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1. SDK &4t

A4 GSXR_SDK 7 Unity 51 EEHSEI 730, A GSXR Unity SDK (LA
N EFR SDK) HIEIZATAEER T General Standard for XR (LA RfRiFR GSXR) bk
[ XR B4 EA) XR M. GSXR Unity SDK FEALE: SKE4f:. FHAMmy
B 2B AR AR BRI S AR, DLRRFMIAEH TR Rk A
5e, S IE 2 S B, TR AT LA AN I A (7] 26 S 5 4 IS Y

Runtime 1 Runtime 2

Device 1 Device 2

1
1
1
1
1
1
1
1 A A
1
1
1
1
1
1
1

1 SDK 42



SDK J8Id UnityPlugin SCAFRURS AL, JFRE FAJERIE BN H 3%

Project B Console
Create
W Favorites ackages 5SXRPlugin Runtime
Q All materials
Q All Mc

Q All Prefabs

™ Assets

TextMes

™ pPackages

-

= Editor
™ Runtime

2 GSXRPlugin HF45#)

Packages—>GSXRPlugin T HI&EANF Hx#X N SDK AHM () ThEE, + HxX T
Runtime/Samples HxH#gMt 74L& S5 13735 F1 GSXRSamples. uni typackage,
FEIEAC SDK i 8 2] ] il i) A SR

GSXR Settings A& %R ENSHAH KR ;

GSXR_Plugin EL&JEEHHKMEE DAH KT RE ;

GSXR Manager 1% Runtime 5 Render #J4HALHIAHICINRE;

GSXR_ViewSet 35 HLEIEETEGLIEIHFRTNRE ;

GSXR_Camera 35 0 EVE Y3 A2 AH S ThRE ;

GSXR_Input &8 AT AFAHE RN

GSXR TrackedObject 1% Tracker X REKNIBIEZ A RINAEE

GSXR InputModule {4k RGHHCThAE

GSXR_GazeSwitcher G & G & VI HLAH K D RE «



2. SDK ECE kAP
2.1, g%

GSXR &A1& 5%

2.2. FERIMEEKX
YHEUnity BOA @ 2018. 4. x+ 2019x. 2020x. 2021x.

Supported Plaforms and Low-Level Graphics APIs
Platform D3DM D3D12  OpenGL/GLES = Vulkan = Metal = Build Status
« 'Android - - e s
##QualitySettings vSyncCount

Don't Sync ~ Every V Blank = Every Second V Blank
v - -

##Minimum API level Recommended Setting

AndroidSDK

« | >=AndroidApiLevel22
##Target Architectures

AndroidArchitecture

« T ARMVT « ' ARM64
##Unity 2018 Template

Unity Version 2D 3D 3D Width Extras = Hight-Definition RP  Lightweight RP VR Lightweight RP
Unity2018x - v ¢! B e )
##Unity 2019 Template

Unity Version 2D 3D 3D Width Extras = Hight-Definition RP  Universal RenderPipeline

Unity2019x - VARV - v
##Unity 2020 Template

Unity Version 2D 3D 3D Width Extras =~ Hight-Definition RP  Universal RenderPipeline
Unity2020x - ! ¢ -
v 1

##Unity 2021 Template

Unity Version 2D 3D 3D Width Extras =~ Hight-Definition RP  Universal RenderPipeline

Unity2021x ARV - v

K3 A SR



[ "N AL TR RS A% SRR BEAT R AL

JDK jdk1.8.0 JZPAE

Android SDK APT Level 22 DL

Android NDK android-ndk-—r16b (Unity2018. 4x)
TextMeshPro (Plugin) >=com. unity. textmeshpro@l. 4. 1
Scripts Runtime Version .NET 4.x Equivalent

Visual Studio >=2017 (L3 Unity FFR IR

B 4 HETFR

FE: Unity EH Windows—>GSXR BuildSettings X E

X BuildSettings

Default Orientation Recommended Setting as Landscapeleft

Landscape Left
lorSpace Linear GraphicsDeviceType Recommended Setting a penGLES3 Onl
OpenGLES3
ualitySetting ncCount Recommended Setting as Don't Syn
vSyncCount
MTRendering Recommended Setting Off
MultiThreadRendering

Blit Type Recommended Setting as Never

Blit Type Never

32-Bit Display Buffer Recommended Setting On

2-Bit Display Buffer (#

Android SDK Setting Path : Edit->Preferences..->External Tools->...

