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Generative Art — Made with Unity
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VR7 FURFEDT-8DUnity Package
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Project {ERk

Unity Hub
3D(URP)

2021.31111 urs
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2D (URP)

3D (URP)

3D (HDRP)

PLATEAU

3D Sample Scene (HDRP)

3D Sample Scene (URP)

Cinematic Studio




Unity Project
OCEI EIT

# PLATEAU_URP - SampleScene - Windows, Mac, Linux - Unity 20213.111* <DX11>

File Edit Assets GameObject Component Jobs Window Help




Cube®:ENN

Hierarchy
3D Object > Cube

Transform > Position

0,2,0

= mlerarcny

Duplicate
Delete

Create Empty
3D Object
Effects

Light

Audin




Cube®:ENN

@ PLATEAU_URP - SampleScene - Windows, Mac, Linux - Unity 21

sset Material 74/ 4 chaas

reate > Material i
aseMap TRAE
moothness /N7y

CubelcD&D

Metallic Alpha

Materials

Advanced Options

Orange
Orange

M Tutorialinf

B Packages

>

2tBundle  None v

None ~



Plane {ERX

PlaneiB1

3D Object > Plane
Position 0,0,0
TV ATF v ERE

Material 7#JL4 Checker
Texture Type : Sprite

BED{TT
Checker %Z Plane (CD&D
Plane > Checker > Tiling> 10,10




Generative Art — Made with Unity




Build Settings

Scenes In Build

XR Plugin Management

+ Scenes/SampleScene Whiic

Build Settings
File > Build Settings > Player Settings S

;l Windows, Mac, Linux L34l Target Platform

Architecture

Player Settings e
XR Plugin Management
Install XR Plugin Management

Development Build

£ Project Settings

b
Asset Import Overrides

Fu!flabul:[’a'-ul i * XR Plugin Management Max Texture Size Mo Override -

n-App Purchasing :
Slmuurlémpll 2 n In order to use ,Lm,'::;:",.}.‘l:' P ugin system you neec 1 ta inctall the -,.‘|;_I|; .I..:.,Il.__|“.,“._:...“...,L package 0 Texture Compression Mo Override -
Tags and Layers — - - : Player Settings..
TextMesh Pro Install XR Plugin Management
Time
Timeline

UI Builder
Version Control

VisUdl 2Crpung

XR Plugin Management




XR Plugin Management IR

Player Settings -
XR Plugin Management &
PC Oculus IZF Ty 2 (1Y Rb—IL)

Android Initialize XR on Start Up / Oculus [CF v

XR Plguinmanagement / Oculus

PC Single Pass Instanced
Android Multiview

« QOculus

Oculus

XR Plug-in Manage




XR Plugin Management XR Plug-in Management

|

Initialize XR on Startup

Player Settings s s o
Windows Mixed Reality / HTC VIVE “ OperxR g
PC Open XR L:}I“/a (’l"/ZI*—)I/ & ﬁ@@]) Unity Mock HMD

XR Plguinmanagement / Open XR
PC Interaction Profile ZZ N & 1B

-« OpenXR




= Package Manager

XR Interaction Toolkit

Window > Package Manager ..

Packages : Unity Registry e

nity L 1.1

XR Interaction Toolkit > Install

XR InteractionLayerMask Update Required x
Varsion C

Dialo g HH7=5 Go Ahead!

B Package Manager

+ ~ Packages: Unity Registry * Sort: Name 4+

F
wniversal RE 1217 ¥ XR Interaction Toolkit
Varsion Contro 7.2 v : ) . Db
version Contrl 117 Unity Technologies i hnu:Jé:i
Visual Effect Graph 12.1.7 Version 2.0.3 - August 15, 2022
Visual Scripting 178 v Registry Unity
Visual Studio Code Editor 1.25 com.unity.xrinteraction.toolkit

Visual Studio Editor

SoLTenan A high-level, component-based, interaction system for creating VR and AR experiences. It provides a framework
that makes 3D and Ul interactions available from Unity input events. The core of this system is a set of base
Interactor and Interactable components, and an Interaction Manager that ties these two types of components
o, together. It also contains components that you can use for locomotion and drawing visuals.

