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1.1. Bctyn

* BuKopucrtosyute AR Face Tracking, wob ctBoputun
HaknageHHA 061m44ysa AR 33 3amMOBYYBAHHAM

 JloganTte maTepiaam Ha NOBEPXHIO, WODO CTBOPUTH
B/J1aCHe 06/11M44Aa

AR Face Assets



https://assetstore.unity.com/packages/essentials/asset-packs/ar-face-assets-184187?_ga=2.47852578.401134751.1651423780-57552704.1650198553




Package Manager : ®
+4 v All packages~ Advancedv «

rs

Adaptive Performance Samsun 1.1.9 AR Foundation

Addressables 1.8.5 Version 4.1.1

Advertisement 3.4.9 Name

Alembic 1.0.7 com.unity.xr.arfoundation
i ' 3.35 .

Analytics Library Links

Android Logcat 1.1

AR Foundation 2110 #

1 2 41 Author
[ ] [ ]

See all versions Unity TechnOIOQiES Inc.

AR Subsystems 21.3 )
HanaLLITyBa H Hﬂ . Published Date
AR elts LG el 2112 November 17, 2020
I_I Oe KT ARKit Face Tracking 1.0.8
p y ; . A collection of MonoBehaviours and C# utilities for
ARKit XR PI 2.1.10 : :
| uain working with AR Subsystems.
Asset Bundle Browser 1.7.0
Barracuda 1.0.4 Includes: : . .
* GameObject menu items for creating an AR setup
Burst 1.2.3 * MonoBehaviours that control AR session lifecycle and
Cinemachine 271 create GameQObjects from detected, real-world
trackable features
Core RP Library 7.3.1 » Scale handling
Custom NUnit 1.0.0 ¥ * Face tracking
Editor Coroutines 1.0.0 ¥ Samples available at

Last update Nov 22, 14:21 C Update to 4.1.1



Package Manager : o

4+ ¥ All packages~ Advancedv «a
2D Path 2.0.6 ™ ARKit E . i
It Face | rackin
2D Pixel Perfect 20.4 g
2D PSD Importer 2.1.6 Version 1.0.8
2D Sprite 1.0.0 Name
2D SpriteShape 3014 com.unity.xr.arkit-face-tracking
2D Tilemap Editor 1.0.0 Links
Adaptive Performance 1.1.9
Adaptive Performance Samsun 1.1.9
1 o 2 o Addressables 1.8.5 Author
Advertisement 3.4.9 Unity Technologies Inc.
H a/ld LLlTyBa HHA Alembic 107 Published Date
Analytics Library 3.35 October 20, 2020
rl poe KTy Audlreld Leges: 111 Support for face tracking on ARKit.
AR Foundation 2110 #
Includes support for:
AR Subsystems 213 . Face pose tracking
ARCore XR Plugin 2112 * Blendshapes
> ARKit Face Tracking e Note: Only supported on devices with a forward-facing
ARKit XR Plugin 2110 # depth camera, like the iPhone X
Asset Bundle Browser 1.7.0
Barracuda 1.0.4

—~ —a a M~

Last update Nov 19, 10:32 C Remove




1.2. HanawtyBaHHA NPOEKTY

2.1. CTBOpPITb HOBY CLEHY Y CBOEMY NPOEKTI, KNALHYBLIM NPaBO KHOMKOK MULLI Ha BiKHI npoeKTy: CtBoputu > CueHa.

2.2. Bupaanitb OCHOBHY Kamepy, K/1aLHYBLUM NPaBO0 KHOMKOK MULLI Ta BMBbpaswmn Buganutn. KnauHiTb NpaBoto KHOMKOKO
MULLI B iepapxii, wWob ctBoputn HoBMIM AR Session XR > AR Session. lMoTim goaante axkepeno ceaHcy AR, KnauHyBLWMU
npaBoto KHoMnKoto muui B lepapxii XR > MouvaTtok ceaHcy AR . Tenep iepapxia mae Burnaa;:

= Hierarchy : 2.3. Micna yboro Bnbepitb Kamepy AR B
+ Qr iepapxii (B moxkeTe 3HaNTH Ti,
& AR Face - HaTUCHYBLUW CTPINIKY NOPYM i3 AXKepesnom
@ Directional Light ceaHcy AR ) i B iHCNeKTOpi BCTAHOBITb Ter
AK OCHOBHY Kamepy.

