VR

Tvorba hry (Basketbal)

Co budeme potrebovat:

e Unity 2019.4 alebo vyssi (odkaz na stiahnutie)
e Oculus Plugin (odkaz na stiahnutie)
e Basketball materials (odkaz na stiahnutie)

Priprava Unity

Po nainstalovani Unity si v Unity Hub vytvorime novy projekt. V zozname $ablén zvolime 3D,
projekt si pomenujeme a vytvorime.

3D

This is an empty 3D project that uses Unity's
built-in renderer.

Read more
2D (URP)

Core

Project name

Basketbal

Location

Runner Game D:\test

Core

Create project



https://public-cdn.cloud.unity3d.com/hub/prod/UnityHubSetup.exe
https://developer.oculus.com/downloads/package/unity-integration/
https://lms.umb.sk/mod/resource/view.php?id=225824

Imporujeme Oculus package.

Edit | Assets GameObject Component

Create

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Rafrach

Window Help

Alt+Ctrl+C

> Custom Package...

rtrieR



Import Unity Package n

Oculusintegration_v57.0

v

s Audio
v [ TestSounds
&3 metal_sliding_door_c

_________

cript.cs

Import



Rovnakym spbsobom importujeme aj Basketball package.

Import Unity Package n

Basketball

a|d.
= field.jpg
= field_bump.jpg

Cancel Import



Vyhladavame OVRPlayerController a presunieme ho do scény. Tento Controller je samotna
»postavicka“, ktori budeme ovladat.

controller

Main Camera vymazZeme z hierarchy.
Do hierarchy pravym tlacidlom mysi priddme 3D objekt Plane (platformu).



'roject B Con:

Favorites
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Assets

Packages

Cut

Copy

Paste

Paste As Child

Rename
Duplicate
Delete

Select Children
Set as Default Parent

Create Empty
3D Object
Effects

Light

Audio

Video

ul

Ul Toolkit
Camera

Visual Scripting Scene Variables

Materials

Cube
Sphere
Capsule
Cylinder
Plane
Quad

Text - TextMeshPro
Legacy
Ragdoll...

Terrain
Tree
Wind Zone




Na vytvorenu platformu nastavime texturu s ndzvom field, ktoru najdeme
v Assets/Basketball a presunieme ju na plochu.

ts > Basketball

Em
= o B
- basket

M Bask

Materials basket_bump  basket_opac field

I Packages

Okolo hracej plochy priddme steny — vyhlfadame teda WallPlane a presunieme ju do scény.

Search:

WallPlanePre




Tejto stene priddme component Box Collider (o nam zabezpecdi aby sme cez steny nemohli
prejst)

Probes

Additional Settings

v Simple Resizable (Script)

ck_01_dif (Material)

Shader Standard

a poxc |:||
Search
¥ Box Collider
[ Box Collider 2D
Controller Box Controller

New script




Stenu zvacsime pomocou tlacidla na lavej strane (oznacené na obrazku).

Stene priddme nejaku texturu — napriklad wall_brick (presunieme na stenu)

wall_brick_0O. wall_brick_0, wall_brick_0O, wall_brick_0




Nazorna ukazka stien.
#t Scene a® Game
E] v [i)‘ v {:? v

All In Packages In Assets 'Assets’

Teraz pridame basketbalovy k6s. Najdeme ho v Assets/Basketball (pridali sme si tieto

materialy v Uvode).
= Hierarchy 3 ¢  # Scene o® Game
Bl @ £ v

P SampleScene*
1) Directional Light

Project B Console

* Favorites Assets > Basketball
\ All Materials
\ All Models
\ All Prefabs

i, ‘
mx EE
Im Basketball

i Oculus

Im Resources

Materials basket basket_bump basket_opac field field_bump




Je moziné Ze po pridani bude tento model prilis velky a preto v Transform klikneme vedla
scale na tlacidlo oznacené na obrazku a nasledne nastavime X napriklad na 0.001

- Transform

Position X -0.84732 Y 0.8316C Z -2.33

Rotation X 90 Y O Z 0
Scale = X 0.001 Y 0.00077 Z 0.000

Teraz sa presunieme pohladom na ihrisko a po rozkliknuti ring v hierarchy klikneme na Move
To View (presunie model tam kde sa pozerame).

ierarchy 2 i fit Scene @wGame
T By @ | &> &
AP SampleScene*

£ Directional Light

\ 4

PN
P
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o

2
Cut 2
Copy
Paste

Paste As Child

Rename
Duplicate
Delete

Select Children
Set as Default Parent
Prefab

Create Empty
Create Empty Parent
3D Object

Effects

Light

Audio

Video

ul

Ul Toolkit

Camera

Move To View




Presunieme koS na stenu a nastavime mu texturu basket.

## Scene o Game

By @v x>

bump  ba




Priddme Box Collider component, zepneme Edit Collider a upravime ho tak ako je
znazornené na obrazku.

Tag Untagged v Default

Open Select Overrides
Transform o
Position X -0.051 25 Z -393
Rotation X 90 0 Z30
Scale ® X 0.001 0.00077 Z 0.000
Rectangle O (Mesh Filter) o it
h HER ngle0
‘> ¥ Mesh Renderer

Materials

Lighting

Probes

Additional Settings

&% v Box Collider

Aby sme zabezpecili Ze lopta sa nam bude odrazat aj okolo obruce kosa, pridame niekolko
Capsule objektov (objekt bude treba zmensit a presunut — tak ako je zndzornené na obrazku)

4

SampleScene*

& Directional Light
=

Plane

£ Capsule

Cut

Copy
Paste
Paste As Child

Rename
Duplicate
Delete

Select Children

. Set as Default Parent
Favorites

. All Materials | Create Empty

\ All Models 3D Object Cube

\ All Prefabs Effects Sphere
Assets ngh-t Ca;_)sule
[aw Basketball Audio Cylinder

WS niaas




Teraz len kopirujeme kapsule a presivame ich po celom obvode kosa (ako je na obrazku).