XR Interaction Toolkit 203

AR FIUGIN Mdanagement o,

Last update Oct 3, 03:32 C - Install
|




XR Interaction Toolkit

YT D12 A=)

Packages : In Project
XR Interaction Toolkit > Samples > Import

E Package Manager P OX
=+ ~ Packages: In Project ~ Sort: Name « « 0 a

XR Interaction Toolkit

Packages - Unity

JetBrains Rider Editor 3.005 v
_ Unity Technologies
Oculus XR Plugin 3.0.2 v )
Version 2.0.3 - August 15, 2022
& BWOor 3 . .
Test Framework 1.1.31 @ Registry Unity
TextMeshPro 3.0.6 v com.unity.xrinteraction.toolkit
Timeline 1.6.4
Unity UI 1.0.0 v _ _ _ ) N . . ) . : .
A high-level, component-based, interaction system for creating YR and AR experiences. It provides a framewaork that makes 3D and Ul interactions
12.1.7 ~ available from Unity input events. The core of this system is a set of base Interactor and Interactable components, and an Interaction Manager that ties
these two types of components together. It also contains components that you can use for locomotion and drawing visuals.
Version Cantrol 117.2
Visual Scripting 178 v Samples
Visual Studio Code Editor 125 v -
e Reimport
Visual Studic Editor 2.0.16
¥R Interaction Toolkit 203 v Import
XR Plugin Management 4,21 v

Last update Oct 3, 09:40 C - Remave



Made with Unity

Generative Art




Android Build Settings

File > Build Settings
Platform > Androd [C

Texture Compression L
> A STC |;| Windows, Mac, Linux

Switch Platform = s
Player Settings -

|ﬁ| Android
ndroic

Disabled

Default device

Asset Import Overrides
No Override

ssion  No Override

Player Settings... Switch Platform



Android Player Setting

Other Settings
Renderi

Player Settings

Rendering

Color Space: Linear &%
Auto Graphics APl : FT w4 ¢
Graphics APl : Vulkan ;B9 ,0penGLES3

Identification

Override Default Package

Minimum API Level : Android 6.0 &% Bundle Version Code

Minimum AP Level Android 6.0 'Marshmallow' (AP level 23)

Co nfigu ratio n ‘. Target API Level Automatic (highest installed)

Active Input Handling:
Input System Package (New) NET Standard 2.

Apply = FBiECE)

Input Manager (Old)



T AREIT@Quest 2

Oculus 2 &E#
USBH#z#:
771 JLERXFFR] ON
Build Settings

Build And Run

APKI&HN T =+ )L Z1ERL
ApktEEL Thuild

EN{EMESR
Skybox ¢ i TEIHM L TOK
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Windows IRIRBICE S
Build Settings

Platform > Windows, Mac, Lunx |
Switch Platform

Oculus LinkZE1T
Oculus Rift Ul =FEsR

Unity 7 AFET — —
BicEhHhETERBHENDS -
Bih L Skybox DRI
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VRZERIICAS
HMD = Cameralcd 3

HlcCamera Transform B EE33h 3




VRZEMICAS

HMDE Hh XS %Z[EHIEHE S Tracked Pose Driver
HMDDIER%E X1 > HXSICEAI T3V R—% Uk

v Main Camera

ag MainCamera * Layer Default

- lransform
B v Camera
i i ¥ Audio Listener
v Tracked Pose Driver

Device
Pose Source Center Eye - HMD Reference

lracking Type Rotation And Position

Update And Before Render

Upaate |ype



VRE D E)

2DDFERILSNIBEN =R
B S OBISIC& 51 BIZR
7 TUNTORIEICS 582

Va B

Main
Camera
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XR Origin

f Main Camera

() LeftHand Controller

Ca mera Offset £ RightHand Controlles
VRZERN#ZE1 A DGameObject
Programing TR &R g
Main Camera

Tracked Pose Driver h* A>7=HMD;&E&jDMain Camera
Program TIFEETETAL

LeftHand/RightHand Controller o

. Qo ]

E—>ayavhO—5— 47Tk :
Program TIFIRIETZTAL)

mera Offset

Rightidand LeftHand
Controller | ™Controller




? PLATEAU_URP - SampleScene - Windows, Mac, Linux - Unity 2021.3.11f1 <DX11>

File Edit Assets GameObject Component Jobs Window Help

P B @y v

SampleScene
= Main Camear

XR Origin MENN

XR > XR Origin(Action Based) o
Main Camera $' XR Origin RICF5 &}
XR Origin > Camera Y Offset 1.5 S