&0 AR Session
&) AR Session Origin
& AR Camera




© Inspector =

@ v AR Session Origin Static~
- Tag Untagged v Layer Default v
L Transform @
Position X 0 YO Z 0
Rotation X 0 YO Z 0
1 3 6 Scale X 1 Y 1 Z 1
= 'D'O'u'aBaHHH ODNNHHA @ v AR Session Origin (Script) 0
AR 3a 3aMOBYYBaHHAM
Camera ® AR Camera (Camera) ®
Add Component
a AR face] X
Search
AR Face

@ AR Face Manager
@ AR Face Mesh Visualizer

New script




*= Hierarchy
S or

Create Empty
Create Empty Child  ight

Video
Ul
XR

3D Object B
2D Object p rigin
1.3. logaBaHHA 0ONNYY TS > a
Light B
AR 3a 3aMOBYYBaHHAM [T >
B
B
B

AR Session Origin

AR Session

AR Default Point Cloud

AR Default Plane

AR Default Face

Convert Main Camera To XR Rig




1.3. logaBaHHA 06An4YA
AR 3a 3aMOBYYBaHHAM

B Project B Console
+ v
Folder

C# Script

Shader | 3
Testing >
B

Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro >

Scene

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas

\ssets

Scenes

XR

B Project B Console

-+ v
w Favorites
O, All Materials

O, All Models
O, All Prefabs

[ Assets
Bm Prefabs
BB Scenes

e XR
B Packages

Assets > Prefabs

"

AR Default...




© Inspector =

@ v AR Session Origin Static v

y Tag Untagged v Layer Default v
. Transform 0
Position X 0 Y O Z 0

1.3. lonaBaHHA 061y EEEEEES X 0 Y 0 E
Scale X 1 Y 1 Z 1

AR 3a 3aMOBYYBaHHAM
@ v AR Session Origin (Script) 0
Camera m AR Camera (Camera) O]
@ v AR Face Manager (Script) @
Face Prefab W AR Default Face ®

Maximum Face Count 1




© Inspector

@ v AR Camera

w

Tag MainCamera v Layer Default

L Transform

13 |£I|O|£|IaBaHHFI O6IIMLI Bt v Camera

AR 3d 3aN\OBL|yBaHHF|N\ @ v AR Pose Driver (Script)
v AR Camera Manager (Script)

Auto Focus
Light Estimation
Facing Direction




1.3. logaBaHHA 06amnuY

AR 3a 3aMOBYYBaHHAM

Scenes In Build
v Scenes/AR Face
Scenes/SampleScene

Platform

L

10S

nirnk

PC, Mac & Linux Standalone
i0S

WebGL

vOS tvOS

PS4

Xbox One

Android

Player Settings...

Build Settings

1OS ios

Run in Xcode
Run in Xcode as
Symlink Unity libraries

Development Build

Compression Method

Add Open Scenes

Latest version v
Release v
Default v

Learn about Unity Cloud Build

Build Build And Run



1.3. logaBaHHA 0b6An4YA
AR 3a 3aMOBYYBaHHAM

AKWo y 8ac 8UHUKAU rpobaemu 3 mecmy8aHHAM HO CBOEMY
npucmpoi Android, nepeznaHome dokymeHmauito Google, w06
oHosumu sepcito Gradle.



https://developers.google.com/ar/develop/unity/android-11-build

1.4. IMNOPTYBAHHA TEKCTYp ANA BUKOpUcTtaHHA AR

Faces KopuctyBaya

cks > AR Face Assets

€ unity Learn

AR Face Assets

AR Face Assets

@ Unity Technologies

FREE

BT

License Extension Asset

File size 22.0 MB
Latest version 1.0
Latest release date Dec 11, 2020
Supported Unity versions 2019.4.10 or higher
Support Visit site



© Inspector 3

@ v |Pop Face Staticv

v

Tag Untagged v Layer Default v

. Transform

@ v~ AR Face (Script)

) v AR Face Mesh Visualizer (Script)
HH v Mesh Collider

H [none] (Mesh Filter)

