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EXHLTELARNR, REEAGERNTENRGERNA %, EasyAR MuGFITEifE A
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J 57 9 Windows SDK 2222 Windows 7 SP1 & LY _F ik 2K)

Mac OS X

Android 4.0 & ) _F iR
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3D 5| &
e Android/iOS GLES2
e Unity 3D
e RXREZ (WEHMIMNE)

Unity 325814
EasyAR X #5F Unity4 (4.6 )\ ) F0 Unity5,

Graphics API

e  Windows: Direct3D9, Direct3D11, OpenGL2, OpenGLCore
e Mac OS X: OpenGL2, OpenGLCore

e Android: OpenGLES2

e iOS: OpenGLES2
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Pre-Requirements
e Unity 4.6 S EHTERA
o (fIREX7 Android Zf) Android SDK with Build Tools Z /> ZE AR A 20.0.0
o (WREXR7i0S L) IPhone =¥ IPad STHEE L Apple %% (EasyAR R HFTE FE
Y _EiETT)

FIFFE41

BRIRTEITIT unity BB TIEFFTHARGI R HZ R

Unity 4 20T EIFf7R,

Unity - Project Wizard (4.6.5f1) X

OpenProject  Create Mew Project

Select recently opened project:

—

Open Other... | Open

M Unity 5 207,

) Unity 5.2.1p3

Projects

fEM Unity ST TR /G, FEER Unity AR TE. AEZERITNEEER, BEE
#0 Unity 4 4813,
Project Upgrade Required n

<

Your project was last opened with an older version of

Uniity.
E:/Downloads Easy ARSDKUnitySamples Hello AR

We need to upgrade the project to the current version
(5.2.1p3), which may take a few minutes.

After upgrading, you will not be able to open the
project with older versions of Unity.

Quit



#H\ Key
# | ‘EasyAR’ object FF7E inspector #I N ‘Key' ., IR key 2IEAH), BEFVHBUESEKK, o
BEETER.

= Hierarchy

HelloAR

Transform
Position
Rotation
Scale 1

¥ Tracker Behaviour (Script)
Script B TrackerBehaviour

ARIs Easy Behaviour (Script)
Script B ARIsEasyBehaviour

1 EASE ENTER YOUR KEY HERE===
create the key for this sample:
n www.easyar.com
eate app with
Mame: HelloAR (Unity)
Bundle ID: cn.easyar.samples.unity.helloar
3. find the created item in the list and show key
4. replace all teut in this area with your key

Add Component

MEXAREER | P IXAEB1E Windows/Mac/Android/iOS FR ¥ & Eiz1T Unity #4117 .



XCode it &
*INRAREFE AR Unity fRA, Unity S EITEREXNTRE,

N

NRIRTELERY i0S app, 7E Unity FTE A Xcode TREZ 5, FEEZ—HERE.

XCode 6.x: 7511 “libc++.dylib” F|4E %1% 15

¥ Linked Frameworks and Libraries

libc++.dylib

3 UIKit.framework
OpenGLES.framework

Status
Required
Required
Required

Required

XCode 7.x: 7/ “libc++.thd” B 553 &I , FF18E “Enable Bitcode” 5“NO”,

V Linked Frameworks and Libraries

E UIKit.framework

e~ A~

¥ Build Options

Setting n Unity-iPhone

Build Variants normal

Compiler for C/C++/Objective-C Default compiler (Apple LLVM 7.0) {
» Debug Information Format <Multiple values> $

Status
Required
Required

Required

- Y

Embedded Content Contains Swift Code Na.l
» Enable Bitcode No
——
Enable Testability o »

Enable Bitcode
Generate Profiling Code No ¢



Zm1FIn1T EasyAR BY Android 741 (3 Unity)

>

LA T K

e IDK1.7 S EHTARA

e Android Studio 1.5 = 5 HTAR A

e Android NDK r10e

e Android SDK with Build Tools & /M EZE AR A 20.0.0
e Android API 23 (2] M Android SDK Manager 1 %)

o HEFEZLKRIIRAHINDK FSDK

MRIREFE—X{EF Android Studio, ] Mi@iT Android B 773X T RS
http://tools.android.com/tech-docs/new-build-system

5+F Android Studio 1.3 Z 55| NAY NDK X #F, T |US%&

http://tools.android.com/tech-docs/android-ndk-preview

*IRIE B FTH97HE, Android Studio X7 NDK 9 5% 751R 0] BEA#E TRl NRAFLFFH. EAT
DRI T, HF Google X ik A/T E#TFEH., BNTITEELS B #ifE SDK —EL HHT
KX, WREFRH/KA Android Studio A9/5]&k, 15F) EasyAR Wb E H R ATFERILHT,

* 127, EasyAR SDK ;2% #%7 Android Studio 1.4 F1L{ T/kA, LXK Eclipse 375/ FH#1451259.,
FENTEFE Android Studio 1.5 fEG 1B EIE T ARIERZE, XiF/E/1 % #F Android Java #5377
C+ LRI ERIERNEIL, EE2AFRSE, RKERIHTA.

