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StandradCustomShader.shader
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/ Unity built-in shader source. Copyright (c) 2016 Unity Technologies. MIT license (see license.txt)

Shader "StandardCustomShader"
{
Properties
{
_Color("Color", Color) = (1,1,1,1)

_MainTex("Albedo”, 2D) = "white" {}

_Cutoff("Alpha Cutoff", Range(0.0, 1.0)) = 0.5

_Glossiness(*Smoothness", Range(0.0, 1.0)) = 0.5

_GlossMapScale(**Smoothness Scale”, Range(0.0,
1.0))=1.0

[Enum(Metallic Alpha,0,Albedo Alpha,1)]

_Smoothness TextureChannel("Smoothness texture
channel", Float) = 0

[Gamma] _Metallic("Metallic", Range(0.0, 1.0)) =
0.0

_MetallicGlossMap("Metallic”, 2D) = "white" {}

[ToggleOff] _SpecularHighlights("Specular
Highlights", Float) = 1.0

[ToggleOff] _GlossyReflections("Glossy
Reflections", Float) = 1.0

_BumpScale("Scale", Float) = 1.0

[Normal] _BumpMap("Normal Map", 2D) =
"bump” {}

_Parallax("Height Scale", Range(0.005, 0.08)) =
0.02

_ParallaxMap("Height Map", 2D) = "black" {}

_OcclusionStrength(*'Strength™, Range(0.0, 1.0)) =
1.0

_OcclusionMap("Occlusion”, 2D) = "white" {}

_EmissionColor("Color", Color) = (0,0,0)

_EmissionMap("Emission”, 2D) = "white" {}

_DetailMask("Detail Mask", 2D) = "white" {}

_DetailAlbedoMap("Detail Albedo x2", 2D) =
"grey” {}

_DetailNormalMapScale("Scale", Float) = 1.0

[Normal] _DetailNormalMap("Normal Map", 2D)
= "bump” {}

[Enum(UV0,0,UV1,1)] _UVSec("UV Set for
secondary textures", Float) = 0

// Blending state

[HidelnInspector] Mode("_mode", Float) = 0.0
[HidelnInspector] SrcBlend(™_src", Float) = 1.0
[HidelnInspector] DstBlend("_dst", Float) = 0.0

[HidelnInspector] ZWrite("_zw", Float) = 1.0

CGINCLUDE
#define UNITY_SETUP_BRDF_INPUT MetallicSetup

ENDCG

SubShader

Tags { "RenderType" = "Opaque"
"PerformanceChecks" = "False" }

LOD 300




/I Base forward pass (directional light,
emission, lightmaps, ...)

Pass

{
Name "FORWARD"

Tags { "LightMode" = "ForwardBase" }

Blend[_SrcBlend][_DstBlend]

Z\Write[_ZWrite]

CGPROGRAM

#pragma target 3.0

i

#pragma shader_feature_local _NORMALMAP

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature _EMISSION

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_DETAIL_MULX2

#pragma shader_feature_local

_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL _

A

#pragma shader_feature_local
_SPECULARHIGHLIGHTS_OFF

#pragma shader_feature_local
_GLOSSYREFLECTIONS_OFF

#pragma shader_feature_local
_PARALLAXMAP

#pragma multi_compile_fwdbase
#pragma multi_compile_fog
#pragma multi_compile_instancing

/I Uncomment the following line to enable
dithering LOD crossfade. Note: there are more in the
file to uncomment for other passes.

[[#pragma multi_compile _
LOD_FADE_CROSSFADE
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#pragma vertex vertBase
#pragma fragment fragBase

#include "UnityStandardCoreForward.cginc"

ENDCG

/I Additive forward pass (one light per pass)
Pass
{
Name "FORWARD_DELTA"
Tags { “LightMode" = "ForwardAdd" }
Blend[_SrcBlend] One

Fog { Color(0,0,0,0) } // in additive pass fog
should be black

ZWrite Off

ZTest LEqual

CGPROGRAM

#pragma target 3.0

1

#pragma shader_feature_local _NORMALMAP

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma shader_feature_local
_SPECULARHIGHLIGHTS_OFF

#pragma shader_feature_local
_DETAIL_MULX2



#pragma shader_feature_local
_PARALLAXMAP

#pragma multi_compile_fwdadd_fullshadows
#pragma multi_compile_fog

// Uncomment the following line to enable
dithering LOD crossfade. Note: there are more in the
file to uncomment for other passes.

