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1.1 EflENy

A LA FH Unity 345 L H R SEILL A5 A7 S Y ]
B, Jlad A T TEAR SR B, T R TR E A A,
BEIX ARG SRR, T 5 BRGSO AR T I

FH P A] DUGE o F AL AL B A R, AR IR AR,
W A] D3 b T4 e o S AT A1 AR . ERE SF T RE

ARZEGIF R BITAZM, BT AR BRI T 4,
WmE1-15R .

g book.unitypackage 2022/7/27 15:36 Unity package file 13,286 KB

g Falling.unitypackage 2022/7/25 16:29 Unity package file 17 KB

g Images.unitypackage 2022/11/5 20:51 Unity package file 858 KB

g stones.unitypackage 2022/7/27 16:05 Unity package file 96,666 KB

£ The Fading Stories-ABEFEAEm...  2022/7/23 20:15 MP3 ERET 2,034 KB
1-1

121 EHEE

1. BEIRM

ARZFIHIVER BB, Sd P IEA “stones.unitypackage” A RIATH
nEIE

2. SEMEM

AREBIRETTZEM BT R E KRR, fdi & “The Fading Stories- AN H4AERR
AR E.mp3” S ARIAT A 235 5

3. MIEHFEENM

A5 AR T R B A B0 B S I R R = A, S PRI “book.
unitypackage” F1 “Falling.unitypackage” S ARIAIA NI H H

002



B15E ARFH

4. BgEM
ARZOIHAETREMN BT A EBREM T AR TR ERT I N8, d Rk
“Images.unitypackage” 5 ARIAT &) H o

1.2.2 WKREEE

1. BIEIRAI-REIEE

PEAvuforia B M, sy “Develop” , Bl “TargetManager” 1
JTA BRI o ik “Add Database” BEIMBCHE, % e
JEH AR FR, R Al “Create” , W25 . - HEE

Create Database

ARtaociDatabase

© vumark

E1-2
WA P I o sl “Add Target” BEHNIE 7, Typeit#% “Single
Image” , K5 M7 “Browse” AW K, WHIEE “Width” && N
‘17, ERURE, sl CAdd” BIRTOE RGN B AR o FEAE DL AR R 58
R R B LA, s 1-30R

Add Target
Type:

(/| 9 00U
Image Multi Cylinder Object
File:

E 4f Browse...

Jpgor png (max file Zmb)

Width:
1

Enter the width of your target in scene units. The size of the target shouid be on the
same sc ur augmented virtual content. Vuforia uses meters as the default
target's height wil be calculated when you upload your image.

total

Name must be unique to a database. When a target is detected in your application,
this wil be reported in the API.

1-3
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\ EMIREL SRR LS, 2

FaBEE., EBERNTSFARIAR A, &S “Download Database” , 1E#
“Unity Editor” , A58 “Download” EPAJ 5 U8R IFE M Rk, & 1-4577% .

Download Database

5 of 5 active targets will be downloaded

Name:
ARtacciDatabase

select a development platform:

() Android Studio, Xcode or Visual Studio -
[y eator

Cancel

E1-4

W T B B B 3 A Unity TSSO, I 1-50 R .

~ i [ e Macoun: - I erers - Moot <]

== © Inspector Services. s

ARtaociDatabase

B Pratab unitypackage
B utunitypackage

¥ W Gditor

uguun

e

. dat
o [ ARtacciDatabase.xml

HEEE =
Ressure i Vuferia b

s Sweaming-

&[1-5

2. BIEBBMN

T EHE—1 “AR Camera” , HTHHARK & B
BAL, MR B R SR, 7F “Hierarchy” A, LK
A9 “Main Camera” MBR, £ “GameObject” — “Vuforia” 1%k
£ “AR Camera” , QIEHIHYIERIEHL, ET1-6/07R .

@

JEIRARH

004



File Edit Assets GameObj

[ B Ly Create{\Empty
= H!rarchy T Create Empty Child
Create ~| (G-AT 3D Object
v € Untitled* 2D Object
Directional Light
Effects
Light
Audio
Video
ul
Vuforia
Camera

Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling

Set as last sibling
Move To View

Align With View

Align View to Selected

M diUnity EH 39 “File” — “Build Settings” , A2
St TAE “Platform” M#ZH%# “Android” HEIR,

-7 R

Platform

A

& PC, Mac & Linux Stand Iona@ | ;

Component Window Help

Ctrl+Shift+N
Alt+Shift+N :
> | zl|20 I-J?c-ﬂlﬁ Gi:mns'l@
>
>
>
>
>
>
> AR Camera
Image
Multi Image
Cylindrical Image
Cloud Image
Camera Image
Model Target
3D Scan
e VuMark
Ctrl+-
Cerl+Alt+F Ground Plane
Ctrl+Shift+F i iy
|
1-6

'ﬂAmm

N

BTG RL

A “Switch Platform” %%

Texture Compression [ Don't override +]
ETC2 fallback _[az-bit 2]
E i0s Build System [ Gradle 1)
‘Export Project O
&y tvos Build App Bundle (Google Play][]
Development Build -
@ Xbox One Autoconnect Profiler ]
Script Debugging O
PS Vita Scripts Only Build -
Compression Method | Default 3|
=ra PS4 SDKs for App Stores
== Universal Windows Platform ml Xiaomi Mi Game Center
| Learn about Unity Cloud Build
| switch PIdtform || Player Settings... | [ Build |[ Build And Run_|

&l1-7

& AE “Platform” TARH, s “Player Settings”
MR, #EFE “XR Settings” PCLE, )ik “Vuforia Augmented Reality Supported”
I, AT B S, WE -8R

SRIGTEHBLAY “PlayerSettings”
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\ EPIRELSEEYSLF R »