B8 v MeshRenderer

i 1.4. IMNOPTYBaHHA TEKCTYP

Size 1
Element O ® Pop Face

anAa sukopuctaHHA AR Faces

Cast Shadows Off

Receive Shadows KO p M CTy B a LI a

Contribute Global Illui

Probes
Light Probes Blend Probes
Reflection Probes Blend Probes
Anchor Override None (Transform)
Additional Settings
Motion Vectors Per Object Motion

Dynamic Occlusion v

4 Pop Face
Shader Standard




1.4. IMNOPTYBAHHA TEKCTYp ANA BUKOpUCTaHHA AR
Faces KopucTtyBaya

B Project B Console
+ -

w Favorites Assets > Prefabs
O, All Materials

O, All Models

O, All Prefabs .' .’
B Assets

e Packages AR Default... Pop Face




1.4. IMNOPTYBAHHA TEKCTYp ANA BUKOpUCTaHHA AR
Faces KopucTtyBaya

© Inspector

@ v AR Session Origin

w

Tag Untagged v Layer Default

= Transform

& v AR Session Origin (Script)

Camera m AR Camera (Camera)

& v AR Face Manager (Script)

Face Prefab W Pop Face

Maximum Face Count 1




1.4. IMNOPTYBAHHA
TEeKCTyp ANA
BUKopuctaHHA AR Faces
KOpUCTyBaya




1.4. IMnopTyBaAHHA
TEeKCTYyp ANA

BUKOpUCTaHHA AR
Faces KopuctyBaya

© Inspector

4 Pop Face
Shader Standard

Rendering Mode
Main Maps
i = Albedo
@ Metallic
Smoothness
Source
= Normal Map
@ Height Map
@ QOcclusion
@ Detail Mask
Emission
Tiling
Offset

Opaque

-~

Metallic Alpha

X 1
X 0

Y 1
Y -0.045



1.4. IMNOPTYBaAHHA
TEeKCTyp ANA
BUKopuctaHHA AR Faces
KOpUCTyBaya




1.5. CTBOpeHHA A0AAaTKOBUX

obany

© Inspector 3

@ v Robot Face Staticw

v

Tag Untagged v Layer Default v

Transform

AR Face (Script)

AR Face Mesh Visualizer (Script)
Mesh Collider

[none] (Mesh Filter)

v Mesh Renderer

Materials

Size 1

Element O ® Robot_Albedo
Lighting

Cast Shadows Off

Receive Shadows

Contribute Global lllui

Probes
Light Probes Blend Probes
Reflection Probes Blend Probes
Anchor Override None (Transform)
Additional Settings
Motion Vectors Per Object Motion
Dynamic Occlusion v

? Robot_Albedo

Shader Standard



1.5. CTBOpeHHA A0AATKOBUX
o NE

R B Console
S

% Favorites Assets > Materials
O, All Materials

O, All Models A |
O, All Prefabs .

[ Assets
T RVEICGHEIS Pop Face Robot_Alb...
T REEE]S
B Scenes
B extures

b XR
e Packages




O Inspector
# Robot_Albedo

Shader Standard

Rendering Mode
Main Maps
[ o Albedo

@ Metallic
Smoothness
Source Metallic Alpha
©Normal Map
@ Height Map
@0cclusion
@ Detail Mask
Emission
Tiling
Offset

Secondary Maps
@ Detail Albedo x2

rmal Map

L 1.5. CTBOpEeHHA A0AATKOBUX

UV Set uvo
Forward Rendering Options

Specular Highlights v
Reflections v O j-l M q
Advanced Options

Enable GPU Instancing
Robot_Albedo




1.5. CTBOpeHHA A0AaTKOBUX
o NE

B Project B Console
+ v

w Favorites Assets > Textures > Robot
O, All Materials

O, All Models V N

O, All Prefabs -

Bm Assets A |

Be Packages Robot_Alb... Robot_ao Robot_nor...