[[#pragma multi_compile _
LOD_FADE_CROSSFADE

#pragma vertex vertAdd
#pragma fragment fragAdd

#include "UnityStandardCoreForward.cginc"

ENDCG

/I Shadow rendering pass
Pass {
Name "ShadowCaster"

Tags { "LightMode" = "ShadowCaster" }

Z\Write On ZTest LEqual

CGPROGRAM

#pragma target 3.0

i

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A
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#pragma shader_feature_local

_PARALLAXMAP

#pragma multi_compile_shadowcaster
#pragma multi_compile_instancing

/I Uncomment the following line to enable
dithering LOD crossfade. Note: there are more in the
file to uncomment for other passes.

[[#pragma multi_compile _
LOD_FADE_CROSSFADE

#pragma vertex vertShadowCaster

#pragma fragment fragShadowCaster

#include "UnityStandardShadow.cginc"

ENDCG

/I Deferred pass
Pass
{
Name "DEFERRED"

Tags { "LightMode" = "Deferred" }

CGPROGRAM

#pragma target 3.0

#pragma exclude_renderers nomrt

I

#pragma shader_feature_local _NORMALMAP

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature _EMISSION

#pragma shader_feature_local
_METALLICGLOSSMAP



#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma shader_feature_local
_SPECULARHIGHLIGHTS_OFF

#pragma shader_feature_local
_DETAIL_MULX2

#pragma shader_feature_local
_PARALLAXMAP

#pragma multi_compile_prepassfinal
#pragma multi_compile_instancing

/I Uncomment the following line to enable
dithering LOD crossfade. Note: there are more in the
file to uncomment for other passes.

[#pragma multi_compile _
LOD_FADE_CROSSFADE

#pragma vertex vertDeferred

#pragma fragment fragDeferred

#include "UnityStandardCore.cginc"

ENDCG

/I Extracts information for lightmapping, Gl
(emission, albedo, ...)

/I This pass it not used during regular rendering.
Pass
{

Name "META"

Tags { "LightMode" = "Meta" }

Cull Off

CGPROGRAM

#pragma vertex vert_meta
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#pragma fragment frag_meta

#pragma shader_feature _EMISSION

#pragma shader_feature_local

_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma shader_feature_local
_DETAIL_MULX2

#pragma shader_feature
EDITOR_VISUALIZATION

#include "UnityStandardMeta.cginc"

ENDCG

SubShader

Tags { "RenderType" = "Opaque"
"PerformanceChecks" = "False" }

LOD 150

/I Base forward pass (directional light,
emission, lightmaps, ...)

Pass

{
Name "FORWARD"

Tags { "LightMode" = "ForwardBase" }

Blend[_SrcBlend][_DstBlend]

ZWrite[_ZWrite]

CGPROGRAM

#pragma target 2.0



#pragma shader_feature_local
_NORMALMAP

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature _EMISSION

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma shader_feature_local
_SPECULARHIGHLIGHTS_OFF

#pragma shader_feature_local
_GLOSSYREFLECTIONS_OFF

/ SM2.0: NOT SUPPORTED
shader_feature_local _DETAIL_MULX2

/I SM2.0: NOT SUPPORTED
shader_feature_local _PARALLAXMAP

#pragma skip_variants SHADOWS_SOFT
DIRLIGHTMAP_COMBINED

#pragma multi_compile_fwdbase

#pragma multi_compile_fog

#pragma vertex vertBase

#pragma fragment fragBase

#include "UnityStandardCoreForward.cginc"

ENDCG

/I Additive forward pass (one light per pass)
Pass
{
Name "FORWARD_DELTA"
Tags { "LightMode" = "ForwardAdd" }
Blend[_SrcBlend] One

Fog { Color(0,0,0,0) } // in additive pass fog
should be black
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ZWrite Off

ZTest LEqual

CGPROGRAM

#pragma target 2.0

#pragma shader_feature_local
_NORMALMAP

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma shader_feature_local
_SPECULARHIGHLIGHTS_OFF

#pragma shader_feature_local
_DETAIL_MULX2

/I SM2.0: NOT SUPPORTED
shader_feature_local _PARALLAXMAP

#pragma skip_variants SHADOWS_SOFT

#pragma multi_compile_fwdadd_fullshadows

#pragma multi_compile_fog
#pragma vertex vertAdd
#pragma fragment fragAdd

#include "UnityStandardCoreForward.cginc"

ENDCG

/I Shadow rendering pass
Pass {
Name "ShadowCaster"

Tags { "LightMode" = "ShadowCaster" }



Z\Write On ZTest LEqual

CGPROGRAM

#pragma target 2.0

#pragma shader_feature_local _
_ALPHATEST_ON _ALPHABLEND_ON
_ALPHAPREMULTIPLY_ON

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL_
A

#pragma skip_variants SHADOWS_SOFT

#pragma multi_compile_shadowcaster

#pragma vertex vertShadowCaster

#pragma fragment fragShadowCaster

#include "UnityStandardShadow.cginc"

ENDCG

/I Extracts information for lightmapping, Gl
(emission, albedo, ...)