# Scene +=| © Inspector
| Shaded RIET)
Build Settings [ | k:
Scenes In Bulld Company Name [DefaultCompany ]
Product Name My project (1)
Default Teon
Default Cursor
Add Open Scenes Cursor Hotspat X0 I¥fo
Platform £ 3 | +
z Settings for Android
PC, Mac & Linux Standalona ﬂ Android | e =
esolution and Presentation
Texture Compression Don't ovenide B rcon
£7C2 falliack Erm Ta—
 Proj = ios Build System Gradle 0 | Splash Image
Export Project o | other settings
%ty oS Build App Bundle (Google Pla_|
& Development Build 0 | Publishing Settings
Xbox One Autflcunnm Frofiler D XR Settings
Seip Desiivng ) Vitual Reality Supported o
PS Vita Seripts Only Build . ARCore w]
Compression Method Defaulc 0 Vufaria Augmented Reality Sups M
mra PS4 SDKs for App Stores
BE Universal windows Platform I [71] Xiaomi Mi Game Center ‘
= Learn about Unity Cloud Bulld

& 1-8
T “Hierarchy” Mitif, #EH “AR Camera” X4, 7EH “Inspector” J&TE

Mt H S “Open Vuforia Configuration” #E5i, #47Vuforiafik ¥ : £ “App
License Key” W, $C HiE M App license il 24 AHEF; 7£ “Datasets” K&
H, AEZEE AP RN SR, iE1-98is .,

2| © Inspector || {
VufariaConfi i -
I [open |
¥ Global
Vuferia Version 7.0.57
App License Key In‘rz_?cnflllllnnsmvnkcv

IWeoUadfSPgemVbUKIBQsXYS
b To

b
Delayed Initialization
Camera Device Mode MODE_DEFAULT 1]
Max Simultaneous Tracked Images i 1
Max Simultaneous Tracked Objects i |
Load Object Targets on Detaction
Camera Direction CAMERA_DEFAULT. 1)
Mirror Video Background DEFAULT 2]
¥ Digital Eyewear
Device Type | Handheld 2]
¥ Databases
@ Project Load cover Database v
licnasial Activate o —
» | Favorites Assets - S EK
Activate
Load VuforiaMars_Images Database &
Activate 4
¥ &l Cartoon FX Load VuforiaMars_ModelTarget Database ||

Load VuforiaMars_Object_OT Database [
1-9
1.2.3 IhRECH

1. UIRESRE

AR N UEME, 7ESEHAS “GameObject-UI” Hik
¥ “Button” , GJEJ57E “Hierarchy” [ H #5412 k19
CanvasH T4 & “huanglashiUI” , 24 F ¥ ButtonH AT 44 A

006



El1-10
1E “Hierarchy” MM HE#E “jianjie” X4, FEH “Inspector” J& M it H ik &
fr BT, BAEEIE - 11078

- © Inspector

¥ liianjie

Tag | Untagged :) Layer [Ur

E1-11
TE “Project” THARAEH] “11117 SCfF, K HHEHLZE “Source Image” Ab, A

1-12ff7R . B TUIRERM E R R2EiEW], iU — IR 75 2 AE 8 R () “Inspector”
JiE M T M B 2R Texture Type ) “Sprite(2D and UT) 7

—

E1-12
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B \ A SISEN S AT A

£ “Hierarchy” MM ESF “huanglashiUl” XJ4, BRAsAH, BEH “UD”
“Image” , Q#—Image, ¥ HE M4 N “xianqing” , WE1-13F17R,

El1-13
TE “Hierarchy” MM ES: “xiangqing” X142, B HJEMEP WS, WE R
650 x 400, £ “Project” MIARFLE] “1112” X, ¥HHHLE “Source Image” Ab, U
FEl1-14178

File Edit Assets GameObject Component Window Help

EENES

Default UI Material (S
b Shader (UlDefauk -]

xiangaing
[ _§
|
[ N

E1-14
B SCAR S . /£ “Hierarchy” Mi#RH, #E#F “xiangqing” X4, RARAHE,
PR CUT” , R “Text” , B —ASCAXILR, WE1-150R,

E1-15

008



fE “Hierarchy” MR #ESE “Text” XUL% (CEEE R A= N =T o N U E
(EMSARWS A, B&T M. &, . % EREAER. Rl EE A
an L AR MR, SRS, ﬁﬁn “EEREE” , WEMMERS, WA
FUHFNG . AR K A, OKUEEE R, REOGH, WERURsR, 28 2R
ML, R BOR B S PR TG, T T IREOI an B L Bk, i LB A4
A CBET U, SOREWHAMETERZ —. ) MIAZE “Text” 4b, FHKR/N
WEN U257, ATRIEE (157, FAEREIEER RGB (16, 12, 0) 7, SERUG N
E1-16f17R o

E1-16
HIVER AN =AFFAMEAUL, 78 “Hierarchy” TIMH, %4 “huanglashiUl” ,
A=Ay, AEm4 N “laibinshiUl”  “dahuashiUl”  “caitaoshiUl” , @& 1-17878

E1-17

009



B \ A SISEN S AT A

16 “Hierarchy” WA, ¥E+#E “laibinshiUl” X4, Bk HCANE ., %
“Text” , W ICARNEBEK R “RERA FE T VLK B, £0KR AP
MIZRBE TR X B, RANA S8 (FMNEXRSHN 02 —) Kik162AH,
W R 2 Ay, R TP K & A s A BRI . KR BB, RS,
LEMER, KEEKR, WA, MRS EABRRARRE . BR . B,
P, ATk T & RS RE AT Ao 7 S U W 1-18 7R .

