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Packages - Unity XR Interaction Toolkit Remove

& Oculus XR Plugin
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OpenXR Plugin From Unity Registry by Unity Technologies Inc.

& XR Core Utilities com.unity.xr.interaction.toolkit

XR Interaction Toolkit

& XR Legacy Input Helpers

Description  Version History  Dependencies  Samples

XR Plugin Management

Starter Assets 8.82MB © Import

Assets to streamline setup of behaviors, including a default set of
input actions and presets for use with XR Interaction Toolkit
behaviors that use the Input System.

Dependencies:

Hands Interaction Demo 2.96 MB Import

Sample scene and other assets for hand-tracking integration with
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Welcome to the VR Template Project!

This project template seeks to help you build engaging VR experiences. It provides a preconfigured
project with VR packages and core components for spatial interaction and Ul.

Before you begin, go to Edit > Project Settings > XR Plug-in Management and select the platform(s)

you plan to deploy to. If you don’t see your platform listed, make sure you have the right build targets
installed in Unity Hub.

Please refer to the for more detailed information on the content and settings used in
this template.
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AR Mobile
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Small Scale Competitive Multiplayer M;/ roject
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@ XR in Unity: Key systems and too

XR Plug-in Management

Project Settings &0lA] AF2& 4= L= XR Plug-in Management IH7 | X| = XR E2{J012| S&f0t H¥E2
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=
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SEEES e

Project Settings &2 2 0|55t Z=0{A XR Plug-in Management I{7|X|E§ MESI 1 ST HIE
2/5t0] dX|eLCt.

& Project Settings

£ Project Settings
a

Input Manager "
Input System Package XR Plugln Management

Memory Settings
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
ShaderGraph
Tags and Layers
TextMesh Pro
Time
Timeline
Ul Builder
Unity Cloud

App Information
Version Control

Unity Version Control Se
VFEX
Visual Scripting
XR Plugin Management

tall the XR Plu
R Plugin M

Install XR Plugin Management

© 2024 Unity Technologies 42 of 120 | unity.com


https://unity.com/kr/releases/2022-lts

@ Create a new VR Project using URP |

OlH| 2= SHZ
2FISHNI Q. B
SLIHH

7[00l M SLH

Add modules for Unity 2022.3.22f1 'irs

Add modules Req d Available: 1.4 TB

Microsoft Visual Studio Community 2022 Installed

Android Build Support Installed 20768
OpenJDK Installed 222.86 MB

Android SDK & NDK Tools Installed 3.03GB

i0S Build Support 351.9 MB

tvOS Build Support 01MB

visionOS Build Support 413 MB

Linux Build Support (IL2CPP) 53.01MB 219.92 MB

Linux Build Support (Mono) 52.54 MB 216.65 MB

Linux Dedicated Server Build Support 100.29 MB 403.92 MB
uild Support (Mono) 346.53 MB

Mac Dedicated Server Build Support 344.24 MB

OCIE|Z S0t7t EH 220N EHES = £ USLICH 2t EEe Ee{a0l HSUME MefBtL|Ct o
O|Al0M = OpenXRS MEHTtL|Ct,
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Ho: o] ¢ NARS Sdotstd = R OCIEIE CHAl AIESEaHE HIAX| 7L EAIE 4 U2
(=] 740)
= oT/.

=
=
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Project Validation &0llA Z17} gl=X| telgfL|Ct &% HollM Project ValidationS MEi5H04 0]
HAS WEA >HY o~ ASLICH 2XTE QJUCHA of7|0l LI =N, Fix AllS S2ld si2E & UASLICH

ive Performance Project Validation

Aud

Burst AOT Settings Scene Validation
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Validation Rules

Isst

Issues (2) of Checks (8) : Fix All

& [ al] 1 to use Inpu ) 0 ol ins i Fix
g ) vhich will b ease
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proj

trol allo

ShaderGraph
Tags and Layers
T /
Time
Timeline
Ul Builder

XR Plug-in Man
/

OpenXR
Project Validation

Ct2 thAl= XR Interaction Toolkit(XRI) N7 |X| £ MX|st= ZQL|Ct.
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XRI Toolkit 7181

0| 7to| =9 et M= XRI Toolkit Of CHet A71 LHES ATHERD
HLESLIC

OlHl= 0|2 Toidt= UHS

)

Window > Package ManagerE E3l| Unity Registry EECH20]| A XR Interaction ToolkitS MEist
InstallS S2ietL|Ch 23 A|AH WHAES 2HdotetX| = HAIXIZL BEAE= R YesE S2/5tH
OICIE{ 7t CEAl AIZFEILICE

# Scene aB Game = Package Manager
=+ v~ Packages: Unity Registry ¥ Sort: Name (asc) v Filters v Clear Filters

All Services
Unity OpenXR Meta 1.01

Unity Physics 1.0.16 XR |nteracti0n T°°|k|t Remove

Unity Profiling Core API . — RElEE This action is currently in progress.
Unity Transport nologies Inc.