Create Empty Parent
— Z I~ % ?_ 3D Object
T T Effects
Light
Audio
Video

Ul
Ul Toolkit

= Hierarchy

+ -

M SampleScene*
Directional Light

hal Volume

Volume

XR Ray Interactor (Action-based)
Rendering Device-based

Camera Direct Interactor (Action-based)
Visual Scripting Scene Variables Socket Interactor

Move To View Grab Interactable

Align With View Interaction Manager

Align View to Selected XR Qrigin (Action-based)

Toggle Active State Locemotion System (Action-based)

Component

. Teleportation Area
Properties...
Teleportation Anchor

Ul Canvas
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Motion Control Object

https://developer.oculus.com/downloads/package/oculus-controller-art/

EGDET N5tk

quest2_controllers_div0.fbx # Models7# V7 [CkOYT
5 (C XR Origin / Camera Offset / Left handcontroller (CFOvY
~FOvFL7T=PrefabZUnpack

right_quest2_controller_world, right_quest2_mesh ZHl k&

ollerE[aIERIC

) XR Origin
) Camera Offset
|[1 Main Camers
() LeftHand Controller
R# Left_quest?_controlles

Delete

0 left_quest2_controller_w
7 lefi_gquest2_mesl
fr] RightHand Controller
i"'i rignt_guestZ_controlle
&7 right_quest2_controlles
7 right_questZ_mesl

Select Children
Set as Default Parent

Prefab Open Model

Select Asset
Create Empty Sl Ass

Create Empty Paren

3D Object N Unpack

Effects Unpack Completely
Light

Audic

Select Root



https://developer.oculus.com/downloads/package/oculus-controller-art/

Motion Control DEIZ %58 E

XR Origin | Input Action Manager iEf

XR Origin | Add Component | Input Action Manager

Asset/Samples/XR Interaction Toolkit/2.0.3/Starter Asset/XR Default Input Actions %
EANL

troller
[5u) _mesh

f7 RightHand Controller
7 right_quest2_mesh




Motion Control DEIZ %58 7E
XR Origin | | LeftHand Controller 32 EEH

XR Origin | Camera Offset | LeftHand Controller

Asset/Samples/XR Interaction Toolkit/2.0.3/Starter Asset/XRI Default Left Controller
z LeftHand Controller @ XR Contoller (Action-based) ~Oy>

0 Cube
£ Plane
B0 XR Interaction Manager
£ XR Origin e
£ Camera Offset [
£ Main Camera [ ;:: z. :
D LeftHand Controller > & ¥ %.. - Enable Input Tracking v
0 left_quest2_mesh ’ .“ Position Action
9 RightHand Controller
0 right_gquest2_mesh

ﬂ + XRC atroller (Action-based)

Tracking
Update Tracking Type Update And Before Render -

Use Reference L4

T 5 a1 Reference ¥R LeftHand/Position (Input + @
S SONS0IE - _'_ Rotation Action
+ - a 7o € 925 —— —
; se Reference
* Favorites Assets » Samples > XR Interaction Toolkit » 2.0.3 > Starter Assets . " ; i I
O, All Materials Reference XR| LeftHand/Rotation (Input., @

O, All Models Tracking State Action

O, All Prefabs — . Use Reference ~
1 1 1 1 Reference XRI LeftHand/Tracking State @
@ Assets . — — = — —
I Materials Input
e Enable Input Action L
able Input Actions

I Models XRI Default Conti... XRI Dafault Conti... ¥Rl Dafault Input... ¥Rl Dafault Laft ... YRl Default Right ... YRl Default Snap ... . f :
[ Samples Select Action

@@ XR Interaction Toolkit Use Reference v

203 Reference XRI LeftHand Interaction/Sele ®
Starter Assets .

- I,UUI:“_Q alabiici Select Action Value

=1 >
Im Settings Use Reference b
Im Skybox Reference XR| LeftHand Interaction/Sele @

Tutoriallnfo
I \.u aratnio Asset Labels
I xR
B xRl L

I Packages - - ; ap——— rope . n AccetB
9 T Assets/Samples/XR Interaction Toolkit/2.0.3/Starter Assets/XR| Default Left Controller.preset AssetBundle None v None hut

¥ BER O



Motion Control DEIZ %% E
XR Origin | | RightHand Controller (% E €%

XR Origin | Camera Offset | RightHand Controller
Asset/Samples/XR Interaction Toolkit/2.0.3/Starter Asset/XRI Default Left Controller

RightHand

oo Cube
£ Plane
B0 XR Interaction Manager
£ XR Origin
£ Camera Offset
£ Main Camera
£ LeftHand Controller
& left_quest2_mesh
F9 RightHand Controller
0 right_gquest2_mesh
I Project B Console
+ -
* Favorites
G, All Materials
G, All Models
C, All Prefabs

@@ Assets
I Materials
I Media
Im Models
& Samples
[ ¥R Interaction Toolkit
= 2.0.3
Im Starter Assets
Im Scenes
I Settings
Im Skybox
Im Tutoriallnfo
xR
I XRI
I Packages

—
(
—i

XRI Default Conti...