El1-18
TE “Hierarchy” M, 4 “dahuashiUl” X4, B HSURNE, HHF “Text”
W HSCRNAB U “RAA 7T P A EL S5 9 WK H sl Bl B, AT &
Wk R AR, T KB - FWimEA, sUhN =T/, TAHE
AATREE, s BB & AIEER, TRAEL; s BERREhTT; B
o AN H SRR A B AT WA A B KUHE L BT MR IR E T AR FLA R b
—ER ML, EhAe, E;”r]ﬁﬁéﬁk 7 SERUE AN 1-195R o

E1-19
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16 “Hierarchy” WiHerf, &£ “caitaoshiUl” X4, Bk HUANEA ., M
“Text” , B HCARNEBES R A7 TLA R N iFE, A AR
ML KW, A2 B AR LA B RS REREL R4 BT R A A O e
— SRARTRIITIE , R ZEM, W — 4 = 2R KM DK, 20 gk BN 7R
ARG, BORM T H i Ak, W - s 2 eE R A A28, WE
Bk, FOKME B WTRE, HETRE X ety A Ay Ak ik TOKYE S 7 S8 sUS W El
1-20/71 o

& 1-20

UIASIE S 952 #E “Project” THIMRH, #E#E “Vuforia” “Scripts” CfFJ,
TEHUHRTE — A, B4R “Ules” |, WEI-2107R,

E1-21

VEFEIIAR “Ules” , XUEATIF, @AM LT .
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\ ML SIERIMELF R »

using UnityEngine; using UnityEngine.UI;

public class UI : MonoBehaviour

{ private Button jianjie; //{f /%4
Private Image Xiangqing; /3% 1§ H %

113 FL 5 % o 9 R
private void Awake()  { 113 % o R EE A %4
jianjie = transform.Find("jianjie").GetComponent<Button>();
K37 % R B I B AR
Xiangqing =transform.Find("xiangqing").GetComponent<Image>();
/135 o7 A AL E jianjie.onClick.AddListener(() => {
R EET B, BIFEEEE, S H0E 1
Xiangqing.transform.localScale = Vector3.one; |3

fE “Project” AR, BRI ULIA SCOHE B R AN UTH 2 o $TF
“Vuforia” — “Scripts” CFJe, PEEEHIA “Ules” , BHA 4, “Hierarchy” [H]
M “huanglashiUl”  “laibinshiUI”  “dahuashiUI”  “caitaoshiUI” PUAXF4,
FHUTEA R, niE1-2258

# Scene I 5 = Hierarchy
| Shaded i Create 'I (e Al
¥ € Untitled*

Directional Light

ARCamera

EventSystem

huanglashiUl

laibinshiul

dahuashiUI

caitaoshill

{8 Project
ICreate J
&limages 4 Assets » Vuforia » Scripts /

» & IMO Assets a j ’a

» &5 Models
DefaultIniti.. DefaultTra.. ur

> ﬁ perfab
Resources
P &3 StreamingAssets
¥ & Vuforia
¥ Gl Editor

& Fonts

& Materials

Prefabs

012



UL R TIAEZE “Hierarchy” AR, MEEEZFIKLFH “huanglashiUI”  “laib
inshiUI”  “dahuashiUl”  “caitaoshiUl” PUNXFER, BEHAF 3 ZE “Project” THifR
iy “perfab” CfFdert, AIAPUAUIBTRIA, WE1-23 878,

— | = Hierarchy i
| Create ~| @Al )
v €J AR Stone* =
Directional Light
ARCamera

@ Project
I Create ~ 1

» (. Favorites Assats » perfab »

v il Assets
¥ & Editor
& images
P & IMO Assets

» & Models caitao caitaoshiUl  dahua dahusshiUl  huangla  huanglashi..  laibinshi  laibinshiul
& Resources

¥ & StreamingAssets

¥ & Vuforia

) [ 4] %% |

El1-23
2. ENE
R (R TRES RSV OF &1 1) NI = W et ol &
ImagesXi%:, £ “GameObject” — “Vuforia” H3EH “Image” ,
B Images¥ %, FFAARBCGRMEE, wE1-24f7R .

File Edit Assets GameObject Component Window Help

Create Empty Ctrl+Shift+N

T e Create Empty Child Alt+Shife+N

shaded 3D Object >
2D Object > v & untitled*
Directional Light
Effects i » caitao
Light > ARCamera
i EventSystem
Audi y
i » huanglashiul
Yiloe i » laibinshiul
ui > » dahuashiUl
Vuforia 5 AR Camera ¥ caitaoshill
Camera (HEEE
Center On Children Multi Image
Make Parent Cylindrical Image
Clear Parent Cloud Image >
Apply Changes To Prefab Camera Image ’
Break Prefab Instance Model Target
3D Scan
Set as first sibling Ctrl+= M
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F Ground Plane >
Align With View Carl+Shife+F Mid Air >
1-24
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B \ A SISEN S AT A

TE “Hierarchy” MAHRH, ¥E# “ImageTarget” , 7EH: “Inspector” J& % 1 A
hE A4 N “fengmian” , Databasefllimage Target4 Jill %6 £f 2 /i 15 B & 10 B s 72
“cover” KA “fengmian” , S WNEI1-25077R .

[E1-25

PP “fengmian” , FEH “Inspector” JEPEMIMH, MdifIA “Default Trackable
Event Handler.cs” , Z7E5 H AR B8 HSCH AT TEAL &, IR 1-2687R .

%wmummmnmw_ﬂ e
" R

 fengmianMaterial @
> shader (UnlieTesture -]

E1-26

£ “Project” Mt , EFMA “DefaultTrackableEventHandler.cs” , ##%
Ctrl+DE #l—1y, B4~ “MyDefaultTrackableEventHandler” , fN&EI1-27i/R .

014



MyDefaultT

E1-27

KEFTIFIIAS “MyDefaultTrackableEventHandler.cs” , 7EAUHS IR H2E 4 &k
4 “MyDefaultTrackableEventHandler” , EARME ST .

public class MyDefaultTrackableEventHandler : MonoBehaviour,
ITrackableEventHandler

fE “Hierarchy” M, ¥E#E “fengmian” X}, 7EH “Inspector” J& T
M, LA “DefaultTrackableEventHandler” , BARA#E, % “Remove
component” FEERAIM:, BEEMAL{: “DefaultTrackableEventHandler” , W1&1-28
Frs

