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1. Introduction

On souhaite créer un IHM en 3D en AR (augmented reality).
On utilisera un QR code comme image cible (image target).

On ajoutera aussi des boutons virtuels a notre interface.

2. Mode 3D AR

Vuforia fournit un exemple afin de tester le mode 3D AR.

2.1 Configurations
Les configurations sont :

2.1.1 Players setting

Build Settings

= Herarcry 0 inspector |
v Q 2-Eyewear =
(J

T

Settings for Android

[ Icon

[ Resolution and Presentation

4 [splasnlmage

@y wos

E Xbox One

=ra PS4

[ Other Settings

[ Publishing Settings

XR Settings
\irtual Reality Supported [
\irtual Reality SDKs

I= ‘Vuforia
T

Stereo Rendering Mode* | multi pass —
ARCore Supported o
Vuforia Augmented Reality

(1 |
EE] Universal Windows Platform

i
HRLS L

E WebGL
ml Xiaomi Mi Game Center

f Facebook

Vuforia Augmented Reality is required when using the Vuforia
Virtual Reality SDK

a) Choisir dans XR setting :
Virtual reality supporter (mode 3D) avec Vuforia comme viewer ( + et choisir Vuforia)

et

Vuforia augmented reality

b) Configurer dans 'other setting' :
ARMv7
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Build Settings

@ty wvos
"‘ Xbox Cne

Pra PS4

1| N
] Universal Windows Platform

(Add Open Scenes |
(Grade 3]
m
m
= 1
=
(add ]

E WebGL
ml Xiaomi Mi Game Center

f Facebook 3

2.1.2 ARcamera
La caméra vuforia est configurée comme suit :

= Hierarch © Inspector

[ - v ¥4 amera | L static v
R P —— o .

En mode run on obtient ceci :

3/17

Streaming Priority
Protect Graphics Memory [}
Enable Frame Timing Stats[_]

Vulkan Settings
SRGB Write Mode* ™=

Identification
Versior® [ ——
Bundle Version Code
Minimum AFT Level
Target API Level

Configuration
Scripting Runtime \Version| NET 4.x Equivalent %]
T —
Api Compatibility Level* [ neTawx %]
C++ Compiler Configurati release  +]
Mute Other Audio Sources| |
Disable HW Statistics®* [ ]
Target Architectures
ARMVT (]
ARME4 (]
xBE 4
split APKs by target archit[_]
Install Location
Internet Access
Write Permission
Filter Touches When Obsc[ ]
Sustained Performance Mc[]
Low Accuracy Location [ ]

© Inspector
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L) Unity 2018.3.141 Personal - 2-Eyewear.unity - Sample3DAR - Android <DX11 on DX9 GPU> - IE3
File Edit Assets GameObject Component Window Help

| & collab = ;& N Account_- |

Game |

Free Aspect 4| Scale e — 1,25 Both Eyss  $ | Maximize On Play | Mute Audio | Stats | Gizmos |~

en ayant ajouté une 'image target' :

<< Unity 2018.3.14f1 Personal - 2-Eyewear.unity - Sample3DAR - Android <DX11 on DX9 GPU> - TIEES
File Edit Assets GameObject Component Window Help

+ EIEAInlS #i Pivat | ©Glabal m [ @colab - ] [ | [Account - | [Layers -] {Layout -]
= Hierarchy | - @ Inspector e

~| (@eAn
AL ERRG & [ImageTarget [ Static v | =
|| v & 2-Eyewear

Scene |
Shaded ) | ad i~ Gizmos = | (arAll

v (JARCamera Tag [ Untagged 4| Layer | Default 3]
.| camLight v A Transform ["EE2
) SceneLight Position X|0 Y |0 20
> ImageTarget_Astronaut Rotation X|0 Y 0 Z|0
> ImageTarget_Drone Scale x[0.5 v 05 z[o5
: m:gg:;g:tggg:: ¥ & ¥ Image Target Behaviour (Script) [T
) ToggleTargeRender Download new \Juforia Engine version: 8.1.10
__® imageTarget Type (predefined :J
Database dbessaiol L
Image Target QRCode_ipapklegrand 3+

