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Implementations



Marker-based (Fiducial) AR




Head-mounted AR




Mobile AR

ARCore




Apple ARKit



Google ARCore



How They Work(ish)



Examples



Cambria AR





https://docs.google.com/file/d/1jXXTN41AfwpuitID0BfqN_MIPS5M2XqW/preview

Primos
SurroundView





https://docs.google.com/file/d/1Us4CUYwoIg8MSloyXmdVvZwV9QajUz3q/preview

Authoring AR Apps



Unity



Quick Introduction



Terms



GameObject

Component



“Virtual” !

camera



Raycasting



AR Feature Point




AR Plane




Unity ARInterface



Using Unity



[ ] Unity 2017.3.1f1 Personal (64bit) - ObjectPlacement.unity - MinneWebConAR - iPhone, iPod Touch and iPad (Personal) <OpenGL 4.1>
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PointsAndPlanes





https://docs.google.com/file/d/1_6xCFTLiI9NvDpzvc1QaaXWbgPSHLTHM/preview

[ ARController.cs %X

0 references




[ ARController.cs X

0 references




[ ARController.cs X

2 references




[ ARPointCloudVisualizer.cs %

0 references




[ ARPointCloudVisualizer.cs %

0 references




[ ARPlaneVisualizer.cs X

4 references

0 references

0 references




PlacementTarget



[ ARPlacementTarget.cs X

0 references




[ ARPlacementTarget.cs %

0 references




ObjectPlacement





https://docs.google.com/file/d/1jrlwxLcZ_Z2_qgOInm1Qi2rVgT_f-X8n/preview

3 ARObjectPlacement.cs %

1 reference




THE FUTURE: WebAR



Questions?



Thanks

Brandon is @brandon_mn on Twitter and elsewhere.
Max is @thorsonmscott on GitHub and nowhere else.

Catch us milling about if you'd like to chat!



Resources

ARCore and ARKIit platform documentation

Get Unity from unity3d.com

Unity modules used here include: XR, Input, Touch

Unity’s ARInterface repository and example project

WebAR documentation, example article, and ARKIit/ARCore projects

Amazon Sumerian’s AR documentation



https://developers.google.com/ar/discover/
https://developer.apple.com/arkit/
https://unity3d.com
https://docs.unity3d.com/Manual/XR.html
https://docs.unity3d.com/Manual/Input.html
https://docs.unity3d.com/ScriptReference/Touch.html
https://github.com/Unity-Technologies/experimental-ARInterface
https://developers.google.com/ar/develop/web/quickstart
https://github.com/google-ar/WebAR-Article
https://github.com/google-ar/WebARonARKit
https://github.com/google-ar/WebARonARCore
https://docs.sumerian.amazonaws.com/tutorials/create/intermediate/augmented-reality-using-sumerian-arkit/