1.5. CTBOpeHHA A0AaTKOBUX
0611 ny © Inspector

¢ Robot_Albedo

Shader Standard

Rendering Mode Opaque
Main Maps

e
i x
va = Albedo - y

= Metallic

Smoothness
Source Metallic Alpha

& @Normal Map
@ Height Map

n @ Occlusion
@ Detail Mask




2. [eHepaTop BUNAAKOBUX 300parKeHb 3
AR Face Tracking

AR Face Assets



https://assetstore.unity.com/packages/essentials/asset-packs/ar-face-assets-184187

2. [eHepaTop BUNAAKOBUX 300parKeHb 3
AR Face Tracking

2.1. Mowyk 306parKeHHA

bl

15 ‘2‘3?":0
Y L ' [ a : :
A Po3ainbHa 34aTHICTb

PEKOMEHAYETLC
320*180 nikcenis

createwith... johnlemon rollaball



2.1. NowyK 306parkeHHA

B Project B Console
+ v

% Favorites Assets > Images
O, All Materials

O, All Models ,g-g

O, All Prefabs et \
I i v , -L‘ E 1 .
@ Assets '

BB Images createwith...  johnlemon rollaball
RV EICGHELS

B Prefabs

BB Scenes

BB Textures

B XR
Bm Packages




@ Inspector

sgw Createwithcode Import Settings

Texture Type Sprite (2D and Ul)

Sprite Mode Single
Pixels Per Unit 1000
Mesh Type Tight
Extrude Edges
Pivot Center
Generate Physics Shi v

2.1. NowyK 306parkeHHA

Advanced

Wrap Mode Clamp
Filter Mode Bilinear

Default

Max Size 2048

Resize Algorithm Mitchell
Format Automatic
Compression Normal Quality
Use Crunch Compressio




‘= Hierarchy
+ v o
& AR Face*
@D Directional Light
2 AR Session

D AR Session Origin
) Image

2 E

# Scene
Shaded

2.1. NowyK 306parkeHHA

am Game

v

2D

@ Asset Store

([ D]

>4

v

%0 £y v

R

B~ Gizmos ¥

o




= Hierarchy
+ - o
& AR Face*
&) Directional Light
&) AR Session

&) AR Session Origin
&) Image Randomizer

&) Image

[TowyK 306parKeHHH

@ Inspector

@ v Image

Tag Untagged

. Transform

Position

Rotation
Scale

v

Layer Default

=

Static~

w




2.2. KoayBaHHA reHepaTtopa 306parkeHb

B Project B Console
-+ v

% Favorites Assets > Scripts
O, All Materials

O, All Models
O, All Prefabs

& Assets
BB Images ImageRan...
RV EIGHELE
B Prefabs
BB Scenes
e Scripts
Bm T extures
B XR
e Packages




2.2. KoayBaHHA reHepaTtopa 306parkeHb

public SpriteRenderer randomSpriteRenderer;

//PeHpepep cnpaiTis, AKMIN BigobpaxKaTnme BMNaaKoBe 306parkeHHA

public Sprite[] randomSprites;

//Macwus cnpaiTis, WO 6yayTb BUKOPUCTOBYBATUCA AN PAaHAOMI3aLii 300parkeHHn

public float timeBetweenChange = 0.2f;

//KinbKicTb 4acy mix nepemmKaHHAM 306 parKeHHs
public float timeUntilStopping = 3.0f;

//3aranbHa KinbKicTb Yacy 40 NPUNUHEHHS paHAoMi3aLlii

private int RandomlImagelndex = 0; //CniakyiTe 3a TUM, AKe 3006parXKeHHA 3apa3 NOKaA3YETbCA
private float ImageChangeTimer; //CKkinbku yacy 3anmwinnoca Ao nepexoay Ha HoBe 306parKeHHA

void Start()
{

// Set this timer variable as soon as the script starts so it's ready for the update function
ImageChangeTimer = timeBetweenChange;



oo 2.2. ROogyBaHHA reHepaTopa 306parkeHb
{
// Remove delta time from both active timers. This subtracts a small amount of time from the
// overall time we described in "timeBetweenChange" and "timeUntilStopping«
ImageChangeTimer -= Time.deltaTime;
timeUntilStopping -= Time.deltaTime;
// If we've fully run out of time we need to select a final random image
if(timeUntilStopping <= 0.0f)
{

// The final image will be selected at random

randomSpriteRenderer.sprite = randomSprites[Random.Range(0, randomSprites.Length)];
// Destroy this script immediately stopping it from running anymore in the future

Destroylmmediate(this);
// Return so no other code runs in this Update function call
return;

}
// If RandomizationTimer is less than or equal to zero it's time for a new image
if(ImageChangeTimer <= 0.0f)
{

// To ensure we see all the images we increase the RandomIimagelndex to see the next image in the array

RandomlImagelndex++;
// If our index has gone past the end of the array, reset it to zero so the cycle can start again
if(RandomImagelndex >= randomSprites.Length)