Minimum API level Recommended Setting new then AndroidApiLevel22

Minimum APT level

Target Architectures Recommended Contain ARMv7

Target Architectures ARMY7

Generate default settings

Show On Load

K] 5 GSXR BuildSettings 1




3. FEFEEWM

3.1. Android Manifest XHEE

® 0 VR I A B AR, SO VR MR R, AN E AR
HosE % 1 ok

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

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

® NN E SRR

A=—LBUF R R

<1 --SDK JEfli T g -—>

{uses—permission android:name="android. permission. READ EXTERNAL STORAGE” />
—=PUN A2 AR ALR—>

AT >

{uses—permission android:name="android. permission. BLUETOOTH” />
{uses—permission android:name="android. permission. BLUETOOTH ADMIN” />
{uses—permission android:name="android. permission. INJECT EVENTS” />
AN=—=3 AT ThRe—>

{uses—permission android:name="android. permission. INTERNET” />
{uses—permission android:name="android. permission. ACCESS NETWORK STATE” />
BN

{uses—permission android:name="android. permission. VIBRATE”/>

A—REFE >

{uses—permission android:name="android. permission. WRITE SETTINGS” />
A—BEIEF —

{uses—permission android:name="android. permission. CHANGE CONFIGURATION” />

o Ui

&84 GSXRP1ugin\Editor\GSXR_ModifyManifest. cs



SHIE Q- H-raW

GSXR_Plugin_AndroidInteral.cs GSXR_ModifyManifestcs # X GSXR_HelloGSXRTextBreathing.cs GSXR_Extensi
¥ CMCC.GSXR Editor - %, GSXR AndroidManifest
El GSXR
{

GSXRJJ‘I odifyManifest : IPostGenerateGradleAndroidProject

11 |0 4 . 0 i
OnPostGenerateGradleAndroidProject( basePath)

androidManifest = AndroidManifest(GetManifestPath(basePath));

androidManifest.SetPermission("android.permission.READ EXTERNAL STORAGE");
androidManifest.SetPermission("android.permission.WRITE EXTERNAL STORAGE");
androidManifest.SetPermission("android.permission.INTERNET");
androidManifest.SetPermission("android.permission.GET TASKS");
androidManifest.SetPermission("android.permission. ACCESS WIFI STATE");
androidManifest.SetPermission("android.permission. ACCESS NETWORK STATE");
androidManifest.SetPermission("android.permission. ACCESS COARSE LOCATION™);
androidManifest.SetPermission("android.permission.BLUETOOTH ADMIN");
androidManifest.SetPermission("android.permission.BLUETOOTH");

androidManifest.SetCategory(“com.general.intent.category.XR");

androidManifest.SetFeature("android.software.vr.mode”,

androidManifest.Save();

5 &4 Manifest ¥4



4. HIENIT]

4.1.

R

| < | GSXRPlugin
X I HE  &HF
<« v > LhEBE > 384 (F) » GSXR-Projects > GSXRPlugin
o ER
A BEE)
2345Downloads  # Document
Editor
[ B » .
Runtime
+ ol | ] Document.meta
pes * | ] Editor.meta
=Bk » £T package.json
APK |1 packagejson.meta
Builds £T package-lockjson
GSXRPlugin | ] package-lockjson.meta
@ READMEmd
Packages
| ] README.md.meta
@ OneDrive [} Runtime.meta
& WPSRI&
Eyic-t)
P 3D¥E
= Sonic
B o
=8k
(& v v

124m|E &P

e Em

2021/8/2318:18
2021/8/23 22:33
2021/8/23 22:30
2021/6/15 10:53
2021/6/15 10:53
2021/8/23 18:47
2021/7/6 14:50

2021/8/23 18:38
2021/7/6 14:50

2021/8/20 21:32
2021/6/1511:12
2021/6/1510:53

K7 SR

4.2. FHEIIE
FPIE Unity2018. 4. 31 3D BEARCGH & TRE, WRATRFIR R 2 nl e

AR -

W
i

paN

pres
s
ik
META 3Z#
META 32i#
JSON File
META 324
JSON File
META 3t
MD 324
META X4
META 3Z#