/I This pass it not used during regular rendering.
Pass
{

Name "META"

Tags { "LightMode" = "Meta" }

Cull Off

CGPROGRAM

#pragma vertex vert_meta

#pragma fragment frag_meta
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#pragma shader_feature _EMISSION

#pragma shader_feature_local
_METALLICGLOSSMAP

#pragma shader_feature_local
_SMOOTHNESS_TEXTURE_ALBEDO_CHANNEL _
A

#pragma shader_feature_local
_DETAIL_MULX2

#pragma shader_feature
EDITOR_VISUALIZATION

#include "UnityStandardMeta.cginc"

ENDCG

FallBack "VertexLit"

CustomEditor "StandardShaderGUI"

TransparentShader.shader
Shader "TransparencyMask" {
Properties{
_Color("Color", Color) = (1,1,1,1)
_MainTex("Albedo (RGB)", 2D) = "white" {}
_Glossiness("Smoothness", Range(0,1)) = 0.5

_Metallic("Metallic", Range(0,1)) = 0.0

SubShader{

Tags { "Queue" = "Transparent-499"
"RenderType" = "Transparent™ }

Cull Off

/I Don't draw in the RGBA channels; just the
depth buffer

ColorMask 0

ZWrite On



/I Do nothing specific in the pass
Pass { }
CGPROGRAM

/I Physically based Standard lighting model, and
enable shadows on all light types

#pragma surface surf Standard
fullforwardshadows alpha:fade

/I Use shader model 3.0 target, to get nicer
looking lighting

#pragma target 3.0

sampler2D _MainTex;

struct Input {

float2 uv_MainTex;

half _Glossiness;
half _Metallic;

fixed4 _Color;

// Add instancing support for this shader. You
need to check 'Enable Instancing' on materials that use
the shader.

Il See
https://docs.unity3d.com/Manual/GPUInstancing.html
for more information about instancing.

/I #pragma instancing_options
assumeuniformscaling

UNITY_INSTANCING_BUFFER_START(Props)
/I put more per-instance properties here

UNITY_INSTANCING_BUFFER_END(Props)

void surf(Input IN, inout SurfaceOutputStandard
0){

/I Albedo comes from a texture tinted by color

fixed4 ¢ = tex2D(_MainTex, IN.uv_MainTex)
* _Color;
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0.Albedo = c.rgb;

/I Metallic and smoothness come from slider

variables
o.Metallic = _Metallic;
0.Smoothness = _Glossiness;
0.Alpha = c.a;
}
ENDCG
}

FallBack "Diffuse"

}

ARFeatheredPlaneMeshVisualizer.cs
Shader "TransparencyMask" {
Properties{
_Color("Color", Color) = (1,1,1,1)
_MainTex("Albedo (RGB)", 2D) = "white" {}
_Glossiness("Smoothness", Range(0,1)) = 0.5
_Metallic("Metallic”, Range(0,1)) = 0.0

}
SubShader{
Tags { "Queue" = "Transparent-499"
"RenderType" = "Transparent” }
Cull Off

/I Don't draw in the RGBA channels; just the
depth buffer

ColorMask 0

ZWrite On

/I Do nothing specific in the pass

Pass { }

CGPROGRAM

I/ Physically based Standard lighting model, and
enable shadows on all light types

#pragma surface surf Standard
fullforwardshadows alpha:fade

/I Use shader model 3.0 target, to get nicer
looking lighting
#pragma target 3.0

sampler2D _MainTex;

struct Input {
float2 uv_MainTex;

13

half _Glossiness;
half _Metallic;
fixed4 _Color;

/I Add instancing support for this shader. You
need to check 'Enable Instancing' on
materials that use the shader.