7£ Android Studio FR¥T A4S &

W \Welcome to Android Studio

@ Open File or Project

Quick Start

Start a new id Studie project

-
[

Open an existing Android Studio project

MR X EYRE— K {# H Android Studio ¥ FHF Gradle AYSLLS4H{F, Android Studio TS FEE—
LERT )k R E S A

G B RFF “Android” X R Fll‘package” X777, FH1RFT ENIHIEIEIL T

HEB NDK B
ETAIRZE LB THIZEA.

¥ |8 Failed to sync Gradle project "HelloARNative'

® Error Android NDK location is not specified.
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http://tools.android.com/tech-docs/android-ndk-preview

RO U REHERELS R NEEERNTIERBEARTIEN NDK I E

» | ® Select Android NDK Home b4

t contain an NDK path.

le the path to the Android NDK.

Cancel

MRFREFAS TREEEP AR Android AP SHZETE, TTHRSBIHNTHERER

Failed to sync Gradle project 'HelloARNative'
a: failed to get with hash string andr 0" in: Ex\Dev\Android\android-sdk

AT BFXA B, B AFE Android SDK Manager 1% IR IR (5 2 PR AR A S F &2 app
XA A build.gradle X,  ATCERELAE A58 FR RO AR AR

a |'|'_'_-._' plugin:

Eaapp B src - B3 main y easyar samples =~ ® helloar (c] MainActivity
' o v

N— /—

1&1T
MERS T =T TET%SE, 17 Android #4517




R FIn T EasyAR AY Ii0S #£41 (JE Unity)

e XCode 6 By EHERA (FAIFE XCode 6.4 F1 XCode 7.1 H Mk 1EIT)
e IPhone 5§ IPad S{ HE B Apple %% (EasyAR AN HF7E EIYL EiETT)

FTFF XCode T 72

[0 Android [ B8 HelloAR (4 [ helloar
B i0OS » [ HelloARVideo v B helloar.xcodeproj
] package 4

* R EIRIFI0S” X 1 Fl"package” X 177, F1RFF ENTHITEXTEE1ETF.

Key

RIE T E AR E key,

BR | < 3 helloar ) helloar ) m OpenGLView.mm ) No Selection
13 /%

14 % Steps to create the key for this sample:

15 % 1. login www.easyar.com

16 2. create app with

17 Name: HelloAR

18 Bundle ID: cn.easyar.samples.helloar

19 3. find the created item in the list and show key
20 4, set key string bellow

21 *x/

22 NSStringx key = @"===PLEASE ENTER YOUR KEY HERE===";
23

* X X ¥

*

N— /

=17
AR T U~ TR, 1517 10S #4617 .

| NON (N 2 ) B (3 nhelioar) W iPhone (3)



B & EasyAR Unity SDK

BEHK
e Unity 4.6 X EFARA
. (ZNERE %% Android Y FH) Android SDK with Build Tools £ /MEZERR A 20.0.0
o (MREXLFIOSF) IPhone T IPad I HEEL Apple %% (EasyAR A FF7E 2 HL
¥l EiEfT)

S\ Package
B, REE T EasyAR [R4EH, 3XZ| EasyAR.unitypackage, FTHIHFSAZF Unity #,

EasyAR

\R.Unitv Editor.dll

Cancel! | Import

]85 11 EasyAR
A7 ik EasyAR IEE T £, {REZENS EasyAR prefab i HE prefabs NS . #i8 EasyAR
Prefab =

Create
W Favorites Assets - : » Prefabs
1 Al Materials

Augmenter CameraDev asyAR mageTarg..