1KB
1KB
1 KB
1KB
1KB
1KB
5KB
1KB
1 KB

@ {E/ Unity 2018.4.34f1 8IEZ5NH

1R

2D

High-Definition RP

3D 3D With Extras

([
o

Lightweight RP VR Lightweight RP

— O
wE
HEER"
GSXRPIlugin2018
F\GSXR-Projects sos
B Bl

K8 B Lhe



e e e e e e PO see™y

Q Unity 2018.4.34f1 Personal - SampleScene.unity - GSXRPlugin2018 - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component IB2iRIIEE Window Help
™R Pivot - Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts

Unity IAP

Asset Store Ctrl+9
Package Manager

TextMeshPro

General

Rendering
Animation

Audio

Sequencing
Analysis

Asset Management
2D

Al

XR

Experimental

K9 T B

4.4, QEIRHFIIMTHIEABILE

v Unity Registry
. Ads
In Project

Built-in 5 Version 2.0.8

¥ Package Manager UI
< Te Mesh Pro 4. com.unity.ads
© Unity Collaborate Author: Unity Technologies Inc.
Unity Ads is a video ad network for iOS and Android that allows you to quickly and effectively

10 B B D) A AL



4.5. BEERZSAKHERE

Remove

Add package from disk...

K11 A B T A A 2

4.6. EFEXHIAN

hasing € Select package on disk

ager UI

() > MbeBRE > XY (F) > GSXR-Projects > GSXRPlugin >

@m. s
GSXRPlugin A &iR
Packages Document

@ OneDrive Editor

& WPSHIfR £T package.json

= g £J package-lock json
3D %%
¥ Sonic
[ B
=
& ey
4 TH
dE%
L]
L B )
~ B8 (E)
~ XM (F) 9 e

RAFE(N): |package json v | package.json file (*json)

(o] =

K] 12 G0 H R0 PR A M A



an

GSXRPIlugin

© Analytics Library Version 1.0.5

€ 1n App Purchasing

¥ Package Manager UI 3 com.cm

@ Package Validation Suite . ,  Author: CMCC

¢ TextMeshPro General Srandard for »

© Unity Collaborate
cMCC

< GSXRPlugin

t update 17:4

K 13 S A\ 5ER GSXRP1ugin FilfifE B

4.8. IRIEEFRFEKRFN TextMesh &R Samples FrEs SR

€ Unity 2018.4.34f1 Personal - SampleScene.unity - GSXRPlugin2018 - Android <DX11 on DX9 GPU>
File Edit Assets GameObject Component I238iRI18% Window Help
Bl S T o] A Pivor o Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts

Unity IAP

GSXR BuildSettings

GSXR Input

Asset Store

Package Manager

TextMeshPro Font Asset Creator

General Sprite Importer

Rendering Import TMP Essential Resources
Animation Import TMP Examples and Extras
Audio

Sequencing
Analysis

Asset Management
2D

Al

XR

Project Files GUID Remapping Tool

Experimental

W Favorites
Q All Material

™ Assets
L 1
™ pPackages

14 TextMeshPro Byf-5 AN 7k



4.9. REHEREER

GSXR 4T 0 T HAR B 1P G R S A H S DI Th g, ZidfFE kT
JRNFEPUEACE, AT TR R E.

'Q Unity 2018.4.34f1 Personal - SampleScene.unity - GSXRPlugin2018 - Android <DX11 on DX9 GPU>
File Edit Assets GameObject Component 1E3@iIh8% Window Help
Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

nA Pivot

Create Layouts
U SampleScene .
® Main Camera Wty (Y7

GSXR BuildSettings
GSXR Input
Asset Store Ctrl+9
Package Manager
TextMeshPro
General
Rendering
Animation
Audio
Sequencing

Analysis

Asset Management
2D

Al

XR

Experimental

K 15 FTHFFT W E T



4.10. —BERRNEE
HFERTE, RERESK

BuildSettings

A

Default Orientation Portrait

OpenGLES3

A

vSyncCount Every \/ Blan}

A

MultiThread Rendering

A

Blit Type

32-Bit Display Buffer

Minimum API level Android Api Level Auto

A

Generate default settings

Show On Load

K16 4T 0 i B 5 i S HE 2



4.11. EiBHEH—82% A GSXR

W st GSXR B HAY, RPN 1 LB AR G, PR E ]
AL G A AME LT S R B B R SOT R H T

€ Unity 2018.4.34f1 Personal - SampleScene.unity - GSXRPlugin2018 - Android <DX11 on DX9 GPU>