Move Up
Move Down
Copy Component
Paste Component As New
Paste Component Values

E1-28
TE “Project” T, FTHF “Vuforia” — “Scripts” SC{FJe, £ H A1)
AR “MyDefaultTrackableEventHandler.cs” , HfHAf R4 “Hierarchy” AR H )
“fengmian” X4, WALTE “fengmian” f¥) “Inspector” JEVPEIAR T B /s iZ A,
W 1-297 75 o
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\ ML SIERIMELF R »

| = tierarchy  [INERS] © inspector [

# Scene =
| Shades 7 TE: B2 — e s~
v  untided" = 9 'ra Ui tggg d L Def: E
Directional Light 29 | Untagge ayer LBefay
» caitao ¥ .~ Transform . b
ARCamera Position X0 Y0 zo
EventSystem Rotation %o ¥[o 200
¥ntEnglashiol Seale %[1.41451 Y |1.41451] 2|1.41451
» lalhlnshll.!l —
¥ oA ¥ Image Target Behaviour (Script ey
» caitaoshill Seript [eXTmageTargetBehaviour | ©
fangrmian Type
Database
1mage Target
» Advanced
¥ [] ¥ Turn Off Behaviour (Script) e
Seript i« TurnoffBehaviour (]
¥ .. ¥Mesh Renderer &,
r - b Lighting
lc Pru)et;t = = ¥ Materials
reate ~ .
¥ [ ravorites Pl sscts » Viroria » Seripts Dynamic Occluded (¥ -
WL Mesh Filter; i3
vaasses e ¢ [ —
» &5 Editor \q, =
& images (# My Default Trackable Event Han @ =
> ﬁ]MO Assets Script - MyDefaultTrackableEver ©
¥ & Models = B
.gpemh Defaukintti. DefaufeTra. MyDefauleT.. P—— =
& Resources > u Shader | UnlivTexture B

E1-29

TE “Project” M, MFTHIA “MyDefaultTrackableEventHandler.cs”
B SRR, HARRIEATE

N

public class MyDefaultTrackableEventHandler : MonoBehaviour,
ITrackableEventHandler

{
public GameObject modelPrefab; // & X 4% Al

fE “Project” TR, THF “perfab” SCfFJE, #EFE “book” Bhmifsdilik, #
HHi 45 “Hierarchy” MM AY “fengmian” XMl “fengmian” $E3% 09 HIA
“MyDefaultTrackableEventHandler” AYZF+#r “Model Prefab” &b, 2Bzl pY#E
2, E1-300R .

TE “Hierarchy” TIARH, #EH “book” XI5, 7EIHJE M AR L B SR/,
st “Apply” [P, JFBUHANE, 1B s RO R, SERLnE -3 18R
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#Scene
| Shaded

v € AR Stone* ¥ .~ Transform @ %,
Directional Light Position X0 Yl|o zjo
ARCamera Rotation X0 Y|0 Zjo
- :"ﬂﬁlvﬂh’m Scale %[14145] ¥ [1.4145| Z[1.4145
uanglashiUl
» laibinshiUl ¥4 ¥ Image Target Behaviour (Script] Y
» dahuashiul Seript cAImageTargetBehaviour | @
¥ caitaoshiUl Type
fengmian Datab cover 4
Image Target [fengmian __________¢]
» Advanced
¥ G| ¥ Turn Off Behaviour (Script) ,
Seript - TurnOffBehaviour ()
- ¥ Mesh Renderer @
3 Project
] Create '] (a
» | Favorites Assets » perfab » Dynamic Occluded ¥
v @&
e nl?:m (Mesh Filter) Qg =
¥ &l Editor - ]
(& images ¥ |G| ¥ My Default Trackable Event Hani e
» &IM0 Assets Script | - MyDefaultTrackableEveni ©
¥ & Models LR b dahua "-Madel Prefab @ book — e
FERGTIaRMATER
Resources
P & StreamingAssets
» & vuforia
huangla huanglashi... laibinshi laibinshiul
1-30

“=Hierarchy | © Inspecto,
l Create | (@Al E]( :
ook | ]:i?tatlc A
v € untitled* = ¥
Directional Light Tag | Untagged 4| Layer | Default |
ARCamera Prefab | Select | Revert | Apply |
EventSvst?m ¥ .~ Transform ) #&
» h-'{:_'_‘g'-ﬂ_”h'ul Position x0 Yo zo |
A T—
e Scale = [0.7 [ 0.7 |zl0.7 |
= =
fengmian [ Add Component ]
1-31
3. 5%

1 “Project” M,

Handler.cs”

public class MyDefaultTrackableEventHandler

ITrackableEventHandler
{

, WEFTH, E L—E

UL

HEHFH A “MyDefaultTrackableEvent
BN EARARES AT

public GameObject modelPrefab; /& X 4% Al
public GameObject texiaoPrefab; /& X4 3

i

: MonoBehaviour,
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\ ML SIERIMELF R »

PEFE “fengmian” X4, SRIGFE “Project” WM, MEREFRRIHIA “CFXM3_
FallingLeaves” , ¥ HiE M. % “fengmian” Xf R WA H “Texiao Prefab”
Ab o WEN-3201 8

3 Scene
| Shaded

¥ .~ Transform

I' < AR Stone* "=| Position X0 Y0 210
Directional Light Rotation X0 Yo 12[0
ARCamera Scale X 1.4145| Y 14145 214145
EventSystem

» huanglashiul ¥ h ¥ Image Target Behaviour (Scrip £,

¥ laibinshiUl _SCI’iDt ‘efImageTargetBehaviour | ©
» dahuashilit Type
> caitaoshiUl Database
e Image Target
Add Target
» Advanced
¥ [&| & Turn Off Behaviour (Script) &,
Script . TurnOffBehaviour (-]

¥ | MMesh Renderer @ %
¥ Lighting
23 Project

| Create -| (a | &% Dynamic Occluded
D-ﬂ?_Favug-ites A_} Assets » JMO Assets » Cartoon FX » CFX3 Prefabs (Mobile) » Nature v (Mesh Filter) [
Mesh 7] {o]

7 G Assets

» & Editor ¥ | ¥ My Default Trackable Event Hai *,
& images Seript |- MyDefau cl

¥ & MO Assets Model Prefab

¥ & Cartoon FX CEXM3_Fall.. #Texiao Prefab W CFXM3_FallingLeaves | ©

¥ G CFX3 Pref fengmianMaterial =

b & Materials

£S5 Qavinte

El1-32
4. SEEM
fE “Hierarchy” TIHH, #E#H “fengmian” X4, 7EHJE
PEETAR T3S mg i, g 1-33 .