Add Target

‘_ ¥ | [¥Default Trackable Event Handler (Script) [ 5 #,

» Advanced

Project |
I )
Create ~| (4 4

Script DefaultTrackableEventHandler Q
v i Assets —
» G Commen ¥ |G| ¥ Turn Off Behaviour (Script; ﬁ S8
» il Editor Script &
v E%ESUU”CES ¥ .| ¥Mesh Renderer @ =%
== WuforiaConfiguration » Materials
[l console € Game » G SamplesResources Light Probes [ off 4
Free Aspect 4| Scale (—1x Both Eyes  +|Maximize On Play | Mute Audio | Stats | Gizmos |~ v & Scenes
. 2 Reflection Probes Blend Probes *
) samplescene Ahior Overld Nee e
» B3 StreamingAssets nchor Override lone (Transform) L
» & Vuforla Cast Shadows [on 4]
» &3 Packages Receive Shadows ¥4
Motion Vectors (_Per Object Mation B

Lightmap Static (]

To enable generation of lightmaps for this Mesh Renderer, please
enable the 'Lightmap Static' property.

ocuu\d not deinitialize the tracker.
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2.2 Test pour agrandir les deux images

Changement : 'field view' de 51 a 40 : effet aucun la valeur chage et passe a 72 en
mode Run.
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3. Création d'une app 3DAR.

Créer un nouveau projet 3D

Effacer la caméra installée par défaut :
€  Unity 2018314 Personal - SampleScene.nity - AR3D_ex01 - PC, Mac & Linux Standalone <Dx11> - ONEN

File Edit Assets GameObject Component Window Help

& collab - J{ & ]

= © Inspector
- ]
Craater| @A ) 4 [Main Carrera | C)static

v € sampleScene o= -

Tag [MainCamera 4] Layer [pefault )
v A Transform el
Position ®0 el 1 Z|-10
Rotation X0 Y |0 Z0
Scale X1 Rl Z|1
Bottom
v ¢ ¥ camera R
Clear Flags Skybox 2
Backgraund R
Culling Mask Everything +
Projection [ Perspective +]
Field of view 60
Physical Camera O
Sk e yryrwy | Pl Near 0.3 |
EElGupsn} R, S L F—— ipping Flanes ear 0.
Display 1 Maximize On Play | Mute Audio | Stats | ereate-| (& [2]%] Far (1000 |

v (i Assets Viewport Rect X0 Y10
» G Scenes wi — H

» [l Packages

Depth i1 |
Rendering Path [ use Graphics Settings ~
Target Texture 'None (Render Texture) le
Qcclusion Culling ¥4
Allow HDR. 4
Allow MSAA ¥4

Allow Dynamic Resolutic| ]

Target Display [ Display 1 4]
© W Audio Listener ol
[ Add Component ]

~ i@ 1756

Mettre une camera Vuforia :

importer les package nécessaire (cela se fait tout seul)
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L) Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - PC, Mac & Linux Standalone* <DX11> - IE3
File Edit Assets GameObject Component Window Help

- S5 | =1 ‘:(*}:I wi Pivot | @Global | &collab - | @ [Account - | [Layers - | [Layout - |

# Scene | Hierarchy | @ Inspector | A=
shaded 20 D | =~ Gizmos ~| (G AT | | create - & [ O Statlc v =
v € samplescene* = | - = I
¥ it sl Tag | untagged ] Layer | pefault i)
ARCamera ¥ A Transform [T
Position X|0
Rotation X0 Y0
Scale X|1 Y1 ) 1
¥ ¢ [V camera @ =%
Clear Flags [ solid color 4]
Background I
culling Mask [ Everything 4]
Projection [ Perspective "
Field of \iew ——| 60
- Physical Camera o
Elconsele | € Game | A B (555 l, - N Clipping Planes Near [0.05
Display 1 #| | Free Aspect + | Scole (e 1,25 | Maximize On Play | Mute Audio |stats | Gizmos (= | | Create 7| L% |4|% Far 2000
v & Assets \iewport Rect X[ v[o
» Gl Scenes Wi HT
» & uforia
» Gl Packages Depth 1
Rendering Path ((use Graphics Settings B
Target Texture None (Render Texture) @
Qcclusion Culling ¥4
Allow HDR (|
Allow MSAA ¥
Allow Dynamic Resolut[_] P
Target Display (Display 1 0|
© W Audio Listener @
v & [¥vuforia Behaviour (Script) (7§
‘ Viluri ol Bl St Ve o Blave et wiaee ||
to modify this object |
v

Configurer le player :

switcher sur Android

< Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - Android* <DX11 on DX9 GPU> - B
Build Settings

[ & Collab v] @ [Account '] [Layers -] [Layout ']