{

Randomimagelndex = 0;
}
//Assign the new sprite to the sprite renderer
randomSpriteRenderer.sprite = randomSprites[Randomimagelndex];
//Reset the "RandomizationTimer" to start counting down again
ImageChangeTimer = timeBetweenChange;

}



2.3. 3aBepLieHHA HanalTyBaHb KOAYBAaHHA 300parKeHb
© Inspector a

@ v Image Randomizer Static~

w

Tag Untagged v Layer Default

= Transform

Position X 0 Y O

Rotation X 0 Y O
Scale X 1 Y 1

Add Component

aimagerandom|

Search

Image Randomizer

New script




© Inspector

@ v Image Randomizer

w

Tag Untagged v Layer Default
. Transform
2 3 3 Position X0 Y O
= aBepLLIEHHFI Rotation X 0 Y O
HanawTyBaHb Seale & B
v Image Randomizer (Script)
KOAYBaHHS
306 pa}Ke Hb Random Sprite Renderer [gImage (Sprite Renderer)
Random Sprites
Size 3
Element O [*] createwithcode
Element 1 []johnlemon
Element 2 [e]rollaball

Time Between Change 0.2

Time Until Stopping 3



2.3. 3aBepLUeHHA HanalwTyBaHb KOAyBaHHA 300parKeHb

A B Console
+ -

% Favorites Assets > Prefabs
O, All Materials

O, All Models

O, All Prefabs .” f," .” .”
(a9 Assets

BB Images AR Default... Image Ran... Pop Face Robot Face
e Materials
B Prefabs
e Scenes
e Scripts
e Textures
e XR
e Packages




KOPOTKa IHCTPYKLIA NO CTBOPEHHIO MaCOK
AonoBHeHOI peanbHOCTI B Unity

I[HCTPYKLiA NO CTBOPEHHIO MACOK A0NOBHEHOI peanbHOCTI B Unity:

Kpok 1: MiarotoBKa go pobotun

MepLw 3a Bce, Bam NOTPIOHO 3aBaHTaXKUTU Ta BCTAaHOBUTU OCTaHHIO Bepcito Unity 3 odiuinHoro canty. Bu moxkete
3aBaHTaXnTK 6e3kowToBHY Bepcito Unity, wo Bianosiaae Bawmnm notpebam. Kpim Toro, Bam notpibeH nnariH AR, Takum
AK ARCore abo Vuforia, skui Ao03B0AINTb Bam npautoBath 3 AR-pyHKUiaMM.

KpoK 2: CTBOpeHHA HOBOrO NPOEKTY

Micnha BctaHoBAeHHA Unity 3anycTiTe Nnporpamy i CTBOPiTb HOBUIM NPOEKT. Y BikHi "HoBui npoekT" BMbepith "3D" abo
"2D" 3anerkHo Big TOro, AskMM TN AR-goAaTKa BM XO4eTe CTBOPUTMU.

Kpok 3: lopaBaHHA AR-06’ekTiB

Ans ctBopeHHA AR-goaaTtka Bam noTpibHo goaatn AR-06’ekTn B npoeKT. o6 ue 3pobutn, BU moXkete BUKOPUCTOBYBATH
nnarinm ARCore abo Vuforia. Obunasa nnariHm Ao3BoAAOTb A0AaBaTh AR-06’€KTK B MPOEKT Ta HAaCTPOOBATH iX.

KpoK 4: CTBOpeHHA MacoK

LLlo6 cTBOPUTM MacKu AONOBHEHOI peanbHOCTi B Unity, Bam NOTPiBHO BUKOPUCTOBYBATU Cnewia/ibHi LULENAEPU, AKi
[,03BONIAAOTb BigobparkaTu TEKCTYpY Ha 006’eKTax B peXnmi peasnbHOro yacy. Lenaepwn A03B0NAIOTL BAM HaNaALWLTOBYBATH
CBOI MaCKM, AoAatoum pisHi ¢inbTpu Ta edpeKTn.

KpoK 5: [loaaBaHHA B3aeEMoAii 3 MacKamu

Micna cTBOPEHHA MAaCOK BM MOKeTe A04aTH B3aEMOAI0 3 HUMM, TaKy AK NepemillleHHA, 0bepTaHHA Ta 3MiHY po3mipy. Bu
MOETEe HaNawTyBaTU B3aEMOAIIO 3 MAaCKaMM 3a AONOMOroK CKPUNTIB, WO A03BONNTb BaM CTBOPUTU PEaNiCTUYHY
IHTEPAKTUBHICTb.