Unity Ul

Universal RP

User Generated Content pendencies  Samples

. Warning
User Generated Content Bridge
This project is using the new input teraction system for creating VR and AR

User Reporting system package but the native platform  JUSUEIRNELCER D AU R EIEIRTs 3

backends for the new input system are The core of this system is a set of base

not enabled in the player settings. This nents, and an Interaction Manager that ties

Visual Effect Graph ! means that no input from native devices get_her. It also contains components that you
will come through. g visuals.

Version Control

Visual Scripting

Do you want to enable the backends?
Visual Studio Code Editor Doing so will *YRESTART* the editor.
Visual Studio Editor

Yes

WebGL Publisher
XR Hands
XR Interaction Toolkit

XR Plugin Management

Last update Feb 29, 09:47
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Starter AssetsE AI260{ XRI &T{& 7|

" XRInteraction Toolkit

@25:3- February 29,2024

Updateto 3.0.1 | Remove
rom Unity Registry by ogies

Reimport

Mac, Linux
Import

esentation

Import
XR Device Sim
Assets rel

Reimport
Meta Gaze Adapter 147K

Import

o= M

O] MM0j| M= XRI Toolkit Gl =2 Moj| ZehEl 2t

otEl 2t mE|Hu JRHES HYs AHENSLICLHZ ME HE +
= R 0|1 Mo UFCHZ MES SAIYE=X] CHA EelgfL|ct

Starter Assets M=

o=

o= o2 Mol Zete|of AELICHAZ: Samples L > XR Interaction Toolkit >
(E2! HH) > Starter Assets > DemoScene).
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[ Assets
@@ Samples
& XR Interaction Toolkit
(& 3.0.0-pre.1
[aw Starter Assets
B8 Animations

BB DemoSceneAssets

B Editor

im Filters
e Materials
B Models
e Prefabs
Bm Presets
e Scripts
Bm Shaders

B Tunneling Vignette

e Scenes
e Settings
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—  UuisHlol
— W Nz Mt
— L2l 4z g
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— 2= 4z g
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© Animation @ Unity Version Control

4~ Assets > Samples > XR Interaction Toolkit > 3.0.0-pre.1

I Animations

B8 DemoSceneAssets
s Editor

s Filters

| RYEICHES

I Models

I Prefabs

B Presets

e Scripts

B Shaders

B Tunneling Vignette
R DemoScene

B Unity.XR.Interaction.Toolkit.Samples.StarterAssets

M XRI Default Input Actions

Starter Assets

v @Assets/Samples/XR Interaction Toolkit/3.0.0-pre.1/Starter Assets/DemoScene.unity
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Starter Assets |2 MO0j|AM XR &5 =2 MH

XRI3.02| M2 #10f= Input Action Manager Z X E 2t XR Interaction Manager 7| QEHET}
Z5hEl XR Origin (XR Rig) Z2|Ho| A&L|Ct.

= Hierarchy

+

Input Action Manager

Input Action Manager= XR 23 U0l A 2dst= @12 SXto| 2dstet H|Z2-getE 22| gfLict.
InputActionAsset REHE S 20t ShH| ZHS5HH, 021 of 4l Tt 2 SY0M Hoig
UEZ BfLICHL WL njs SHo| HSotn IYX| @S Tl HW M7t RXISD2, HR A 23
5 &

ool S5 2= M2[7t 28 VR AR ALIZ| 20N £

XR Interaction Manager
O] 2r2|xH= QUE{HE{(of: VR HE ZIEE2], Z2IE)2t QIE{2HE{ S(VR/AR SZH0i|l A E21|0|017} EHE 4 U=

=2 T M
HEO|Lt IRXME &= & Jtstt QEHE) 7to] 4 A2 H2|dt= FY 518 AL S s, QlE{24E{Qt
QIE{ME{E0| EM3t=|H 0|S0| Mo M M2 HFLIAHOIM o 2F5H 4 UL F Interaction Managers

S AAZE SESEE HLICEH XHMTF L2 XR Interaction Toolkit £0{% 2 EESHN K.

