlayHand.cs TextMeshProUGUI.cs
1l version="1.0" encoding="utf-8
est xmlns:android d.com/apk/res package="com.unity3d.player
xmins:tools sc s.android.com/tools” android:sharedUserld="android.uid.system
n android:requestLegacyExternalStorage="true
ty android:name="com.unity3d.player.UnityPlayerActivity" android:theme="@style/UnityThemeSelector

n android:name="android.intent.action.MAIN
android:name="android.intent.category. LAUNCHER
y android:name="com.general.intent.category.XR

1ta android:name = "unityplayer.UnityActivity” android:value="true

ion android:name="android.permission.READ_EXTERNAL STORAGE
n android:name="android.permission.WRITE_ EXTERNAL STORAGE
android:name="android.permission.MOUNT UNMOUNT FILESYSTEMS
android:name="android.permission.INTERNET
1 android:name="android.permission.GET_TASKS
n android:name="android.permission.ACCESS WIFI STATE
n android:name="android.permission.ACCESS NETWORK STATE
n android:name="android.permission.ACCESS COARSE_LOCATION
android:name="android.permission.BLUETOOTH ADMIN
on android:name="android.permission.BLUETOOTH
1ture android:name="android.software.vr.mode" android:required="true

68 ERiA\ AndroidManifest. xml

9.4 HEFET
iRl Jpik: baseProjectTemplate. gradle [FAGHRASTI B & XA E.
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baseProjectTemplate.gradle X

allprojects {
buildscript
repositories {**ARTIFACTORYREPOSITORY**
google()
jcenter()

dependencieﬂ

classpath 'com.android
**BUILD_SCRIPT_DEPS**

repositories : TORYREPOSITORY**
google
jcenter
flatDir
dirs "${project(':unityLibrary').project

task clean(type: e) {
delete rootProject.build

K 69 HE X Gradle A

£ Project Settings

Audio Player

Editor FIUject neysLure
Graphics Custom Ki
Input Manager
Package Manager
Physics
Physics 2D Password PEEEER
Player
Preset Manager
Quality
Script Execution Order
Tags and Layers A
tMesh Pro
ettings Build
Time
VFX
XR Plugin Management Assets\Plugins\Android\AndroidManifest.xml

Select.
Path E:/ThielLab/noloKeyStore-system

Project Key
EN nolo

F—

Custom Main Manifest v

Custom Launcher Manifest
Custom Main Gradle Template
Custom Launcher Gradle Template
Custom Base Gradle Template

Assets\Plugins\Android\baseProjectTemplate.gradle

“ustom Gradle Properties Template
1 Proguard File

Minify
R se
Debug

Split Application Binary

XR Settings

KBl 70 BH5%E X Gradle f4#
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10. FEHEM

10.1. &itiREZ%E
GSXR P2 2k GSXR ~F & 75 B v h X B2 R (el R HH B @ 5, Wnfek 5%t
RN SR B8 4R, 255 AT A E B R .

GSXR APP
%)

HEEFEHIR  —— REEE - =
% — [ |
; ______ M BEERE | EEEE

-------- ElaallEnEEEZIN e

K 71 GSXR M H IR [R5 5% K]

48



	GSXR Unity Legacy SDK
	1.SDK简介
	2.SDK配置说明
	2.1.支持设备
	2.2.开发环境要求

	3.开发注意事项
	3.1.Android Manifest 文件配置

	4.快速入门
	4.1.准备文件
	4.2.新建工程
	4.3.打开包管理器
	4.4.包管理器切换筛选本地视图
	4.5.包管理器导入本地插件安钮
	4.6.选择文件导入
	4.7.导入完成
	4.8.根据实际需求导入TextMesh演示Samples所需资源 
	4.9.快速转换平台
	4.10.一键生成默认设置
	4.11.普通相机一键转成GSXR
	4.12.编写输入行为编辑器打开方式
	4.13.配置输入行为映射
	4.14.编辑手柄预制
	4.15.行为映射绑定
	4.16.生成GSXR_Settings
	4.17.修改GSXR_Settings
	4.18.调式运行
	4.19.自定义添加DontDestroyOnLoad
	4.20.GSXR构建设置

	5.编辑行为
	5.1.行为编辑器
	5.2.行为绑定
	5.2.1.组件添加行为绑定集合
	5.2.2.组件添加行为绑定类型 
	5.2.3.Boolean行为绑定路径和输入源
	5.2.4.Single行为绑定路径和输入源
	5.2.5.Vector2行为绑定路径和输入源
	5.2.6.自定义脚本绑定行为路径和输入源
	  }
	5.2.7.获取Hmd 键值
	GSXR_Input.GetHmdKeyPress(GSXR_Hmd_InputId.GSXR_Hm
	//...
	5.2.8.设置GSXR_Manager 脚本执行优先级
	5.2.9.生成ActionData
	5.2.10.设置ActionData
	5.2.11.绑定ActionData 
	5.2.12.自定义ActionData脚本编写 

	6.全局设置
	6.1.设置文件路径
	6.2.设置快捷指引
	6.3.设置参数说明
	6.3.1.RenderSettings
	6.3.2.CameraSettings
	6.3.3.InputSettings
	6.3.4.FoveatedSettings
	6.3.5.SpaceOriginSettings


	7.案例指引
	7.1.导入案例工程
	7.2.预览案例工程
	7.3.构建GSXRLegacySample
	7.4.体验应用

	8.URP配置指引
	8.1.场景搭建
	8.2.场景配置
	8.3.应用配置

	9.异常处理
	9.1.版本异常
	9.2.URP/LWRP 模板导入后dll 拷贝失败
	9.3.构建运行画面2D
	9.4.构建不通过

	10.注意事项
	10.1.设计返回逻辑