cene nspector
H#5 i I ct
a0
| Shaded \'cém l..wi” 2 9 @ = | O static
Directional Light TagUntagged | Layer [Defale i)
ARCamera ¥ .~ Transform &,
EventSystem Position X0 Yo Z0
> hl.falngla.shiul_ Rotation %[0 Yo 2o
AL Scale x%[1.414516 | ¥ [1.414516 | Z[1.414516
» dahuashiul —
P caitanshill ¥4 M Image Target Behaviour (Script) &,
fengrmian Seript [iImageTargetBehaviour (]
Type | Predefined 4]
i~ —) 0
Image Tar :

Search

= Audio Source

» Advanced &
VG @Turn New Script

Script
v i MMesh *

@e.
@

B3 Project

) 4[] * |

| Craate - | 5 e

AN 4 Assets » perfab » Wname [
- vk (Me *
M - ‘ Hesh —
> & Editor e e
& images - » (G| WMy D ript) ,

» 5 IMO Assets fen #

» &5 Models Eoek buck caitan o [T —

&5 Resources

» & StreamingAssets Add Component
¥ &5 vuforia \
LS = L
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fE “Project” MR, #EFEH AL “The Fading Stories-ANFHAFRFEAIATE" | B I
3407

i B F AL, IR 2 A Shig i, anlEl-

H# Scene = | = Hierarchy 8 -=| © Inspector
| shaded : | Create -| (@A ) Database [ cover &
| - v aro1* -=| Image Target [ fengmian 0l
Directional Light Add Target
ARCamera
Eventsystem ¥ Advanced :
¥ huanglashiUl ¥ || ¥ Turn Off ur (Script) [mE=S
¥ laibinshill Script |- TurnOffBehaviour =]
» dahuashiul ¥ i ¥ Mesh Renderer -
> all‘uu:hlul » Lighting
snaman » Materials
Dynamic Occluded (¥
¥ (Mesh Filter) @ %
Mesh e
¥ [Gs| ¥ My Default Trackable Event Handler (Scrii *,
Script |- MyDefaultTrackableEventHandler = @
Medel Prefab | book |
Texiao Prefab | W CFXM3_FallingLeaves e
¥ &) ¥ Audio Source @ =

3 Project

AudioClip

licresacl e ‘None (Audio Mixer Group) ] @
ssets »
7 ]
» il Editor E Bypass Effects -
ﬁlmlqﬂ_ Bypass Listener Effect:_]
'?glg‘:lmﬂt Bypass Reverb Zones [_|
Cartoon ,
; Cetm——
¥ G CFX3 Prefabs (Mobile Py Cnlaate
& Natire Streaming.. Loop -
bg:at_e_rti:l- (Mobile) Priority _
crip _ ‘
(G Textures (Mobile) Volume ——) |1
¥ & Models '
——— (1
rE GEHE The Fading... et :
& Resources 7 |_sStereo Pan 0

E1-34

WInER ks, fEMAR “MyDefaultTrackableEventHandler” H 4k 7K X /™3 4
AU, FIHFA “MyDefaultTrackableEventHandler” , SEEIE ARl b4k, FARMYE

AT .

public class MyDefaultTrackableEventHandler

ITrackableEventHandler

{
public GameObject modelPrefab; // & X

: MonoBehaviour,

A

public GameObject texiaoPrefab; /& S 3

private AudioSource audio; /& & R

protected virtual void Start()
{
mTrackableBehaviour
GetComponent<TrackableBehaviour>()
if (mTrackableBehaviour)

mTrackableBehaviour.RegisterTrackabl

il

eEventHandler(this);
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/14K KT E R T AL
audio = this.GetComponent<AudioSource>();
}
H
WH B FRH BT R FR TIHA

MyDefaultTrackableEventHandler, EL{A 4T :
protected virtual void OnTrackingFound()

{
if (laudio.isPlaying) /3| ¥7 & 47 & & % %
{
audio.Play(); //#&#H & M
}
}

5. EpSHR

HAMAES kA AR KA —E A T
“Hierarchy” MM, ¥ “fengmian” X%, Ctl+DE |, &
4~ “huanglashi” , B2 T “book” Tl fAMIBE, anl&l
1-35[171

J Create ‘] (arAll )
v aro1* i
Directional Light
ARCamera
EventSystem
P huanglashiUl
b laibinshiUl
P dahuashiut
b caitaoshiUl
¥ fengmian
» book
huanglashi

E1-35
1E “Inspector” A, 1B “huanglashi” X4 )@ P 1 bz HL A4 2509 J2 A )
Kl F, Databasei&#f “stone” , Image Trageti®$f “huangla2” , F H BRI/
“Audio Source” .
£ “Project” WAL E] “huangla” T Hl (A A, Ff H 40 5 i R =
“Hierarchy” THi#tAY “huanglashi” X}ZAFIEIAAS H “Model Prefab” Ak, fZX5¢
JRANTE 1-36 775
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# Scene
| Shaded

efined

| v € AR stone*

Type
=

Directional Light
ARCamera
EventSystem

P huanglashiul

¥ laibinshiUl

P dahuashiul

¥ caitaoshill

» fengmian
huanglashi

{ stone s
Image Target huangla2 ¢
Add Target
» Advanced
V ¥ Turn Off Behaviour (Script) @ %
Script | = Turnofféehaviour: |8
¥ o\ ¥ Mesh Renderer [T
P Lighting
» Materials
Dynamic Occluded
¥  (Mesh Filter) =,
Mesh (]
v [c:) ¥ My Default Trackable Event Hai B,

: Seript | = MyDefaultTrackableEvel ©
£3 Project Sl R — 1
| Create 7| Mode| Prefab huangla ]
>/ Favorites 4 Assets » perfab » Texia W CFXM3_FallingLeaves | ©
v [ Assets // huangTaZMratenal ] @ %
¥ & Editor » Shader [Unlit/Texsture =