Scenes In Build

Inspector | -
liciestes] @™ Sui i y
Background ——
v € sampleScene* -= Ji— o e [—f]
I Directional Light ulling Mas| Everything 4
Projection [ Perspective 4]
Field of View —— 60
Physical Camera (]
Clipping Planes Near [0.05 L
Add Open Scenes Far 2000
Viewport Rect X|0 Y 0
Platform N Cm—
A
é_; PC, Mac & Linux Standalone (-@ a Android oo Depth it
= 2R 8ll Rendering Path | use Graphics settings ™
(# Android Texture Compression [ Target Texture None (Render Texture) Q
ETC2 fallback
e QOcclusion Culling ¥4
i0s Build System Allow HDR )
Export Project i . Allow MSAA ¥4
@ty nos Build App Bundle (Google Pla Allow Dynamic Resolut( ]
RUN Device Default device | Refresh
@ - evelaprent Al 0 g é? \/iﬁ}rla Target Display [ Display 1 i)
Autoconnect Profiler R @@Audio Listener [
moa PS4 Script Debugging V‘@Vufuria Behaviour (Script) [FEE-S
Scripts Only Build & Vuforia is not enabled, Enable Vuforia in the PlayerSettings in order
Universal Windows Platform Compression Method Default + to modify this object
raey SDKs for App Stores
E WebGL
I Xigomi Mi Game Center World Center Mode DEVICE
n Facebook = { Open Vuforia Engine configuration J
Learn about Uni
— ¥« ¥Default I ation Error Handler (Scrip [ 5! &,
Player Settings... Switch Platform J| Build And Run | Script DefaultinitializationErrerHandler Q
[ Add Component |
he

Choisir le mode : XRsetting = Virtual reality SDK (Vuforia) + Vuforia augmented reality
(s'installe tout seul)

7/17




TP réalité augmentée 02 : Unity + Vuforia - IHM 3D en AR

Q Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - Android* <DX11 on DX9 GPU> - IE3
Build Settings
Scenes In Build [ & Collab ~ ] @ [Account > ] [Layers = ] [Layout > ]
I Hierarchy \ = @ Inspector R
Create v | (arAl A
v € samplescene* -= [|[2EE e ﬁ“"‘ts:: o
I Directional Light
_/ARCamera
Select
Default Cursor None
(Texture 2D)
Add Open Scenes
Cursor Hotspot X 0 Y0
Platform
: - 3 *
%, PC, Mac & Linux Standalone Android
Settings for Android
& Android Texture Compression Don't averride + Icon
- ETC2 fallback 32-bit L = Resoluti dp tati
esolution an resentation
ﬁ i0s Build System Gradle ] b @Project |
- (= -
Export Project m| liCrazte o 4% Splash Image
@ty tvos Build App Bundle (Google Play[_] v [ Assets =
Run Device @ » Gl Resources Other Settings
@ Xbox One Development Bild O : gsiz: Publishing Settings
Autoconnect Profiler » G Packages
=ra PS4 Script Debugging XR Settings
Scripts Cnly Build Virtual Reality Supported @
Universal Windows Platform Compression Method Default : Virtual Reality SDKs
W SDKs for App Stores Vufortia
E WebGL -
U | Xiaomi Mi Game Center Stereo Rendering Mode™® | Multi Pass
Facebook ]
n b Learn about Unity 1d Build IR SR eIt u
Wuforia Augmented Reality(of
Player Setting: Build ][ Build And Run ]
"1y Vuforia Augmented Reality is required when using the Vuforia
=/ Virtual Reality SDK,

Retourner sur la camera Vuforia

Ouvrir la configuration Vuforia :

< Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - Android* <DX11 on DX9 GPU>
File Edit Assets GameObject Component Window Help