YRO] PAIFEE 3% EasyAR WUG/5EIEE key, REERIXA key R#II51L EasyAR, B DURINZA T
TRIEEMRIINE L ARADE,

ARBuilder.Instance.InitializeEasyAR (key);
ARBuilder.Instance.EasyBuild() ;

MRFEHBIAELE (CameraDeviceBaseBehaviour.CaptureWhenStart £ /2 i) EasyAR J§ 7
MonoBehaviour.Start AR FRHEFF1Riz1T. FrIAREE EmAmiTRABE] Awake B,

WRIRIBEEI TG —FERYEIN key RUAE, T ICIE—PMHIARFFRIMIATRED, FIEXDHA
38 % EasyAR prefab FTH,

using UnityEngine;
namespace EasyAR

{
public class ARIsEasyBehaviour : MonoBehaviour
{
[TextArea (1, 10)]
public string Key;
private void Awake ()
{
ARBuilder.Instance.InitializeEasyAR (Key) ;
ARBuilder.Instance.EasyBuild() ;

75 H0 ImageTarget
ImageTarget HiF £ %, TS HelloARTarget #£451,

WRFBEAGRTESEE ImageTarget, FEHEIR— ImageTarget Prefab F|i7 5, 1AL
& O] M5 ImageTarget Prefab ] ImageTargetBaseBehaviour,

i= Hierarchy

Create

Directional Light

Target Sk
{Re] ) 7E ImageTargetBehaviour FI4ME target 8614

public class EasyImageTargetBehaviour : ImageTargetBehaviour, ITargetEventHandler
( void ITargetEventHandler.OnTargetFound(Target target)
{ Debug.Log ("Found: " + target.Id);
ioid ITargetEventHandler.OnTargetLost (Target target)
{ Debug.Log ("Lost: " + target.Id);
ioid ITargetEventHandler.OnTargetLoad (Target target, bool status)
{ Debug.Log ("Load target (" + status + "): " + target.Id + " -> " + target.Name);
ioid ITargetEventHandler.OnTargetUnload (Target target, bool status)



{
Debug.Log ("Unload target (" + status + "): " + target.Id + " -> " + target.Name);
}

)
2L T ITargetEventHandler 3 O A4 /5 target EIEIFFALIE target 4t

public class EasyARTargetMananger : MonoBehaviour, ITargetEventHandler
( void ITargetEventHandler.OnTargetFound(Target target)
{ Debug.Log ("Found: " + target.Id);
ioid ITargetEventHandler.OnTargetLost (Target target)
{ Debug.Log ("Lost: " + target.Id);
ioid ITargetEventHandler.OnTargetLoad (Target target, bool status)
{ Debug.Log ("Load target (" + status + "): " + target.Id + " -> " + target.Name);
ioid ITargetEventHandler.OnTargetUnload (Target target, bool status)
{ Debug.Log ("Unload target (" + status + "): " + target.Id + " -> " + target.Name);
}

PRO] AR IX LE B4 fh 42 ] ImageTarget 5 MR RS B 7R /FR T

Bundle ID (Android/iOS)

YREZE A 4 B Android/iOS & FAEYAT &% & bundle ID, bundle ID Fi%5 easyar f T1_E 4 i AY
ID 48[, FNTTREIERY SDK ¥Rk M IR FE . WERREF Macor Windows £, X ID #HAH
ETO

Identificatinn

Bundle Identifier® cn.easyar.samples.unity.helloar

Bundle
Short Bundl

Graphics APl (Android/iOS)
ES Y Android #0i0S v IR, FHEIXE graphics APl J OpenGLES 2.0, X/ MR B HEA[E
#9 Unity kR AR B FrAE

Unity 4.x IR BT
Configuration
Graphics Level* Force ©Open GLES 2.0

Device Filter FAT [(ARM

Prefer External

Accelerometer Frequency

Location Usage Descriptio

Unity 5.x IRBIT



Rendering Rendering

Rendering Path*

Auto Graphics

Rendering Path*

Graphics AFIs

nGLESZ

Multithreaded Rendering®

Static Batching

XCode B2 & (iOS)
*MRIRFEE AERHFTE Unity BRA, Unity S EFTERENSE.

N

WMRIYREEAERY i0S app, 7E Unity FTEIAE Y Xcode TRRZ fE, TESZ—HRE.
XCode 6.x: 7511 “libc++.dylib” F|4& %1% 15

¥ Linked Frameworks and Libraries

Status
libc++.dylib Required
.framework Required £
£33 UIKit.framework Required &
v
=3 OpenGLES.framework Required 2
v

XCode 7.x: 75/ “libc++.thd” B 5E3EE I, FF%E “Enable Bitcode” 3“NO”,

¥V Linked Frameworks and Libraries

Status

Required

ation.framework Required
= UIKit.framework Required

== ~ e - . 'S

¥ Build Options

Setting B Unity-iPhone

Build Variants normal

Compiler for C/C++/Objective-C Default compiler (Apple LLVM 7.0) &
P Debug Information Format <Multiple values> §

Embedded Content Contains Swift Code bal

» Enable Bitcode

Enable Testability Enable Bitcode o <
Generate Profiling Code No ¢



BCE EasyAR Android SDK (JE Unity)

e IDK1.7 S EHTARA
e Android NDK
e Android SDK with Build Tools £ /MEZE R 20.0.0

o EELFKRITIKRAHI NDK F1SDK

{RT] )X 7E Eclipse 5 Android Studio H1{# F§ EasyAR, I[N FN#EF o8 —4F{% A Android Studio
15, XHEERAEE.