KOpOTKa IHCTPYKLIA NO CTBOPEHHIO MaCOK
AONOBHEHOI peanbHOCTI B Unity

6.Biakpuinte BikHO "Inspector" ana o6'ekty "AR Camera", BctaHOBITb Nnpanopeub "Vuforia Augmented Reality Supported".
7.BiakpumnTte BikHO "Vuforia Configuration" yepe3 meHio "Window" -> "Vuforia Configuration".

8.BBeaitb cBint kKntou APl B po3aini "App License Key".

9.BKaXiTb, AKY MapKepHy CUCTEMY BU XO4eTe BUKOPUCTOBYBATK B po3aini "Database" (Ha ubomy eTani BU moxKeTe A404aTH
HOBY MapKepHy cuctemy abo BUKOPMUCTOBYBATU BXKe HaABHY).

10.3MiHiTb HacTpOMKKM ana Kamepu B po3aini "Camera Device".

11.Bigkpuinte BikHO "Project" Ta ctBopiTb HOBUIM 06'eKT (Hanpuknag, "Cube") ana BigobpaxkeHHs MmacKu.

12.Biakpunte BikHO "Inspector" ana ob6'ekty "Cube" Ta HacTponTe noro BigobpaxKeHHA 3a BalLMM DaXKaHHAM.
13.BigkpuinTte BikHO "Hierarchy" ta nepetarHite 06'ekT "Cube" nig 06'ekt "AR Camera".

14.BiakpunTe BikHO "Inspector" ana ob6'ekty "Cube" Ta BcTaHOBITb Npanopeub "Image Target Behaviour" B po3aini "Add
Component".

15.Bnbepitb MapKepHy cUCTEMY, AKY BU BUKOPUCTOBYETE, Ta BUBepiTb NOTPiOHMIN mapKep B po3aini "Image Target
Behaviour".

16.Bigkpuinte BikHO "Scene" Ta 3anycTiTb cumynsauito (HaTUCHITbL KHOMKY "Play" BHU3Y cepeanHM eKpaHy).

17.HaBeAiTb Kamepy Ha MapKep Ta NepeBipTe, YM BiA0OparkaeTbca macKa Ha 06'ekTi "Cube".

Lle 3aranbHa iHCTPYKL,iA, AKa 4OMOMOXe BaM CTBOPUTU MACKM A0MNOBHEHOI peasibHOcCTi B Unity 3 BuUKopuctanHam Vuforia.
3anexHo BiA BalMX NOTped, Bam MOXKYTb 3HaA0OUTUCA A0AaTKOBI KPOKM abo iHWI HanawTyBaHHA. PEKOMEHAYETbCA
O3HaMomMmnTUCA 3 AoKyMmeHTauieto Unity Ta Vuforia ons oTpumaHHA A0AaTKOBOI iHhopMaLii.



KPpOKK ANnAa cTBOpeHHA MAaCcoK AOMNOBHEHOI peasibHOCTI
B Unity Ha 0611444, WO MOXKYTb PyXaTUCH

1.CtBOpiTb HOBUI NpoeKT B Unity Ta goaante 3anexHocTi AR Foundation Ta ARKit abo ARCore (3anexHo Big nnatpopmm, Ha
AKIN BM NNQHYETE 3aMNyCKaTu A0AATOK).

2.[lopante kKamepy AR K cueHi. Lla Kamepa chyXutmume And BiACTEXKEHHS NONOKEHHA | OpieHTAL,i 06/1MYYa B perkumi
PeasibHOro yacy.

3.[lopante kKomnoHeHT AR Face Manager Ao kKamepu AR. Lieh1 KOMNOHEHT A03BOJIAE BiACTEKYBATU PYXU 061MYYA B peKUMI
PeasibHOro yacy.

4.logante moaenb MacKu A0 CUeHU. Bu morkeTe CTBOPUTU BIACHY MOAENb MAaCKM abo 3aBaHTaXUTU ii 3 BeH-canTy, Lo
NPONOHY€E Ge3KOLWTOBHI MoAeni.