3

(&) BN S i | 5] | % )L o Pivot | ©Giobal) (> 1 ») P colen = B IR Account. = DI Lavere. < B Lavout o]
# Scene | = Hierarchy | m-= | © Inspector | =
Shaded IEn <) | - Gizmos = | (arAll Create + | (Grdl Clear Flags ((Selid calor. A =
DI = | Baground ——
[ I Directional Light
i
ARCamera Culling Mask Everything
Projection (Perspective 4]
Field of View ——| 60
Physical Camera (|
Clipping Planes Near 0.05
Far 2000
Viewport Rect X|0 Y 0
W1 H1
Depth it
Rendering Path [ Use Graphics Settings 4]
—_— Target Texture None (Render Texture) Q
[lconsele | € Game | | @ Project L Qcclusion Culling ¥4
Free Aspect | Scale e 1,25x | Both Eyes | Maximize On Play | Mute Audio | Stats | Gizmos |~ Ctaziatial s | Allow HDR. '
v (& Assets Allow MSAA (7]
Vﬁ%effuﬁrc.esc f i Allow Dynamic Resolut[_]
uroriaConfiguration Stereo Separation 0.022
» (Gl Scenes
» G Vuforia Stereo Convergence 10
» @i Packages Target Eye [Both ¢
© M Audio Listener TR
v & W Vuforia Behaviour (Script) @ = e
Download n iforia Engine version: 8.1.10
World Center Mode [ pEvice 4]
[ Open Vuforia Engine configuration ]
¥ « |¥Default Initialization Error Handler (Scrij @ = e
Script DefaultInitializationErrorHandler (o]
[ Add Component 1 L
v

Configurer 'Digital eyewear'
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< Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - Android® <DX11 on DX9 GPU> - O EH
File Edit Assets GameObject Component Window Help

4' S \:ﬂ: | IEI \:’-i-):l #j Pivot | @Global | @collab - | @ [Account | [Layers - | {Layout - |

4 Scene | w=| = Hierarchy | nspector |
Shaded -/ @ | w2 - Croste < | T[] Y SHeNeSM SELLY UL IS M SIS L LS e e
v € sampleScene* Open Library Article
I Directional Light App License Key

| ARCamera
. Add License

Delayed Initialization ]
Camera Device Mode | MODE_DEFAULT i
Max Simultaneous Tra: 1
Max Simultaneous Trai 1
Load Object Targets o[ ]

Gizmos v | (arAll

il

¥ Digital Eyewear

Device Type Phone + Viewer 4
viewer Config Vuforia ¢
. Viewer Type [ Generic Cardboard (Vuforia) ¢
[lConscle | € Game | L= | BProject |ﬂ Button Type BUTTON_TYPE_MAGNET
Free Aspect Scale e 1,25x | Both Eyes % | Maximize On Play | Mute Audio | Stats | Gizmos |+| | L Sre2® 7] L5 Screen To Lens Dist 0,042
v [ Assets Inter Lens Distance 0,06
v @ Resources Tray Allgnment TRAY_ALIGN_BOTTOM
TR Lens Center To Tray 0,035
: E \S/iig:z Distortion Coeffien 0,441 0,156 U
3 i 40 40 40 40
» @i Packages Field Of View
Contains Magnet True
Camera Offset 0.08

v Databases
No Databases found Add Database

Disable model extracti(_]

¥ Video Background
Enable video backgrou (v
\ideo Background She [s)Custom/\ideoBackground (]
v

Lirohar Divicinn
Asset Labels

Ajouter un objet a voir : ici un cube blanc.

g Unity 2018.3.14f1 Personal - SampleScene.unity - AR3D_ex01 - Android <DX11 on DX9 GPU> - TIEES
File Edit Assets GameObject Component Window Help

[{’) | + E L% | =1 ‘:('!'):I 8l Pivot | @ Global [ & collab - | @ [Account =~ | [Layers -] {Layout ~|

“ Scene | Hierarchy | - @ Inspector | =
4 - ~| (oA | (ara ) _ —
Shaded - < | & Gizmos ~| (GrAl | | create -| azam & [Cbe Ostatc v |4
v € sampleScene — o L - —
| Directional Light 49 | Untagged ¢ Layer | Default 1)
| ARCamera ¥.A Transform @ 2 %
Cube Paosition X0 Y [0 2 1.96
Rotation X|-15.071 ¥ |37.735 g - 11.39
Scale X1 ¥ [1 Z|1
v |/ cube (Mesh Filter) "R
Mesh @ Cube a
v |. | W¥Mesh Renderer [
» Materials
Light Probes [ Blend Probes i)
Reflection Probes Blend Probes i
Anchor Override None (Transform) @
e [ iect | — | Cast Shadows (o 4]
[lConsale | € Game | O Pro]ect/|— -
- create v| (@ FRLS Receive Shadows ™4
Free Aspect +| Scale (m—1% Both Eyes  +| Maximize On Play | Mute Audio | Stats | Gizmos |~ |
] v Gl Assets Motion \Vectors [ Per Object Motion s
¥ 6 Resources Lightmap Static ()
ﬂ VuforiaConfiguration =
» [ Scenes “ To enable generation of lightmaps for this Mesh Renderer, please
» &3 vuforia °/ enable the 'Lightmap Static' property,
» & Packages Dynamic Occluded (=]
¥ i [¥Box Collider @ =%
Edit Collider
Is Trigger (m
Material None (Physic Material) (]
Center X|0 Y 0 Z0
Size X1 ¥ (1 1
' Default-Material @ =
> Shader | standard 2

Construire I'apk :

Eliminer les erreurs : souvent il faut déactiver Android TV dans 'other setting'.