*)EE . EasyAR HEA 54t Java fIAPI, 1REZIGHT 45 Java F C++ FLAGFK(E/H EasyAR .
B S FEFERGIFHISLT ., 1€/ EasyAR C++ 52 16X 5T EHY, T IXN T B0 I5 5 #11% 77 B #E /5]
&, BNIRFESIEHIRE AKX NE,

AR B IFB] P —HE7E Android Studio 1.5 I {£ /] EasyAR, {REEM TECE

e IDK1.7 SEFHTARA

e Android Studio 1.5 = E HTAR Ax

e Android NDK r10e

e Android SDK with Build Tools & /M EEZE AR A 20.0.0
e Android API 23 (T] M Android SDK Manager H1 [ %%)

* 20 EasyAR SDK 2 5% ## 74 Android Studio 1.4 F1L{ /R, YR Eclipse 715 7251849,
1172 7E Android Studio 1.5 fEZ9F# B EIE T BHIEAE, XTF /AT #F Android Java C#3#] C++
RABHERILER L, EE2AFREE KRERIVHTA,

£\ EasyAR Android SDK
7t Eclipse #1 Android Studio 5 A\ EasyAR G A[E, MBGERLETER{RUESEETS
Android.mk, XEFK1EN LB Android Studio 1.5 FECE AT .

BERBEERIEXEE 71 XHEX build.gradle,
A EEOERZE, RIUARIN EasyAR PR EHECE.

7NJN EasyAR native Sk3CHFERTE

model {
android.ndk {
cppFlags.add("-I${file (" /path/to/EasyARSDK/package/include") }".toString())
}
}

RUgthaREEREXLEEBNART

model {
android.ndk {
cppFlags.add ("-DANDROID")
cppFlags.add("-fexceptions")
cppFlags.add("-frtti")
stl = "gnustl static"


http://tools.android.com/tech-docs/android-ndk-preview

ldLibs.add ("log")
ldLibs.add ("GLESvV2")

75 EasyAR native library {36

model {
android.sources {
main {
jni {
dependencies {
library file ("/path/to/EasyARSDK/package/Android/libs/armeabi-
v7a/libEasyAR.so") abi "armeabi-v7a"
}
}

75N EasyAR Java library 4iX#i

dependencies {
compile fileTree (include: ['*.jar'], dir: '/path/to/EasyARSDK/package/Android/libs")
}

RIEIRSFE—DEMTXHAY build.gradle

apply plugin: 'com.android.model.application'
model {
android {
compileSdkVersion = 23

buildToolsVersion = "23.0.2"

defaultConfig.with {
applicationId = "cn.easyar.samples.helloar"
minSdkVersion.apilevel =15
targetSdkVersion.apilLevel = 22
versionCode = 1
versionName = "1.0"

}
}
android.buildTypes {
release {
minifyEnabled = false
proguardFiles.add (file ("proguard-rules.pro"))
}
}
android.ndk {
moduleName = "HelloARNative"
cppFlags.add("-I${file("../../../package/include") }".toString())
cppFlags.add ("-DANDROID")
cppFlags.add ("-fexceptions")
cppFlags.add("-frtti")
stl = "gnustl static"
ldLibs.add("log")
ldLibs.add ("GLESv2")
}
android.productFlavors {
create ("arm") {
ndk.with {
abiFilters.add("armeabi-v7a")
}
}
}
android.sources {
main {



jni |
dependencies {
library file("../../../package/Android/libs/armeabi-
v7a/libEasyAR.so") abi "armeabi-v7a"
}
}

}
}
dependencies {

compile fileTree (include: ['*.jar'], dir: '../../../package/Android/libs"')
}

R {R7E{E A Eclipse = Android Studio 1.4 XA TNRRAN, 4RT] EHEE Android.mk SEZR1F
C+H+RED, R IUSR EANEERZEXLEERNS.

