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Home | SDK Dev Guide APl Forums

Qualcomm

vuforia®

My Trackables » AR My Trackables
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bufferfly homework scu_ar

6 Trackables New Project hles

Created : Dec 04, 2012 Apr 06, 2012

Last Modified : Dec 04, 2012 . ) ified : Dec 09, 2012
Project name: *
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Create Trackable

Trackable Name: *

Select Trackable Type: -

&z height will be

@ Create Trackabli
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My Trackables » homework » money » AR 2-D Trackable

Download Trackable Data Rename Trackable | | Delete Trackable

Stepl.BRE L&

Upload Image

Choose Image:
(s | nisEs Upload
File must be JPG or PNG and should be under 2 MB.Image name

must be unigue to a project less than 25 characters;, may only
contain letters, numbers, and the underscore °_". WWhen atrackable is
detected in your application, this name will be used for reference. e
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My Trackables » homewaork » money » Trackable » AR Trackable Details

Replace Image @ Delete Image

@ Hide Features
This image provides good tracking performance
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Trackable Assets Package Download

Select a format to match your development option:

Trackable assets name: ()

homewaork _unitypackage

homework unity
package
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Introduction
Yelcome to the Gualcomm Vuforia Extension for Unity 3 installer,
will enable d

Wiforia Uinity 3 BExtensio relopers to use

; lopment tool to rapidly build
augmented reality applications for Android de 3

{and “Prey

nay cancel thi allation at any time
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vuforia-andraid-1-5-10.unitypac
kage
Unity p ge file

vuforia-imagetargets-android-1-
5- l{!umt\,package
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vuforia-virtualbuttons-android-1
-5-10.uni package

wuforia-backgroundtextureacces
s-android-1-5- l{Iumt\,pack.age
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vuforia-multitargets-android-1-5
l(! umt\, package

vufaria-occlusionmanagement-a
ndroid-1-5-10.unitypackage

@ vuforia-framemarkers-android-1
Unity o | e

Unity pack file
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Assets

GameObject

Project 1 - PC and [ —. —|
onent  Terrain  Window Help

om

Mew Scene Ctrl+M o . . o Layers =1 MMayout _
ay  Stepl.File/New Project e —
= -y Gizmos
Save Scene Ctrl+5S
Save Scene as... Ctrl+Shift+5
MNew Project...
Open Project...
Save Project
Build Settings... Ctrl+ Shift+B w Project
Build & Run Ctrl+B
Exl ser\DocumentsYew Unity Project 2/
[] character Controller, unityPackage
[7] Glass Refraction {Pro Only).unityPackage
[7] 1mage Effi
[ Light Cookies, unityPack
[ Light Flares.unityPa
[7] Partides.unityPackage
= Hierarchy [7] Physic Materials, unityPackage
Create R - =
Main Camera
//, e
s 11
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Unity package file
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Unity package file

wuforia-framemarkers-android-1
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Unity package file

Unity packa
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vuforia-occlusionmanagement-a Create

ndroid-1-5-10.unitypackage Main Camera
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Component Terrain

'ml Tpeting packags - o E | Gizmes -
Y
Items to Import Y
v i Editor/QCAR/ForPrint HEW z H
v B Editor/QCAR/ForPrint/target_chips_A4 pdf HEW 'T.
' B Editor/QCAR/ForPrint/target_chips_USLetter.pdf HEW
W [ Editor/QCAR/ForPrint/target_stones_aA4.pdf HEW
v B CEditor/QCAR/ForPrint/target_stones_USLetter.pdf HEW
v B Editor/QCAR/ForPrint/target_tarmac_Ad pdf MEW
b [ Editor/QCAR/ForPrint/target_tarmac_USLetter.pdf HEW
v im Editor/QCAR/FrameMarkerTextures HEW
' B CEditor/QCAR/FrameMarkerTextures/frame-markers-transpare
v M Editor/QCAR/FrameMarkerTextures/frameMarker_Sample.png
W ® Editor/QCAR/FrameMarkerTextures/Materials/framemarker
v i Editor/QCAR/ImageTargetTextures/StonesAndChips HEW
I v ™ Editor/QCAR/ImageTargetTextures/StonesAndChips/ chifem_
Il v M Editor/QCAR/ImageTargetTextures/StonesAndChips/ stwEms
v i Editor/QCAR/ImageTargetTextures/Tarmac HEW
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Create - Create - e
Main Camera B Editor
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=] License_Readme
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B StreamingAssets
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Create -
B License Readme