(& images
¥ &5 1m0 Assets
¥ (& Cartoon FX
v & CFX3 Pref
Nature
> (5 Materials
& scripts
&5 Textures
¥ @ Models

dahua

=

laibinshiUT

dahuashiut

huangla huanglashi... laibinshi

E1-36

i Add Component I

FeU 7 5 ) “huangla” #i%Y, #F “Hierarchy” WA, ¥EFE “huanglashi”

XERZHT ) “huangla” A, 75w P Al O 2) 1k

, WE1-37 78

| = Hierarchy © Inspector
!LC'E‘:R‘.'St:::L = .v’.‘ [_| [huangla | [ static
i I ag | Untagged 4| Layer | Default al)
ﬁﬁcahér:a'_ - refab | Select | Revert [ Apply |
_.I_Ev_f:q:t'svgl?g;n ¥ ~ Transform %
g i Position x/0 Yo 200
» huanglashiUl .R.pta_l.:l'q_n X .0 ¥1-100 Z 2
¥ laibinshiut Srale X1 i g
1-37

HESS sk PUNEHR—k 5247 . 7E “Hierarchy” Mi#i'f, i%#% “huanglashi”
X4, Cul+DEH, Faw4h “laibinshi” , FIHZZCTNA “huangla” TN 4,

A 1-38 7R o

» huanglashiul
# laibinshiul

» dahuashiUl
» caitaoshill

» fengmian

¥ huanglashi

&1-38

Create "I (Al 3
v aro1” =
Directional Light
ARCamera
EventSystem

> hu'ai"lﬁ' la
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1E “Inspector” MM, T “laibinshi” XFZAHFIE F, Image TragetiE+f
“laibin2” .

1E “Project” THIMH#KF] “laibinshi” TGl B H M0 45 “Hierarchy”
MY “laibinshi” XF4LLK “laibinshi” X 42T 40 A B “Model Prefab”
b, 2 SE NP 1-39 57 7R o

# Scene Hierarchy  [INNERE © mnspector [
LShads reate | (AT Type
[ > QDA“ ::‘"“il‘ TE "= Database stone 3
irectional Lig| == =
TG | Image Target laibin2 |
EventSystem Add Target
»> huar_\glashiLlI P Advanced
> Sahuail 7 Turn off Behaviour (Script) @ &
b caitaoshiul Seript |- TurnoffBehavieur | @
» fengmian ¥ i MMesh Renderer @ %
> huanglashi ¥ Lighting
|aibinshi P Materials
Dynamic Occluded
Vi (Mesh Filter) [P
Mesh ] (]
¥ [c| @My Default Trackable Event Hai *,
rEEE— Seript - MyDefaultTrackableevel @
: A i —
el - T Prefal CFXM3_fallingLeaves | ©
b\ﬁ'Fa\mrites H Assets » perfab » ‘ exiao Ciefpdiens 9
ibin2Material @ =
v (& Assets - = o @
» &5 Editor > Shader [UnlitTexture -]
&5 images
¥ &5 IMO Assets | I Add Component I
¥ & Cartoon FX caitaeshill a
v &5 CFX3 Pref - - | Taibin2Material
& Nature
b &5 Materials
1=} Scripts
=] Mﬁ:{:xmms ﬁ dahuashiul huangla huanglashi.. laibinshi laibinshiul
1-39

R s i “laibinshi” #5717 “Hierarchy” MM, #E#E “laibinshi” Xf
ZIZGT W “laibinshi” #AY, FEHJE MR D EBOE A%, WE1-400T7R

= Hierarchy — | ® Inspector | i
| Create ~| (AT BT
[ aibinshi [ ] static =
v € AR Stone* =¥ tu:a : - [Dfll\: -
Directional Light a9 L=nta99d ioLayer Wafa -
ARCamera Prefab | Select | Revert [ Apply |
=i ¥ .~ Transform 2,
= and s Position [0 ¥[o 20
R Rotation. X0 Y[-180 |20
» huanalashiul Scale 2. b Y Zil

1-40 [2ilaibinshiE]

WAESE =k & AR ESG — KA1k 1. £ “Hierarchy” MM T, %#HF
“laibinshi” X%, Ctrl+D&E |, T4~ “dahuashi” , FHHZHF A “laibinshi”
AN 45, 1-41 R
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E1-41
TE “Project” MM -F#F] “dahua” FHIARIAL, K H 35 E “Hierarchy”
MR “dahuashi” ZEFIJAIA “Model Prefab” Ak,
1€ “Inspector” TIMH, B2 “dahuashi” XF 4@ PEmiAk -H AR B, Image
Tragetit ¥ “dahua2” , FZ5CRUG WEI1-42017R

|
v

Ia2Mater @
Shader [UnlivTexure 1]

; Add Component |

E1-42

WUB 75 Ry “dahua” #EAY, fF “Hierarchy” TEIMH, %4 “dahuashi” X}%
JRCT ) “dahua” #EAY, fEm PR AR P EON A5, i 1-4381R

7 © Inspector

&1-43
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8 26 DU sk A A 5 E % W WA, fE “Hierarchy” MM, %&£
“dahuashi” %%, Cal+DEH|, FA#4K “caitaoshi” , FHZH T “dahua” Hi
PRMEE, AN 1-44F7 75 .