£ AndroidManifest B35 1Y R
EasyAR FEINTXLNR, SRONRESSBHRMEEIIRE.

android.permission.CAMERA
android.permission.INTERNET

B X LR HNE| AndroidManifest A1,

<manifest xmlns:android="http://schemas.android.com/apk/res/android"
package="cn.easyar.samples.helloar" >
<uses-permission android:name="android.permission.CAMERA" />
<uses-permission android:name="android.permission.INTERNET" />
</manifest>

YA EasyAR
{8 A EasyAR.initialize 3R¥]451k EasyAR, {RT] DUARINFIGE 1L R £ EIRAY activity 40T,
protected void onCreate () {

EasyAR.initialize(this, key);
}

HERE
FITHMES EasyAR (BN RH TR, EasyAR FIRTHBE Java Fl CHRID, {RTTINSE
EasyAR f9REISRSTHL.



fi2 & EasyAR iOS SDK (3E Unity)

RETK
e XCode 6 By EHERA (FAIFE XCode 6.4 F1 XCode 7.1 H Mk 1EIT)
e IPhone 5§ IPad S{ HE B Apple %% (EasyAR AN HF7E EIYL EiETT)

S h0 Framework
WRIRES AN EasyAR SIEZEH IR, REERINM TIXL framework,

¥V Linked Frameworks and Libraries

Name Status

[+ easyar.framework Required {
=4 AVFoundation.framework Required {
E CoreGraphics.framework Required {
E Corelmage.framework Required
=4 CoreMedia.framework Required £
E CoreVideo.framework Required {
-2 OpenGLES.framework Required £
=2 QuartzCore.framework Required £
E UIKit.framework Required {
+

XF XCode 7.x, A TEELXHE| AR, TEEFINEE “Framework Search Paths” , iEH
% easyar.framework BYE&1Z,

V Search Paths
Setting helloar

Always Se: er Paths No £
Framework Search Paths ./../package/iOS
€

Library Search Paths

#1431 EasyAR
{2 3 EasyAR::initialize SR#J46 1k EasyAR, {RT] PUARINFIAHARBAT,

EasyAR::initialize ([key UTF8String]);

1% & rotation
{55 FH EasyAR::setRotationlOS 1% & rotation,

HERH
FTHHES EasyAR (BN RILERT. 1RTUS% EasyAR HORHISKSIIL.



B & EasyAR Windows SDK  (JE Unity)

rA_| \:l: == N
LK
e Visual Studio 2015

WAL EasyAR
{85 FJ EasyAR::initialize SE 3451k, EasyAR,

Augmenter

B 81 & 7 lRAH Augmenter API #5155 NONE, thit2ii% BRIIR/ZXBE A ERI 3DAPI, BRI Y
IS Frame API SRER R IR EMR ATE7E B C BIER) GL/D3D/... IMEF#HITER ., BRIBR T X/ API
FRSTIERLIUSM API T IEHE T1E, 5 Android/iOS —3. FAISES BRI FF R AnX
LERR R V5 o

{RE] PUXFFFREN frame 1 AY image,

Frame frame = augmenter.newFrame (tracker);
Image iamge = frame.images () [0];

He /R

FITHFE RS EasyAR AZHINK H TR, {RITINSXE EasyAR £ Android #5] HY C++LHD
kR, REZHECEMERTTNEZH Android native REZZ—HER), REHYZ Augmenter (1
oy, XNERHECHRER.

f2 & EasyAR Mac SDK (3E Unity)

B
e XCode 6 S EHHRA (F{I7E XCode 6.4 F1 XCode 7.1 H M1 1T)

WA EasyAR
{3 A EasyAR::initialize SR #4581k EasyAR,

)

Augmenter

BRI A R ARAH Augmenter API #{1% 4 NONE, thai2ifi BRIEZ BN ER 3DAPI, BETOJIU
@it Frame APl SRER R ERASE7E B C 81 A) GL/D3D/... IRBFH#ITESR., BT 7 X API
FNAHERUASH API ERETIEE TE, 5 Android/i0S —3. FAS S FRAIARA R Z AR INX
LERR KA

RE] PUX#$FKEX frame HRAY image,

Frame frame = augmenter.newFrame (tracker);
Image iamge = frame.images () [0];

He R

FTHHES EasyAR FUIBEEINEHE TR, ROJINSH EasyAR fY Android #f51 FR 1Y C++{XAD
KL, KB HBECEMFE R 7 NEBZH Android native A2 —1£HY, REHIZ Augmenter
oy, XNEFHECHRER.
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