File Edit Assets GameObject Component IE3&iRMIfE Window Help
Bl < e W pivot [ocal

Copy
Paste
Rename
Duplicate
Delete

Create Empty

3D Object

GSXR Create GSXR_Manager With GSXR_CameraRig
2D Object

Effects

Light

Audio
Video
ul
Camera

K 17 —8i s s AL

GSXRManger A= il JE5 47—~ MainCamera JF & AR 5 5K 152 I S 8
MR Ja WA, R IsATa BB & B s b AL A, BEA
LEPS CEREE LS

Layer !Default

Transform
n

N N N
(=2

= o

nager (Script)

Input

GSXR_Dont Destroy On Load (Script)

Add Component

K 18 GSXR & H#s s Hi i (E B



4.12. RERNITARBRITHASR

Q Unity 2018.4.3411 Personal - SampleScene.unity - GSXRPlugin2018 - Android <DX11 on DX9 GPU>
File Edit Assets GameObject Component IE52hRINDEE Window Help
Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab _
+4 Animator
Layouts
Unity IAP
GSXR BuildSettings
GSXR Input
Asset Store
Package Manager
TextMeshPro

General

Rendering

Animation

Audio

Sequencing
Analysis

Asset Management
2D

Al

XR

Experimental

19  GSXR I ANAT A4 E LEITH 75

4.13. BCEMMNIT RS

Name
LeftHand_Trigger_Click

Thurr k_Touch
Trigger_Pull Default Binding Path
ip_Pull
Thumbstick_Po:
Thumbstick_Leftclit InputSource ControllerType
Thumbstick_Right
Thumbstick
Thumbstick_ D
ightHand
7 RightHand,

& RightHand_Grip_Pul
(4 RightHand_Thumbstick_Po

20 A7 M E H



4.14. YR%8FHRTAH

Q Unity 2018.4.34f1 Personal - QuickStartunity - GSXRPlugin2018 - Android* <DX11 on DX9 GPU>
File Edit Assets GameObject Component IE32RIHEEZ Window Help

€ Game QPr t Settings ;i Animator | #Scene

W Favorites a Plugin Prefabs
QAll M
Q Al 1

K21 R] g /e A TR T A

4.15. {TAHRREEE

K 22 17 N8 SN E



4.16. Hpk GSXR_Settings

R T H H 7% GSXR_Settings, A flAbnAr 8 A i GSXR_Settings £
TR AR o

_ Resources Resources

GSXR_Settings

Folder

O
Dple::] C# Script

clete Shader
Rename .
C Path Alt+Ctrl+C Testing

+Ctrl+

opy e Playables
Open Scene Additive Assembly Definition
Import New Asset... TextMeshPro

23 E il GSXR Settings
4.17. &3 GSXR_Settings

Manager
Tag

Transform
Position

B 7 GSXR_Manager (Script)

Camera Offset * Camera Offset
Sample Camera Main Cal

Edit GSXR Input 3 X Settings

24 PREEF R GSXR Settings



Q GSXR_Settings

Render Settings

4 bits deptt
Camera Settings
Default Near 0.01

Default Far 5000

Input Settings

Foveated Setti

Endable Foveated

Space Origin Settings

Space Origin

25 &4 GSXR Settings
4.18. BREIT
R SCHEN I 5 (0 7 4G -0 7 ZEBC B 3 GSXR GazeSwitcher b, #xlig
1Tt 2 B3 ik SampleCamera AERXT R GSXR ViewSet JEHYAHAL; 7E VA
A R A E S B AWSDQE 454 ViewSet RiJE A4 B R, iEidH% Alt+ R s
R B AR A% A R 2l SRR 1l 17

Q Unity 201843411 Personal - Untitied iSample - Android* <DX11 on DX9 GPU>
File Edit Assets GameObject Component IBEREIAE Window Help

26 =BT A



4.19. HENZIN DontDestroyOnLoad

Enable GSXR InputModule #rENLA]CAYIHE G GSXR FHHERSAE
N S 2 T AN AR AR A

= 7 G

anager

Layer

e You can set properties on GSXR_EventSystem.. and medify hand model on prefat

InputModule

GSXR_Dont Destroy On Load (Script)