Main Camera

Stepl.Qualcomm Augmented Reality/Prefalbs
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v Qualcomm Augmented Reality
B Materials
i Prefabs
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B MultiTarget
@ virtualButton
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ARCamera
ImageTarget
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B Licens:
b B Materi
b i Models
- i Plugins
R QCAR-LmayeTargets

¥ @ Qualcomm Augmented Reality
I i Materials
¥ i Prefabs
“ ARCamera
“ FrameMarker
“ ImageTarget
ﬂ MultiTarget

ﬂ VirtualButton




Stepl.Create/Directional Light

=Tmeraran

Create

ImageTarget

Particle System

Camera

GUI Text
GUI Texture
30 Text

Directional Light
Point Light
Spotlight

Area Light

Cube

Sphere

Capsule
Cylinder

Plane
CICIth
Audio Reverb Zone

Ragdoll...
Tree

Wind Zone

Project

Create

B License_Readme
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B Models
i Plugins
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= Hierarchy = Project =
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B License_Readme
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Directional light

B Models
B Plugins

W QCAR-ImageTargets
B Qualcomm Augmented Reality
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<0 Unity - Untitled - New Unity Project 2 - PC and Mac Standalone®

Terrain  Vuforia Window

@.@ = :ﬂ:I '=3 Center ™" Local | IP Il HI

## scene € Game
Textured : RGB s Tt M 4 Gizmos = All

File Edit Assets GameObject Component

hnmen vork.unitypackage

by package file
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. Importing package

Items to Import
v M Editor/QCAR/ImageTargetTextures/homework/money_scaled . ;wem
¥ & Editor/QCAR/Temp/DatasetImportAction.cs

¥ B Editor/QCAR/Temp/DatasetlmportWindow.cs
e StreamingAssets/QCAR homework .dat
¥ [ StreamingAssets/QCAR/homework.xml
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Create =
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#H Scene € Same
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> I wl I'Layers * | [ Layout -
-= | @ Inspector B
Gizmos - (A ¥ ImageTarget ™ Static -
¥ Tag ' Untagged # Layer |Default ¥
L] Prefab Select Revert Apply
-'_! P ) Transform i %,
Position
X0 Y o 2 0
Rotation
X 0 Y: B 7| [B
Scale

ZImageTarget¥) #

ImageTarget

= Project
Create -
Bl License_Readme
#n Materials
1 Models
i Plugins
W QCAR-ImageTargets
0 Qualcomm Augmented Reality
i Materials
# Prefabs
B ARCamera
W FrameMarker
ImageTarget
® MultiTargst
® VirtualButton
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Heceive Shadows v

Materials

Use Light Probes e

Ev Image Target Behaviour (Script) W %,
Data Set homewark T
Preserve child size

B Turn Off Behavi W,

Saript fBehaviour o]

B (Mesh Filter) W %,

= Mesh - @
Il B ¥ Default Trackable Event Handler (Script) W %, /

Seript B DefaultTrackableEventHandler o]

E' money_scaledMaterial L

Shader | Diffuse
Main Color
Base (RGB)
Tiling
2. o]
y 1
Preview

Cffsat
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- New Unity Project 2-PCand !u;Tac-Standa.a:I'-.ane*__
File Edit Assets GameObject Component Terrain Vuforia dow Help
oy =3 Center " Local | i | | Layers - Tayout -
#HEScene € Game .= & Inspectar T
Texturad + RGBE + e 1) Gizmos = Position
X -21.32208 Y 260.264 Z -9.236598
‘ Raotation
e X X BBI3TO79 Y 54.90741 Z \B5.68085
! Scale
x 1 b 2ot
%, ¥ Camera %,
Clear Flags Salid Calar ry
e Background E P
== == Culling Mask “Everything =T
e = S Projection Perspective ¥
. e ) Field of View 51.27
E p P— o e Clipping Planes
= s — : Near 2 Far 5000
e Normalized View Port Rect
by 0 ¥ 0
Camera Preview w 1 H 1
Depth 1
Rendering Path Use Player Settings T
E SEB Target Texture None (Render Texture! El
Stepl.B4ZEARCamerat) :
¥ ¥ GUILayer W %,
‘ = Hierarchy = Project = £ 7 Flare Layer %,
Simales - ':'ealfe mi i - = i ¥ Audio Listener W 2,
Rk R IIET : I,:::_:::rs saame B ¥ QCARBehaviour (Script) ¥ %, _
I:?lrectlénal “_ght = Mod-els Script B OCARBehaviour @ ,//
sTa e e -
M QCAR-ImageTargets Eﬁ SBB -
B Qualcomm Augmented Reality Ste p2 = 71N gACtIVate Data Set
B Materials
- MUTVESEEZEERYH
® ARCamera == ==
® FrameMarker - Ml %
ﬁ I|113geTa|'get S et L} n=+=c-=.+| AadBabayie - -l-l
© MultTargst Activate Data Set s
O virtualButton Load Data Set homework ¥