XR Origin

XR Origin Z2| M2 XR Md2| 32t HHES Be|FLICH ISP £ T17) £0|oF 22 Lt Eaid ZES
7(I°J'5P01 XRZ|7|ot ARzl FtH2t 91X AM2|gLIct. o] Z2|H2 22X St 2 E
Hetdt= ol 328 AL S YLICH 0= 7he SZH Lol F2tst H30| #HE = 82 HEIEE

Un|ty9| XR2FS dHst= ol 24X YL

© 2024 Unity Technologies 49 of 120 | unity.com


https://unity.com/kr/releases/2022-lts
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/input-action-manager.html
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/input-action-manager.html
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/xr-interaction-manager.html
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/glossary.html
https://docs.unity3d.com/Packages/com.unity.xr.core-utils@2.4/manual/xr-origin.html

Create a new VR Project using URP |
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®elude

Input Action Manager

Action
+ XR Input Modality Manager
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List is em

Character Controller Driver
Character Controller Driver= 7t4F FH2IE Q| 7|2} X E HA HAHO|A E2{|0|0{7t Xt
E20[0{7t VR BZt0|A] SZ0|7] AlZtstn HEE A|H

AL 0| EBfL|CY,

SxIQof w2t ZHESHEE MA | UELICH
$AstH, 2210t EES Ma|st= Character Controller AZHEE &
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XR Input Modality Manager
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StLtol QIE{E|E Q4 = QIE{ETH ZA43tE 4 UA| BL|CH

[

XR Transform Stabilizer

XR Origin Z2|Ho| OtX|2f QEME A E = Left/Right Controller Stabilized Origin 7|2 QEMEQ|L|CE
& QEHEN|= 2% XRTransformStabilizer AR ETJ HZE|H, O] AIEE = XR 20| o HESHA|
LR =E 510 9| E5HK] 242 &2 220 E FES L= L|C) Left Controlleret Right Controllere)
EMAZS E QEHE S Stobsl 2%/0l0| 229X Eafzl H0|E|Q] SEa|Lt 27 XI5t 20|
OHM St EILICE

© 2024 Unity Technologies 52 of 120 | unity.com


https://unity.com/kr/releases/2022-lts
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/xr-transform-stabilizer.html

Q | XRin Unity: Key systems and toolsets | Create a new VR Project using URP | VR development with an example project |

X}
&7t 0|F, 71, F27|, 4= ZHEE M5tz A|AR2 25 Left Controller®t Right Controlleroi|
HBE[0f

= Hierarchy

st QIE{RE 0l = 212} sf{este AEHET HAELICE o€ 0] 280|017 LENEE Fo & &
A= Poke Interactor A& 2EHE0f|= XR Poke Interactorzt= AEHETL YELICL

XR Direct Interactor

XR Direct Interactor AZHEES AFE5HH HE, 2|, 1 of Chdet REHES gt 5, Z2(0/0{7t
BEX|HLE ZEIO[ALE FHE 4= U= AHUE S Q401 2 4 Y + AFLIC

Poke, Ray %! Teleport Interactor= 2% VR 2= LHo|M &
Of MXHHol| A Crfot QIE{MEIS QA E ATH{EAM Q.

0z
oz
fo
IS
o0
2
>
0
it
1
$0
o>
r
n

0| AlAE

Jtet 2ol JIEH(LEH 2 Z2]0[0] EEi= AFEXIE fIX|et R)E LEIAE XR Origin Z2|Hof st
M| A Hots 2E| 5L oL Tt o tHof| StLte| 0| S MSXHLocomotion Provider)2t XR Origing
£ + ACE 510 TE2 YXISt XROIS2[A0| M0 M BT o X 753t 0|5 S HFe &
UAFLIC

S200[019] XIE =Eots YH2 3, 0|F, &2 0|F, LET|YLC}

© 2024 Unity Technologies 53 of 120 | unity.com


https://unity.com/kr/releases/2022-lts
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/xr-direct-interactor.html
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/locomotion.html
https://docs.unity3d.com/Packages/com.unity.xr.interaction.toolkit@3.0/manual/locomotion.html#glossary