Add Component

27 DontDestroyOnLoad 4} &

4.20. ITEIEE

Q Unity 2018.4.34f1 Personal - Untitled - GSXRSample - Android* <DX11 on DX9 GPU>
File Edit Assets GameObject Component IE5@8hRII&E Window Help
"R Pivot | 9 Globl Next Window Ctri+Tab

— Previous Window Ctrl+Shift+Tab . . _
Hierarchy Project Settings  yi Animator

Create Layouts
< Untitled*
W Di i

GSXR Input
Asset Store Ctrl+9
Package Manager
TextMeshPro
General
Rendering
Animation

Audio

Sequencing

Analysis

Asset Management
2D
Al
XR

Experimental

K2

co

HeEEFTFF GSXR BuildSettings



5SXR BuildSettings

Default Orientation Recommended Setting as Landscapeleft

ColorSpace Linear GraphicsDeviceTy| nmended Setting as OpenGLES3 Onl

OpenGLES3

QualitySettings vSyncCount Recommended Setting as Don't Syni
vSyncCount Don'

MTRendering Recommended Setting Off
MultiThreadRendering

Blit Type Recommended Setting as Never

Blit Type Never

Bit Display Buffer Recommended Setting On

2-Bit Display Buffer (&

Android SDK Setting Path : Edit->Preferences..->External Tools->...
Minimum AFI level Recommended Setting en AndroidApiLevel22

Minimum API level A evel 22

Target Architectures Recommended Contain ARMv7

Target Architectures ARMy7

Generate default settings

Show On Load

K 29 GSXR BuildSettings #¥FXE
5. iBITH
5.1. {TAHYIEsR

le \nd_Trigger_Click Trigger
Type Shoulder

Left_Thumbstick )

a

& Lef
M Le
I}

e
@ e
=

e
Hle
& Lef
& Le
=

[ Le
e
& Lef
[ Ric
[ Ric
& Ric
[ Ric
[ Ric
[ Ric
[# Ric
[ Ric
[ Ri

K] 30 GSXR_Input 1T N%miEss
MR A S AT AR IR B ARSI, ARR SR 2 MT RS
Mk A AT AR AL s ] DB ST NS B AT INAT s i AT N s T
PMESUT N B AR ABAT N NVRSE € s Sl 5 G ] s i dn A DR AR Rk
P4



5.2. {ThHAE
5.2.1. WHEMITAARERE

Add Component

GSXR

ActionBehaviour

oyOnload

K31 A AT A e £ S

o

5.2.2. (AHFRMITAHBEIRR

QuickStart*

&+ bi Layer

Y 0.14:
YO
Y1

ActionBehaviour

Boolean

K 32 HAI AT gk e kY



5.2.3. Boolean {T A4 EEEFMNIT

© Inspector Lighting

- g t Layer |Default

ale X1

i ¥ GSXR_Action Behaviour_Boolean (Script)

¥ GameObject

ns\default\in\L

R_LeftHand

Edit

lean)

Add Component

33 Boolean 17 A48 B 42 A% N IR



Hierarchy
reate
{4 QuickStart*

¥ Directio

¥ GameObject

Single {T A4 EBRBEMMNIE

© Inspector It Lighting

Default

Y 0.143
Y 0
Y 1

¥ GSXR_Action Behaviour_Single (Script)

ActionPath actions\default\in\LeftHand_Trig:
Inpu {R_LeftHand

Edit Actions

Please bind the corresponding event callback bel

le)

On Update (S
Empty

Empty

Add Component

5] 34 Single 1T NFR5E BAZ A A\ JE

Vector2 {TAYEEEFMNIE

Layer [Defalit

shdefaultiin\Le

R_LeftHand

Edit

e bind the corresponding event callback bels

& 35  Vector2 17 AN4hE M2 A% N IR




5.2.6. BEMMELEITAHREIMNIE

H 5 AT NS B e e 2448 GSXR Tnput HIIE4L 52 a3 % B GSXR Manager
FEUAS AT o2 v H 5 LA

// 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”);

}

//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(“RightHand 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) ;
GSXR_Input. GetSingleAction (“action2”, GSXR_InputSources.GSXR LeftHand) ;
action3 = GSXR Input. GetVector2Action (“action3”, GSXR_ InputSources.GSXR LeftHand) ;

action2




5.2.7. 3REHmd $1E

//Boolean
GSXR Input. GetHmdKeyDown ( GSXR Hmd Inputld.GSXR Hmd Inputld Enter);