& 1-44

T£ “Project” Mk, #EFE “caitao” FIHIMAMIE, B HAF51Hi R 2 “Hierarchy”
AR “caitaoshi” XFZALFT “caitaoshi” XF 4 FrghE B MIAAS & “Model Prefab”
At

£ “Inspector” TAMZH, &L “caitaoshi” XJ4J@PE A H - 5] & A, Image
Tragetii#¥ “caitao2” , HZ5¢ M5 WIEI1-457R

3 Scene: ; 7

[ Addcompoment |

[E]1-45

Famim s iy “caitao” #iMY, £ “Hierarchy” TIALH, %4 “caitaoshi” Xf%
JZHTH) “caitao” A, FEHJEMEMIARPEGE A BE, WKI1-4617R .
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= Hierarchy  [INININEEE © mspector [
| Create | arAll J G | 0 static ~
v €) AR Stone* = -
Directional Light g [ Untagged ¢ | Layer | Default |
ARCamera ‘efab | Select | Revert [ Apply ]
Ev‘_en.ts‘vkstam = SFanstor =
¥ caitaoshi < o 5 27
» huanglashil "ﬂ_*rt_'“ X0 Y[-180 2o
¥ laibinshiut Scale X1 1Y i1 Z[1
1-46

IR E R EHEE UL, £ “Project” MM, FTJF “Vuforia” — “Scripts” 3C

3¢, FTH A “MyDefaultTrackableEventHandler.cs” , & X —AUIZE &, T
BUITSNA, BRI .

public class MyDefaultTrackableEventHandler
ITrackableEventHandler

1

public GameObject modelPrefab; //& X 4 A
public GameObject texiaoPrefab; /& X &
private AudioSource audio;  //FAH & R

: MonoBehaviour,

public GameObject thisui; /& X UI

TEARTE ) i i TR 5 0 U LEEA T A ], AR 2

using UnityEngine;
using Vuforia;

/17 X #H UL

using UnityEngine.UI;

fE “Project” THIM T, FTFF “perfab” U3, BEHEZ AT U UTHUH {4
O .45 “Hierarchy” TiM{H %) “huanglashi”

“laibinshi” “dahuashi” “caitao
7 PO R T B A S i “Thisui” &b, Hib “huanglashi” AYUIXS 4246 52 40
FE1-47 178
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tierarchy [IERE] © inspector

# Scene
lShaded jadinl (C7T ] o
[ e T —
Directional Light
ARCamera Add Target
EventSystem » Advanced
¥ Eaacth ¥ (@] ¥ Turn Off Behaviour (Script) &
e earan i Seript - TurnOfféehaviour °
¥ huanglashiul
» laibinshiUl ¥ .. ¥ Mesh Renderer o,
¥ dahuashiul ¥ Lighting
P caitaoshiUl b Materials
» fengmian Dynamic Occluded (v
LhlL | ¥ (MeshFilter) &
¥ laibinshi Mesh .
» dahuashi
¥ (@] My Default Trackable Event Hai (] %
Seript . MyDefaultTrackableEve; ©
P roiate Medel Prefab ‘whuangla (]
- Texiao Prefab W CFXM3_FallingLeaves | @
L Gope = Thisui huanglashiUT o
» [ Favorites & Assets » perfab » el P gl

'gmianMaterial %,
Shader | Unlit/Texture -

¥ G Assets —_—
» & Editor
& images
¥ & MO Assets
¥ & Cartoon FX baok
¥ &l CFX3 Pref
Nature
¥ Gl Materials {
& seripts

Textures (
>Emﬁal: ! mc‘ dahuashiul husngla Husnalashis laibinshi

E]1-47

s

caitaoshill

Add Component ]

fengmianMaterial

laibinshiuT

SEEAEARL UL, ShmRE A S 8. W FTIFIA “MyDefaultTrackable
EventHandler.cs” , MIE%k “OnTrackingFound()” PREXAI “OnTrackingLost()” HREURA
(ARG, SEEUREAY . UL, shimfesciy A sl 54 5%, BARMRAS AN, 0 4 B AU 1L
19 SCAS R 5 U G S A2 B ASERY 9 24 FR— B

protected virtual void OnTrackingFound()
{
if (laudio.isPlaying)
{
audio.Play();

}
IR A B A FrBf & AR A
1 R AT B AL AL

GameObject model = GameObject.Instantiate(modelPrefab, transform.
position - new Vector3(0f, 0f, 0f), transform.rotation);
model.transform.parent = this.transform;
model.transform.rotation = Quaternion.Euler(0, -180, 0);
112 R
GameObject texiao = GameObject.Instantiate(texiaoPrefab,
transform.position, Quaternion.identity);

texiao.transform.parent = this.transform;
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/1% FRUI
GameObject ui = GameObject.Instantiate(thisui);
ui.transform.parent = this.transform;

}

protected virtual void OnTrackingLost()

{
AR A 2 Fr oot 48 B B A i AR A
& T ERA
Destroy(GameObject.Find("book(Clone)"));
Destroy(GameObject.Find("huangla(Clone)"));
Destroy(GameObject.Find("laibinshi(Clone)"));
Destroy(GameObject.Find("dahua(Clone)"));
Destroy(GameObject.Find("caitao(Clone)"));
1158 B K
Destroy(GameObject.Find("CFXM3_FallingLeaves(Clone)"));
/1% B UL
Destroy(GameObject.Find("huanglashiUI(Clone)"));
Destroy(GameObject.Find("laibinshiUI(Clone)"));
Destroy(GameObject.Find("dahuashiUI(Clone)"));
Destroy(GameObject.Find("caitaoshiUI(Clone)"));

}

6. IiEk&

1€ “Project” MM, HEHE “Scripts” CfFJ, FAnfHE,
P “Create” — “C#Script” , BIHE—HHA, Emah
“Rotate” , HNE[1-48F7K

Project [ consaole S
| Create ~ | a I‘j\l*
Esg-im : . Assets » Vuforia » Scripts
&l Textures (Mabile) 1 —

» & Models - e T
s €1 (€] [€1 €1 [€

» & StreamingAssets

Lb

v ﬁv wfari DefaultIniti.. DefaultTra.. MyDefaultT.. ur
» & Editor
i Fonts
& Materials

i Prefabs

& Shaders

E]1-48

W TH “Rotate” A, EARSCEACAGUNT
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public class Rotate : MonoBehaviour
{
float xSpeed = 150f; //K-F# &
float ySpeed = 50f; //3& # # /&
void Update ()

{
if(Input.GetMouseButton(0)) //4n F fh 5 7 5 %
{
11V B 2 LA 48 g
if(Input.touchCount==1)
{
/1% — A~ F 45 4% , phasetk A F Moved
g
if (Input.GetTouch(0).phase == TouchPhase.Moved)
{
/1VA F 38 A 1] 20 B 1L 42
R A8 AR B Y Hi e 4%

transform.Rotate(Vector3.up * Input.GetAxis("Mouse X") * xSpeed * Time.
deltaTime, Space.World);
11V F 38 D\ 1] # 50 B 1L 42
R A8 AR By X i e 4%
transform.Rotate(Vector3.left * Input.GetAxis("Mouse Y") * ySpeed * Time.
deltaTime, Space.World);

!