5.[loaanTe TEKCTYpPY A0 Moaeni MacKku. TeKCTypa NOBMHHA MaTh NPo30puin PpoH, Wob A03BONUTU NOKA3yBaATU 001MYYA 3HM3Y.
6.CTBOPITb HOBUM MaTepian Ana MoAeni Macku Ta AoAanTe A0 HbOro TEKCTYPY.

7.0onante komnoHeHT AR Face Attach no mogeni macku. Llen KomnoHeHT J03BONAE MOAENI NPUB'A3yBaTUCA A0 06/1MYus.
8.BMKOPUCTOBYMNTE CKPUNT ANA BU3HAUYEHHA MOJIOXKEHHA Ta OPIEHTALIT MoAeni MacKku Ha 06aunydi. Ller cKpunT MoXKHa 3HANTKU
B AR Foundation Samples abo ARKit / ARCore Samples.

9.[lopanTe 3ByKOBUIM edheKT A0 MACKU, AKLLO NOTPIOHO.

10.36epexiTb NPOEKT Ta EKCMNOPTYMUTE MO0 ANA BUKOPUCTAHHA HA NAaTGOpPMI, Ha AKY BU CNPAMOBYETECS.

3BEpPHITb yBary, WO Le 3arasibHi KPOKW, i AeTani MOXKYTb 3MiHIOBATUCA 3aN1€KHO BiA N1aTPOPMU Ta KOHKPETHOIO MPOEKTY.
IHCTPYKLiA Ma€ Ha MeTi HaAaTWU 3araJibHMI OrNAA NPOLECy CTBOPEHHA MAaCOK AONOBHEHOI peanbHOCTI B Unity Ha 06nyus.



|HCTPYKLIA NO CTBOPEHHIO MACOK AONOBHEHOI
peanbHOCTi B Unity Ha Aekinbka ob6an4 oapasy

[1ns cTBOPEHHA MaCcKW JOMNOBHEHOI PeasibHOCTI Ha AeKinbKa 0611y ogpasy, MorxKHa BuKopuctatn b6ibnioteky ARCore ot
Google. Ocb iHCTPYKL,iA, AKA AONOMOKEe CTBOPUTU A0AATOK:

1.CtBOpiTb HOBMM NpoeKT B Unity Ta gogante naket ARCore. lna uboro Biakpunte meHto "Window" > "Package
Manager" Ta BctaHoBITb NnakeT ARCore.

2.lopante ARCore Face Prefab ao cuenun. lna uboro nepetarHit npedab "ARCore Face" 3 nanku
"Assets/GoogleARCore/Examples/FaceRegions/Prefabs" no cueHu.

3.3MmiHiTb HanawTyBaHHA ARCore Face Prefab. Bubepitb ARCore Face Prefab Ha cueHi Ta 3HaWAiTb KOMNOHEHT
"AugmentedFaceVisualizer" y noro gouipHix 06'ektax. BctaHoBiTb napameTp "Max Number of Faces" Ha noTpibHe
3HauyeHHA (HanpuKknaa, 2 ans ABox 06amy).

4.CTBOPiITb MACKY ANA KOXHoro obamya. CTBOpiTb HOBMIM MaTepian Ta AoaanTe A0 HbOro TEKCTYPY AN MACKM.
Bukopuctosymnte "Texture Type" "Advanced" ta BctaHoBiTb napameTtp "Alpha Source” Ha "Input Texture Alpha".
[opanTte uen matepian go npedabdy "FaceMeshVisualizer".

5.HanawTymnte NoKa3 Mackn Ha KOXHOMY 06aundi. Bubepitb KoxkeH godipHin 06'ekt "AugmentedFaceMeshVisualizer" Ta
3HanAiTb KomnoHeHT "MeshRenderer". BcTaHOBITb 414 HbOrO MaTepias, CTBOPEHUN B Kpoui 4.

6.3anycTiTb A0AATOK Ta cnpobynTe pyxatun 06myus nepen Kamepoto. Mackm NOBUHHI 3'ABNATUCA HA KOXKHOMY 0611,
[laHa iHCTPYKLiA AOMOMOXKe BaM CTBOPUTM MACKY A0MNOBHEHOI peasibHOCTI Ha AeKinbKa 061uny oapasy B Unity 3
BUKopuctaHHAm ARCore.



[1aKyto 3a yBary!
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