GSXR Input. GetHmdKeyUp (GSXR Hmd Inputld.GSXR Hmd Inputld Enter);
GSXR Input. GetHmdKeyPress (GSXR Hmd Inputld.GSXR Hmd Inputld Enter);

5.2.8. 1%&E GSXR Manager BIZAITH AR

System;
System.Collections;
System.Collections.Generic;
UnityEngine;

GSXR

[GSXR ScriptOrder(-500)]
[AddComponentMenu("GSXR/GSXR_Manager")]
] | Al | 2

GSX_RJ"-‘.«W anagér : MonoBehaviour

#region Properties

Aanager minstance;
5 | 1 4

(R_Manager Instance|

[SerializeField]
GameObject cameraOffset;
| » 12 Kail1 4

Gam eOIgject CameraOffset

36 H e A




€ Game O Projec ttings vi Animator —|—.‘-ﬁ-i« ene

Script Execution Order

Add scripts to the custom order and drag them to reorder.

ripts in the custom order can execute before or after the default time and are executed from top tc
bottom. All other scripts execute at the default time in the order they are loaded.

hanging the order of a script may meodify the meta data for more than one script.
{R.GSXR_Manager -500
TMPro.TextContainer -110
TMPro.Tex hPro -105
TMPro.TextMeshProUGUI -100

It Time

K37 B B E SUHA S

6. =/KE
6.1. WREBVNHEE

Project
reate

W Favorites XRPlugin Runtime Resources

Analytics Library
m.unity Is
Plugin
™ Document

™ Editor
itime
Android

™ De

™ Features
-_Tr||w||t

™ InputModule
Interal

Manac

K| 38 GSXR Settings.asset X HH1E



X 0
X 0
X1

v GSXR_Manager (Script)

a U can set  properties en GSXR_EventSystem.. and modify hand model on prefal

Enable GSXR InputModule v

Edit GSXR Input Edit GSXR Settings

GSXR_Dont Destroy On Load (Script)

Add Component

39 GSXR Manager & ¥R 28 PR N 4= Ry W B 14401
6.3. WESHIRAA

6.3.1. RenderSettings

FA S SERINBH Default , A H & XAE SR th S HUF BUR IR .
Anti-Aliasing ZHUNHEAE L AT RIS RenderTexture HJFT &, U1H F %
B UES5 4R U 2 ProjectSettings/Quality MRYEAFF & HE
X B

6.3.2. CameraSettings

FEBLIT Fe ) 1 A 3D T PR S 24 SampleCamera 2% Near >
Default Near Wf{{H] Default Near fJfE; =4 SampleCamera HJZ#{ Far <
Default Far B {ifH Default Far fI{H.

6.3.3. InputSettings
J&/x Input AT HEEWEH, MHEH 0B WA BRSEN NFRE
FI T GSXR Input ZmiE#S0CE .

6.3.4. FoveatedSettings
TELRESRS, [HREE T AR E S
6.3.5. SpaceOriginSettings



75 (8] JF B, GSXR OnHead JE UG Tk #iisk £ A &, GSXR OnFloor J&
BEEYE, REZHR .

@ GSXR_Settings

Render Settings

Render Settings only for setting the viewset camera rendertexture quality, the global quality settings always use unity default
path : Project Settings/Qualit

Format
Anti-Aliasing
Depth Buffer (with stencli)

Camera Settings
Default Near 0.01
Default Far 5000

Input Settings

Foveated Settings

Endable Foveated

Space Origin Settings

Space Origin

%] 40 GSXR Setting 4 /)&% B A

7. FELE
7.1. WMERE
MR AR SR A
7.2. URP/LWRP #EiRSANE dI1 LK
ek ERTH



8. EEHM

8.1. EitiREZiE
GSXR P25 12k GSXR - & 75 ittt 2 [0 38 [14E Hh 7 S8 48, eIl 25t
TR SR B, L5 A T B AR I R A

GSXR APP

T oo |

MEASTEHAE S RESE o — =
. — [ ] )
= s{ BE1ERS | EEITIE

-------- EElIEnEEEE

41 GSXR MR [RZ 425 1A