1 See
https://docs.unity3d.com/Manual/GPUInstan
cing.html for more information about
instancing.

1 #pragma
assumeuniformscaling

instancing_options

UNITY_INSTANCING_BUFFER_START(
Props)
/I put more per-instance properties here
UNITY_INSTANCING_BUFFER_END(Props)

void surf(Input IN, inout SurfaceOutputStandard
0) {
/I Albedo comes from a texture tinted by color
fixed4 ¢ = tex2D(_MainTex, IN.uv_MainTex)
* _Color;
0.Albedo = c.rgb;
/I Metallic and smoothness come from slider
variables
o.Metallic = _Metallic;
0.Smoothness = _Glossiness;
0.Alpha = c.a;
}
ENDCG

}
FallBack "Diffuse"

}

AROcclussionQualityController.cs
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.XR.ARFoundation;
using UnityEngine.XR.ARSubsystems;

/Il <summary>
/Il This script check whether your device support
AROcclussion or not and  setup
AROcclusion quality level
Il </[summary>
[RequireComponent(typeof(AROcclusionManager))]
public  class  AROcclussionQualityController
MonoBehaviour
{
private AROcclusionManager aROcclusionManager;
public GameObiject qualityPanel;
private Transform bestOptionButton;
private bool supportDepth = false;
public GameObject warningPanel;

private void Awake()

{

aROcclusionManager =
GetComponent<AROcclusionManager>();

}

private void Start()

{
qualityPanel.SetActive(false);
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warningPanel.SetActive(false);
bestOptionButton =
qualityPanel.transform.Find("Best");

#fUNITY_IOS

bestOptionButton.gameObject. GetCompone
nt<Button>().enabled = false;
#endif

var occlusionDescriptors = new
List<XROcclusionSubsystemDescriptor>();

SubsystemManager.GetSubsystemDescriptor
s(occlusionDescriptors);

if (occlusionDescriptors.Count > 0)

{

foreach (var occlusionDescriptor in
occlusionDescriptors)

{

/ICheck whether your device support AR
Occlusion or not by checking support Depth
API to your device

if
(occlusionDescriptor.supportsEnvironmentD
epthimage I
occlusionDescriptor.supportsEnvironmentDe
pthConfidencelmage

I
occlusionDescriptor.supportsHumanSegment
ationDepthlmage I
occlusionDescriptor.supportsHumanSegment
ationStencillmage)

{

supportDepth = true;

}

}
}

}

/Il <summary>

Il Set AR Occlusion quality level to Medium settings
/Il </[summary>

public void ChangeQualityToMedium()

{

aROcclusionManager.requestedEnvironment
DepthMode =
EnvironmentDepthMode.Medium;
ShowQualityPanel(false);
}

/Il <summary>

/Il Set AR Occlusion quality level to Fastest settings
/Il </[summary>

public void ChangeQuality ToFastest()

{

aROcclusionManager.requestedEnvironment



DepthMode =
EnvironmentDepthMode.Fastest;
ShowQualityPanel(false);

}

/Il <summary>

/Il Set AR Occlusion quality level to Fastest settings
/Il </[summary>

public void ChangeQuality ToBest()

{

aROcclusionManager.requestedEnvironment
DepthMode = EnvironmentDepthMode.Best;
ShowQualityPanel(false);
}

/Il <summary>

/Il Disable AR Occlusion

Il </summary>

public void ChangeQualityToNoOcclussion()

{

aROcclusionManager.requestedEnvironment

DepthMode =

EnvironmentDepthMode.Disabled;
ShowQualityPanel(false);

}

/Il <summary>
/Il Show/Hide Quality control panel
Il </summary>
public void ShowQualityPanel(bool show)
{
if (supportDepth)
{
qualityPanel.SetActive(show);
}
else
{
/Ishow warning panel for 2 seconds
warningPanel.SetActive(true);
StartCoroutine(ShowWarningPanel());
}
}

IEnumerator ShowWarningPanel()
{
yield return new WaitForSeconds(2);
warningPanel.SetActive(false);
}
}

DoubleTap.cs
using UnityEngine;

Il <summary>

/Il To detect Double tap

Il </[summary>

public class DoubleTap : MonoBehaviour

{
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private int tapCount = 0;

private bool waitingTimeStarted = false;
private float time = 0;

private float waitingTime = 0.5f;

private const float
MINIMUMTIMETOSECONDTAPSTART
=0.2f;

void Update()
{
/I Handle screen touches
if (Input.touchCount == 1)
{
if ('waiting TimeStarted)
{
time = 0;
tapCount = 0;
}
waitingTimeStarted = true;
Touch touch = Input.GetTouch(0);
if (tapCount < 1)

{
if (touch.phase == TouchPhase.Began)
{
tapCount++;
}
else if (touch.phase == TouchPhase.Moved
&& time >
MINIMUMTIMETOSECONDTAPSTART)
{
tapCount = 0;
time =0;
}
}
else
{
if (touch.phase == TouchPhase.Began)
{
tapCount++;
}
else if (touch.phase == TouchPhase.Moved
&& time >
MINIMUMTIMETOSECONDTAPSTART)
{
tapCount = 0;
time = 0;
}
}

if (time <= waitingTime && tapCount > 1)
{
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