}

fE “Project” Mz, #T9F “Vuforia” — “Scripts” C{FJe, K HIfELFHY
“Rotate” A SCHHEZF] “Hierarchy” MiF Ay “huangla” “laibinshi” “dahua”
“caitao” PUMRTZAAL |-, GNIET1-497 7R 58 MU A HE 24
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= Ostatic~
‘Tag [Untagged _ :] Layer [Defaule &)
Multiple Instance Management Disabled

&3 Project 1
Create |

4| Assets » Vuforia » Scripts

7. 8RR
SCAT AR OR 45/ NDIRE . #E “Project” THIMRH, FTHF “Vuforia” — “Scripts”
EJE, WA, FE4h “EnLargecs” , WNEI1-50f17R .

4| Assets » Vuforia - Scripts

E1-50
FTHFIA “EnLarge.cs” , EARSCICIL AT

public class EnLarge : MonoBehaviour
{
Vector2 oldPosl; //% —/NFH&
Vector2 oldPos2; //% —/F &
void Update ()
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13 R A WA F 48
if(Input.touchCount == 2)
{
M RE N FHRUEBEYB NI FE AN F
i & = % 5 1

if (Input.GetTouch(0).phase == TouchPhase.Moved || Input.
GetTouch(1).phase == TouchPhase.Moved)

{
& —NFHEE
Vector2 temPos1 = Input.GetTouch(0).position;
NN AN FHRLE
Vector2 temPos2 = Input.GetTouch(1).position;
if(isEnLarge(oldPos1, oldPos2, temPos1, temPos2))
{
float oldScale = transform.localScale.x; /& #& A& /)
float newScalse = oldScale * 1.025f; //7 K Wy 12 %%

transform.localScale = new Vector3(newScalse,newScalse,

newScalse); //# K ik K
§

else

{

float oldScale = transform.localScale.x;
float newScalse = oldScale / 1.025f; /4 /)N 8 15 %%
transform.localScale = new Vector3(newScalse, newScalse,
newScalse); /3 A 45 /)N
b

oldPosl = temPosl1;
oldPos2 = temPos2;

H
113 W F %
bool isEnLarge(Vector2 oP1,Vector2 oP2,Vector2 nP1,Vector2 nP2)

{
float lengthl = Mathf.Sqrt((oP1.x - oP2.x) * (oP1.x - oP2.x)+ (oPl.y

- oP2.y) * (oPl.y - oP2.y));
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float length2 = Mathf.Sqrt((nP1.x - nP2.x) * (nP1.x - nP2.x) + (nPl.y
-nP2.y) * (nPl.y - nP2.y));
117k
if(lengthl < length2)
{

return true;

EAUN
else

{

return false;

}

TE “Project” MM, 4TJF “Vuforia” — “Scripts” O, WIMELF 1A
“EnLarge.cs” /F48E%F] “Hierarchy” MiH Ay “huangla” “labinshi” “dahua”
“caitao” PUAMEERIXF 4 |, GnEI1-51FR.

# Scene €Game & Asset Store  £§ Animato 2| = Hierarchy [IIINEES] © inspector G
| Shai Llzol] @ L aumer L G2 e o O — T
ar =
Er T Tag | Untagged | Layer | Default  #
.i ARCamera Multiple | Instance Disabled |
5 EquntSyst_em ¥ .~ Transform *
» huanglashiut Position X0 ¥[o z/0
¥ laibinshiul Rotation X0 y[1so |z[0
P dahuashiul soal X1 YT 21
» caitaoshilll Sk Al
» fengmian v [| ¥ Rotate (Script) *
¥ huanglashi Script .- Rotate )
L) (¥ En Large (Script)
¥ laibinshi Seript L EnLarge
¥ dahuas Components that are only on some of the selected
objects cannot be multi-edited,
¥ cai
i Add Component ]
i Project B
Jcrnan'[ ) Q ‘44\\*\
& Scripts 4| Assets » Vuforia » Scripts Il/

& Textures (Mobile) = |

o A RERR

> & StreamingAssets Defaultlniti.  DefaultTra.. EnLarge MyDefauleT.. Rotate

¥ & Vuforia
1-51

1.2.4 Z=Hlk

TER R & “File” — “Build Settings” , il
“PlayerSettings” TEPCUi/a)i% “Vuforia Augmented Realit” ,
sy “Build” BRI App, WNEI1-527%
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Build Settings ﬂ © Inspector | Services
. PlayerSettings
Scenes In Build s
S 0 Company Name DefaultCompany
¥ Scenes/Scene2 1 -
Product Name ARtaoci
Default Icon
Default Cursor
Cursor Hotspot X0 vo
Platform 3 >
PC, Mac & Linux Standalone /= é_, PC, Mac & Linux Standalone Settings for PC, Mac & Linux Standalone
Resolution and Presentation
ﬂ Android Q Target Platform indows 4
—_—————— Icon
Architecture D
E i0s Copy PDB files Splash Image
Development Build
1y oS Autoconnect Profiler LienEetings
Script Debugging XR Settings
@ Xbox One Scripts Only Build : g 5
| Vuforia Augmented Reality &
PS Vita

———————

=ra PS4 Compression Method Default +

Universal Windows Platform

T
|_Switch Platform || Player Settin ]|

Learn about Unity Cloud Build

1 1
|| Build |][_Build And Run_|
—_

LM KA I 1-53 . 1-54 s,

DX {eaFmakEamEas

REBEIRFT BEKTTR, DRTAERSAR
BHRERKE, HRSLTIHE (SNRRERZENT

Hz—) Kk162A R, HTEREHRE, FRPAR
EARSIEANR, IKREAR, TRER, 3
S, KEER, AIWS, WEAKTOESTHRET
BIE. B, EE. B, AT TSRS
8.

032