Ok ¢ca marche on a bien un double écran.
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File Edit Assets GameObject Component Window Help

- i 1826
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4. Création d'un menu Ul en mode 3D

4.1 Configuration du canvas

Le création d'un menu en 3D (visible sur les deux yeux) nécessite le mode Word space
pour le canvas contenant les Ul.

Exemple :

& Unity 20183.14f1 naintenance.unity - ARLUX_e - Android <DX11 on DX9 GPU> - TS

File Edit Assets GameObject Component Window Help

LAl S (= B g (> L1 [p] (©coien - J[& Jacoune - ] ayers - J[evour -]
= erard

Hi Scene &= O Inspector =
Shaizd e Rl N R o [Canvas [ Static v
_ I Directional Light _ Tag | untagged # ) Layer |u1 )
[ IARCamera 5" Rect Transform [FEKD
Posx  posv  Pos2
|| MesScriptsGameabject -5 236 1260
{_JEventSystem Width Height
| Imagecode 1280 720
» [ Plane_schema » Anchors
{_JImageDocTech Pivot x[05  |y[o5s
Rotation X [0 Vo 2[0
Scale X[ Y[ z[1
v |« canvas "EED
: Render Mode
€ Game | [ Consele e Event Camera None (Camera) Q
sbAL 2002720, £ Scale.Q 0,512} Both Eres b Rl Gl A A World Space Canvas with no specified Event Camera
may not register UL events correctly.
@ Project a-=
|
PR T TEY A T A T —
e =y orderinLayer [0
v Aseets Additional Shader Chlnating 3]
» (Gl Editor
> v [E| & canvas scaler (Script) [T
UI Scale Mode World :
Dynamic Pixels Per UL
rrrrr Reference Pixels Per /100
v 5 ¥ Graphic Raycaster (Script) ["EES
Seript GraphicRay caster °
Ignore Reversed Gra
« arret Blocking Objects None. +
| changerScene Blocking Mask Everythi &
| changersSceneVersAccueil ¢ Rk =
| scenePrecedente
v ( Add Component ] -

~ i@ 0140

Le menu doit étre positionné autour de la ARcamera avec une profondeur permettant
de le voir (ici z=1200)

Test : visualisation ok mais disparait au bout d'un certain temps !!

essai de cliquer a l'aide d'une souris bluetooth : ne marche pas ni sur ceil droit ni sur
gauche... a approfondir.
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4.2 Configuration d'un joystick

Des joysticks de base sont déja présents mais votre le joystick doit étre ajouté. On doit
associer les AxeX, Y, les boutons aux actions du script de base (dans Event system)

4.2.1 Ajout joystick :

Dans 'Project setting' :

B X
© Project Settings |} == 0l

o

Audio Input IE il - I

Ed't_ » Vertical =
2 > Firel

Physics > Fire2

Physics 2D » Fire3

Flayer » Jump

Freset Manager > Mouse X

Quality » Mouse Y

Script Execution Order » Mouse ScrollWheel

Tags and Layers -

TextMesh Pro 3. dupllquer )|

Time e

WEX Name Horizontal P

Descriptive Name -
Descriptive Negative Name =
Megative Button

Positive Button
Alt Negative Button i
Alt Positive Button l
Gravity 0

Dead 0.19
Sensitivity 1

Snap
Invert

Type
Axis 4
Joy MNum

¥ Vertical
Mame \ertical
Descriptive Mame
Descriptive Megative Name

Choisir : input + Dupliquer un horizontal existant (CD + duplicate)

Choisir un axe correspondant a son joystick.

Exemple :
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Les axes 4, 5, 6 et 7 correspondent a des joysticks utlisables pour déplacer en Xouen Y.

4.2.2 Association :
Dans Eventsystem de la sceéne on peut voir les noms associés a chaque axe :

@ Inspector

4 [ [EventSystem

_Button_mode_demo

Horizonta
wertica
& Froject Cancel |
5 L
create~| @ ) |a&|%]]|

On peut choisir pas un glisser déposer le premier élément sélectionné dans la scene :
Button_mode_demo dans notre cas.