Assets > Samples

XR Interaction Too

—
1
—i

XRI Default Conti...

lkit » 2.0.3

S

XRI Dafault Input...

Controller ® XR Contoller

Starter Assets

—i

XRI Dafault Laft ...

—
1
—i

YRl Default Right ...

—i
1
—i

XRI Default Snap ...

(Action-based) [CkOY 7

Paosition X0
Rotation X0
Scale ® X1

v XRC iroller (Action-based) e 3t

Tracking
Update Tracking Type Update And Before Render
Enable Input Tracking +
Position Action
Use Reference ¥
Reference

Rotation Action

Use Reference
Reference

Tracking State Action
Use Reference

Reference

Input
Enable Input Actions
Select Action

Use Reference

Reference

s

XRI RightHand/Position (Input &

XRI RightHand/Rotation (Inpul @

s

XRI RightHand/Tracking State @

s

XRI RightHand Interaction/Sel @

XRI RightHand Interaction/Sel @

-

P
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TLR—=FT—23>0188) »
Locomotion System :BENIEE> X T L
Telepotation Provider: BBt a5 R—Rw >k

xaliclorcsy
Continuous Move : R 71w 71 {EIC L2 FEIZH (BVVEE)
Snap Turn: 71y I &3 —EAEDEE
Continuous Turn : 71w ZIc &k %EHDlEE (BLVER)

.. Tl
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+ Locomotion System

'7_I-I/I‘1-‘l\)—‘7_-—~>a~/ Timeout 10

®R Origin ®R Origin (XR Qrigin)

° ° B ~ Teleportation Provider
XR Origin

° N System ¥R Origin (Locomation System) &
Locomotion System i;&Hll
XR Or|g|n ‘: XR Ol’lgln %EQEE B v XRRay Interactor

Teleportation Provider :&7l
XR Origin {Z XR Origin 5%

XR Origin || Right Hand Controller

XR Ray Interactor > Raycast Configuration ceenten |
> Line Type > Projectile Curve - R — —~er

P la n e Interaction Manager ®R Interaction Manager (KR Inte) &

Interaction Layer Mask | Default *

Teleportation Area ;Efl

Mene (Ga

Select Mode hLltiple



Bt Eh (EXTv )
XR Origin pr—

None (Locomotion System)

Continuous Move Provider (Action Based) |
Enable Strafe z7>F w2 ” e
Forward Source & LeftHand Contorller 2Ry~ ravoverien
Left hand Move Action  oxmutmansecomsoros g ®

User Reference ICF w7
Input Action T O %#L T Left hand Locomotion / Move

+ XR Origin

n + Continuous Move Provider (Action-based)

Mone (Locomaotion System)

[ right_quest2_mes

Attempting Move

A LeftHand Controller (T ransform)




EEE (Eﬁ E / ) + Snap Turn Provider (Action-based)

System MNone (Lecomotion System)

Turn Amount 45

XR Origin

Enable Turn Around

Snap Turn Provider (Action Based)

Lze Reference

Right Snap Turn Action input Acton

Right Hand Snap Turn Action

User Reference (CcFxw? Use Reference

Continuous Turn Provider (Action Based)

Left Sna p TU 'n Action v Continuous Turn Provider (Action-based)
User Reference ICFTwv¥ _
Input Action : Left hand Locomotion / Turn Tum Speed

Left Hand Turn Action

Lze Reference

Reference ¥Rl LeftHand Locomation/Turn (Inpt @

Right Hand Turn Action
Lze Reference

Input Action

System Mone (Locomotion Sys

omotion/Turmn (Inp @

Input Action : Right hand Locomotion / Turn Reference XRI RightHand Loco

tem)

2+
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Plane QY1 X%ZI5K

TokyoTower
Asset > Model > TokyoTower_bldg./brid % HierachylcFOwv >
22D T771IL%ZZEA T Create Empty Parent



Fbx7 9 X F v DUnityI TCOBRE




T I AFvT—RDETE

TokyoTower

Asset > Model > TokyoTower_bldg ZZ&4R

Inspector > Materials
Location Z Use External Materials (Legacy) I
Apply 7R3>
Dialog > Fix now

Model Rig Animation Materials

Import via MaterialDescription
NormalMap settings

Use Embedded Materials

Use External Materials (Legacy)
«  lUse Embedded Materials

as a normal map.