P SampleScene*

rectional Light

a5 desh Renderer
Materials

Lighting

Probes

Additional Settings

Vsetky kapsule presunieme pod ring (pri prestvani kosa sa budu teda presuvat aj kapsule)

tg Capsule (1)
C@ Capsule (2)
t¢ Capsule (3)

Cg Capsule (4)
t¢ Capsule (5)
C¢ Capsule (6)
tg Capsule (7)
Cg Capsule (8)




V OVRPlayerController sa preklikame az ku RightControllerinHandAnchor
& LeftControllerinHandAnchor a vymazZzeme ich

ITT' o T -I"_I =) .;.. I_": - I"_I "
eftControllerinHandAnchc

l--I- =
GRRig
(@ LeftHan
Cg RightHand

Lz

§% Cus to i 'andRight
@ LeftFancAnchorDetached
G@& RightHan i{AnchorDetached
0 Plane

[
’
v
[
[

B Console
a.customhandright

rites 4 Search: All In Packages In Assets 'CustomHands'
Materials

Models

Prefabs

ts




V OVRCameraRig nastavime Tracking Origin Type na Floor Level

Vytvorime novy 3D objekt Sphere

&) Sphere

Cut
Copy
Paste
Paste As Child

Rename
Duplicate
Delete

Select Children
Set as Default Parent

Create Empty
3D Object
Effects

Light

Audio

Viden

Cube
Sphere

Capsule
Cylinder

VvV VvV VvV Vv ESE

Plane



Priddme Rigidbody a script OVRGrabbable

v @~ | BY

§§ v BouncingBall
- er Default

Select Overrides
. Transform

Materials

Lighting

Probe

Additional Settings

€ . Sphere Collider
Rigidbody

R Grabl

S
|+ RS

+ search:
earch: Add Component



Do Sphere Collider material presunieme bouncemat, vdaka ¢omu bude lopta skakat

-

‘5 v Mesh Renderer
Materials

Lighting

Probes

Additional Settings

€ v Sphere Collider

& Rigidbody
B v OVR Grabbable (Script)

’ \ate

Add Component

Vytvorime v Assets novy subor Material kde si nastavime nejaku farbu. Material nasledne
presunieme na loptu.

Create

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Refresh
Reimport

Reimport All
Extract From Prefab
Update UXML Schema

Seed XR Input Bindings
Open C3# Project
View in Import Activity Window

Properties...

Alt+Ctrl+C

Ctrl+R

anguct L4
Shader Variant Collection

Testing >
Playables >

Assembly Definition
Assembly Definition Reference

Text >
TextMeshPro >
Scene

Scene Template

Scene Template From Scene
Scene Template Pipeline
Prefab

Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture
Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline
Signal



Hru si teraz mbéZeme spustit aby sme videli ¢i lopta vazne skace.
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Vo File dame Build Settings... kde zvolime Android a klikneme na Switch Platform

File Fdit Assets GameObject Component Oculus Window Help

New Scene Ctrl+N

Open Scene Ctrl+0
Open Recent Scene >
Save Ctrl+S
Save As... Ctrl+Shift+S

Save As Scene Template...

Mew Project...
Open Project...

Save Project
Add Open Scenes

Build Settings... Cirl+Shift+B
Buia And Run 6577 ' Android

Exit na 5 i Use Player Settings
32-bit

'| Android
Disabled v
Oculus Quest 2 » Refresh

+ v
* Favorites
( I A Asset Import Overrides

aw Assets

M B Player Settings... Switch Platform




Po zmene platformy na Android sa zobrazi niekolko errorov, ktoré opravime v Project
Settings -> Oculus, kde klikneme na Fix All

ssels GameObject Component Oculus Window Help

Undo Modified Selected Platform ... Ctrl+Z

Redo Ctrl+Y

Undo History Ctrl+U

Select All Ctrl+A

Deselect All Shift+D 0C9|US

Select Children Shift+C ect Setup Tool

Select Prefab Root Ctrl+Shift+R okly 5 .

Invert Selection Ctrl+l hj - ~ t are 4 outstanding Required fixes.

Cut Cri+X i =

Copy Ctrl+C

Paste Ctri+V ge Checklist

Paste As Child Ctrl+Shift+V/ Outstanding Issues (4) Fix All

Duplicat Curl+D

e " Minimum

Rename

Delete

Frame Selected F

ge must be ins

Lock View to Selected Shift+F

Find Ctrl+F

Search All. Ctrl+K

Apply All

Play Ctrl+P )

Pause Ctrl+Shift+P ndLa [ { m Apply

Step Ctrl+Alt+P

Apply

Sign in. i

Sign out a sotropic Filtering on a pel ure basis Apply
[ | Selection > Apply
Y Project Settings..

Prejdeme znova do Build Settings kde pridéame pomocou tlacidla Add Open Scenes nasu
scénu. Pripojime VR okuliare Oculus do pocitaca (po pripojeni treba v okuliaroch potvrdit
prenos suborov) a zvolime nase zariadenie v zozname Run Device. Teraz uzZ len staci dat

Build And Run a po UspeSnom builde sa nam hra automaticky spusti vo VR.

Build Settings

Scenes In Build
v Scenes/SampleScene

Add Open Scenes
Platform i Android

L_T__] Windows, Mac, Linux tu 0 0 Use Player Settings

32-bit
E Dedicated Server

|'| Android

Disabled -
Oculus Quest2 >  Refresh

Asset Import Overrides
No Override
n No Override

Build Build And Run