Al oImMponen

_Button_mode_demo
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Cet élément sera actif lors du lancement de | ascene. Afin de le rendre visible il suffit de
prévoir une couleur pour 'highlightedcolor'

@ Button mode demo
-

-
-~
P

3

» € DontDestroyoOnLoad

(U}
w
>
<

A

Remarque :

il y a plusieurs vertical, horizontal dans les inputs car plusieurs déclencheurs (les
triggers peuvent coexister : une souris, un joustick un gamepad coexistent).

4.3 Autre Solution :

4.3.1 Pointage avec mouvement de la téte et timer.
A tester...

4.3.2 Pointage avec boutons virtuels

Utiliser des boutons virtuels sur une image target.

Probleme : nécessite une image target.

14/17




TP réalité augmentée 02 : Unity + Vuforia - IHM 3D en AR

5. Conclusion

Ceci est une seconde approche en 3D sur la création d'ihm en réalité augmentée a
utliser avec un casque VR (percé) associé a un téléphone.

ATTENTION le téléphone doit avoir un écran d'excellente qualité (2880x1440) pour
I'affichage en double écran (ceil droit et gauche) et une caméra de bonne résolution
pour la reconnaissance optique.

IMPORTANT : il peut etre nécessaire de configurer la camera Arcamera en mode
autofocus continu grace a un script placé dans la Arcamera :

Le script pour l'autofocus continu :

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

using Vuforia;

public class ARcamFocus : MonoBehaviour

{
void Start()
{
var vuforia = VuforiaARController.Instance;
vuforia.RegisterVuforiaStartedCallback(OnVuforiaStarted);
vuforia.RegisterOnPauseCallback(OnPaused);
}

private void OnVuforiaStarted()

{

CameraDevice.Instance.SetFocusMode(

CameraDevice.FocusMode.FOCUS_MODE_CONTINUOUSAUTO);

private void OnPaused(bool paused)

{

if (!paused) // resumed

{

// Set again autofocus mode when app is resumed
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CameraDevice.Instance.SetFocusMode(

CameraDevice.FocusMode.FOCUS_MODE_CONTINUOUSAUTO);

La configuration :

) | Create v| (oAl ) Backgro:nd ‘_"”"“ ==
— | culing Mask [ Everything
Projection [ Perspective
_ = EE Field of \Wiew — —| €0
I\_fJ EventSystem _ Physical Camera L
|| MesScriptsGameQbject
b | lImageTarget Clipping Flanes MNear 0.05
Far 2000
\Viewport Rect
X0 W
Wil H 1
Depth [1
Rendering Path [ use Graphics Settings
Target Texture |Ncne (Render Textur:
Ceclusion Culling ¥
Allow HDR («
@ Project | - = AT P . U
Create ,| a NS | Allow Dynamic Resoli[_]
IIIIHHLJ . . a
—= B :1 @Eﬁudm Listener & :
v G Scenes v‘ [ Vuforia Behaviour (Script @ :
Q accueil Download new ‘“uforia Engine version: 8.1,
< .demons.tratmm World Center Mode | pevice
Q installation
A 1 [ Open YYuforia Engine configuration
¥ (&l scripts v | ¥ Default Initialization Error
o ARcamFocus ot VRN TS PRTEPNT
e grre
| changerScene v | EA Rcam Focus (Script)
| changerScene'/ersAccueil = SLEE=TISEENE
o« scenePrecedente
il sSreneSLivante [ Add Component l

Essais réalisés avec différents matériels :

* Tablette ARCHOS pour 2D : ok pour AR mais pas de gyroscope donc pas d'objets

en |évitation (les doc.)

* smartphone Alcatel Idol 4S (2880x1440) :
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TP réalité augmentée 02 : Unity + Vuforia - IHM 3D en AR
o OK pour objets en |éviation

° mais pas de reconnaissance optique avec vuforia (caméra mauvaise!) mais
apres utilisation du script autofocus continu : OK

o affichage OK car 2x1440x1440

* smartphone Samsung A3 2017 : ok pour tout avec une résolution écran pour
affichage mauvaise (1280x720 donc une image de 640x720 par ceil!!!)

A vous de jouer...
6. Références :

https://library.vuforia.com/articles/Solution/Working-with-the-Camera
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