= Step3. )% Load Data set EEHtYIH
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Window

Help
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a0 o o g =3 Center
# Scene € Game

Textured RGE ks

Directional Light
Point Light

Spotlight
Area Light
Cube
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Capsule
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Plane

Cloth

Audio Revel
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Tree

Wind Zone
= Higrz——

Create

Project
Create
B License_Readme
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i Models
i Plugins
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Directional light
ImageTarget
Sphere

alcomm Augmented Reality

Materials

Prefabs

® ARCamera

O FrameMarker

ﬂ ImageTarget

(] MultiTarget

@ virtualButton

Scripts

Shaders

ipts

i StreamingAssets
ITExlUTE
“TextureTeapotBIue
;ITextureTeapotBrass
“TextureTeapotRed

¥ vutoria-android-1-5-10
#vuforia-irnageta|'gets-android-1-5-10

A Compressed texture money_scaled is used as icon. This might compromise visual quality of the final image. Uncompressed format might be considered as b
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“ ImageTarget
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Ctrl+N (g

Ctrl+0

i
Terrain

Vuforia Window Help

Ctrl+5hift+5

Ctrl+5hift+B

Settings...

d & Run

Ctrl+B

= Hierarchy
Create

Directional light

Stepl.#5ZEFile/Build Settings

ﬁ + Web Player ¥ _

;: PC and Mac Standalone

Scenes In Build

Add Current
Platform

Android

Texture Compression | Don't override

Development Build
#  Android =

f = EE R EVEEEY

Step2.25EPlayer Settings

Player Settings... Build Build And Run
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Company Name Company Name scu

AR eE T Product Name S b A

Default Icon

Default Ican

Per-Platform Settings

@ % ¥

Y Settings for Android
o : - N
BEMnEEAanroN .| Resolution and Presentation
Resolution and Presentation
Icon
Resolution
Default Orientation™® ‘Alto Rotation = Splash Image

Allowed Orientations for A
Portrait

Other Settings

Rendering
Portrait Upside Down Static Batching 4
Landscape Right Dynamic Batching v

Landscape Left
Identification

::::isBzTrHidden :E:::: Lcl:_::::liir* 1co:'|.50u.Pr0dur_tName ///
Use 31 ' - - : Bundle Version Code %.._....____ — -
Eielzz Ste p2 RESO|UtI0n - /DEfaUHI o Minimum API Level Andratd 2.2 ‘Frays' (API Tevel ) : /

Show ‘:EI:E : P e 2o

- #E#Auto Rotation Step3.Other Settings/

Icon

. Bundle Identifier* i#&scuABiBE X Hith 2=
T Minmum API Level 32 EAndroid2.2

Publishing Settings




File | Edit Assets GameObject

Mew Scene

Open Scene

Save Scene

Mew Praject...

Open Project...

Save Project

Build Settings...
Build & Run

Exit

Ctrl+M
Ctrl+0O
Ctrl+5
Ctrl+Shift+5

Ctrl+Shift+B

Ctrl+B

Compd

nent Terrain Vuforia Window Help

Local > in w
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Stepl.File/Save Scene

Gizmos
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&) Unity - hw.unity - New Unity Project 2 -
ile | Edit Mssets Gam ject C

MNew Scene Ctrl+M
Open Scene Ctrl+0
Save Scene

Ctrl+Shift+5

MNew Project...

QOpen Pro

Save Project

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B

Exit

~ Step1.File/Build Setting

EH ©

Add Current
Platform
E_}, Web Player ¥ android
'1: PC and Mac Standalone Texture Compression | Don'taverride
Development Build
#  android (]

J Flash Player (Preview

Step2.7GZBuild | o s

I wl

{:{. Build Android
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