Q | XRin Unity: Key systems and toolsets | Create a new VR Project using URP | VR development with an example project |

de et

XRI Toolkito A= Z&i0]0{2] 2[ME ot & 7HX| AEHE, & Snap Turn % Continuous Turng
HSELICE Snap Turng AF8stH S2{|0]0f7t L™ A0S 3ME £ JUOH, 0] Z= = Snap Turn
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Building to device

Deploying to your VR hardware
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Of2Holl M XtM|S| 2 THE XR Socket Interactort= A2l QIE{HE| 7} A4S 2t82E 20|02 XHE 4= Y=
Interaction Layer Mask7t UELICE f&ot QLEMET 30 4= HAR AIZEN M= XR
Socket InteractorOf| Al E0{2= O|HIES LAl CH7|EtL|LCE,

ing UnityEngine;
UnityEngine.XR.Interaction.Toolkit;

~ socketInteractor;

linkedPuzzl

le()
socketInteractor.selectEntered.AddListener(SocketActivated);

socketInteractor.hoverEntered.AddListener(SocketHovered);
socketInteractor.hoverExited.AddListener(SocketHoverExit);

O

socketInteractor.selectEntered.Removelistener(SocketActivated);
socketInteractor.hoverEntered.Removelistener(SocketHovered);

socketInteractor.hoverExited.Removelistener(SocketHoverExit);

SocketActivated( ctEr arg@)

linkedPuzzle.PuzzlePieceFound();
argf.interactableObject.transform.GetComponent<Collider>().enabled = fa

SocketHovered (Hove arg@) => arg@.interactableObject.transform.GetComponent

id SocketHoverExit(Hc r ~gs argd) arg0@.interactableObject.transform.GetComponent<

AUZE[0|E Mofst= R IHX| ZHetst HAR S A2 &7H XR Interaction Toolkite] S HEHEES
=gstH AT 2d AT 223 atE £ USLICL
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. 4 A Transform
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Rotation X0
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B v XR Socket Interactor
0

Interaction Manager B XR Interaction Manager (XR Interaction Manager)
Interaction Layer Mask Puzzlel_Star
Attach Transform None (Transform)
Starting Selected Interactable None (XR Base Interactable)
Keep Selected Target Valid v
Show Interactable Hover Meshes A

Hover Mesh Material None (Material)

Can't Hover Mesh Material None (Material)

Hover Scale 1
Socket Active (4
Recycle Delay Time 1
Interactor Filters

Interactor Events

Add Component

HZ0f Z&=l XR Grab Interactor A @EHEEQ| Interaction MaskT A7l CIE{ZHE{Qt LK==
oI5t

glojojz ZYe0of ASLIC.

Select Overrides

Transform

Crypt_Puzzle 1_Star Element (Mesh Filter)

Mesh Renderer

Rigidbody

Mesh Collider

XR Grab Interactable
Interaction Manager B XR Interaction Manager (XR Interaction Manager)
Interaction Layer Mask Puzzlel_Star
Colliders
Distance Calculation Mode Collider Position
Custom Reticle None (Game Object)
Select Mod Single

Movement Type Instantaneous
Retain Transform Parent v
Track Position v

Smooth Position
Track Rotation

Smooth Rotation
Throw On Detach

Throw Smoothing Duration

Throw Smoothing Curve

Throw Velocity Scale

Throw Angular Velocity Scale
Force Gravity On Detach
Attach Transform None (Transf
Use Dynamic Attach
Attach Ease In Time 015
A h Point Compatibility Mode Default (Recommended)
Grab Transformers Configuration
Interactable Filters
Interactable Events
EA v Reset Grabbed Item (Script)

Crypt_P > 1 (Material,

Shader  Universal Render Pipeline/Lit

Add Component
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erEnterEventArgs)

Runtime Only v ResetGrabbeditem.enabled
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= UnityEngine;

g UnityEngine.Events;

¢ requiredAmountOfPuzzlePieces = ©;

t puzzlePieceCounter = 0;

OnPuzzleCompleted;

isPuzzleCompleted = f

| PuzzlePieceFound()
puzzlePieceCounter++;

CheckPuzzleCompletion();

CheckPuzzleCompletion()

if(isPuzzleCompleted)

return;

if(puzzlePieceCounter == requiredAmountOfPuzzlePieces)
I
L

OnPuzzleCompleted?.Invoke();
isPuzzleCompleted ue;
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