Fix now  Ilgnore



T—2HDIAH

TokyoTower
Asset > Model > TokyoTower_bldg./brid % HierachylcFOwv >
22D 771)L%:EA T Create Empty Parent
Plateau Data IC2{# ol

|[1 PLATE ' |-_-| Data
@ TokyoTower_bldg

Duplicate
Delete

i‘i oEVO | ower_Drid

M Project B Consol Select Children
+ -

- Set as Default Parent
W Favorites

C, All Materials Prefab

All M
Al F f: }--- Create Empty

Create Empty Parent

Assets
r = . N Cikiert 5
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BT —RZHRDICEFE>TLS

Tool Handle Position Z Center |C
DASNUBICETHTT—XZ2RBEIES

XR Origin || Main Camera&iR

Shift-F
Plateau Data%z &R
Ctrl-Alt-F

oA W

Transform | Position |YZ 0 [C
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i %& 853 (Option)

Materials > TokyoTower.png

Texture Type
Sprite(2D and Ul) {Z
Plane (ICROv L THED

Plane% #i# < AGESH ol S N R .
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XRI Default Input Actions

Actions —&E DT

Asset/Samples/XR Interaction Toolkit/2.0.3/Starter Asset/XR
DefaUIt In pUt ACtiOI’IS E%*R © Inspector ® Lighting

InspeCtOF 75\5 Edit ASSGt E[’\'1 ARI Detault inpit -j"'-=-"-'=-'-l'f-;: put Action 3t i
gEE}iﬂﬂ?%Tcw‘: AUtOSave ‘:9"1\\/7 Edit asset

¥Rl Default Input Actions (... i
All Contral Schemes - Auto-Save | 2
Action Maps + Actions + Action Proparties

I XR| Head I Teleport Select + Action

) FE ] - i ot . of A v +' _ ) _
I f-';.ﬁl LI:,'-.HEIIILF - I Teleport Mode Activate Action Type Value -
I AR| LeftHand Interaction I Teleport Mode Cancel +. i -

[ Control Type Vector 2 -

I XRI LeftHand Locomotion I Turn +.
I XR| RightHand I Move +. Interactions +
I %R RightHand Interaction
I XRI RightHand Locomotion

Processors +



*—=702a>0ENM

UP/Down Action DBINEERE
XRI LeftHand Locomotion | Add Action
UP & Down Z 3B
Up @ Binding Properties
XR Controller (Lefthand ) | Optional Controls | Secondary Button

Down @ Binding Properties
XR Controller (Lefthand ) | Optional Controls | Primary Button

e bions Birding Properties
I Up = Binding

: alld I secondaryButton [LeftHand XR Controller] Path primaryButton [LeftHand XR Conties T
XRI LeftHand Interaction I Down

XRI LeftHand Locomation I [_:-rin'L-'|r',.-'Ei|_|r_l_r_:|1 [LeftHand XR Controller] Use in contral scheme

Generic XR Controller

Continuous Move



L TFEESAHADOI—FEE
SRELEET7 23>0

InputActionReference
ARDRERTE
REE (RAVDHEHINTVS VWAL ATy I DALES) DEUS
Action.ISPressed() R 2> HHBEINTULEH DIREE

XR Origin

XR Origin | Add Compornent
UpDownMove | New Script | Create & Add

v Up Down Move (Script)

Add Component




System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.InputSystem;

UpDownMove : MonoBehaviour

{
float Speed = 1f;
InputActionReference up = X
InputActionReference down = null;
()
{
if (up.action.IsPressed())
gameObject.transform.position += Vector3(0, Speed * Time.deltaTime, 0);
else if (down.action.IsPressed())
gameObject.transform.position += Vector3(0, -Speed * Time.deltaTime, 0);
}

}



Action £J—F DS
XR Origin

UpDownMove

Up ZE/X7 I XRI LeftHand Locomotion / Up %3&3R
Down /X7 IZ XRI LeftHand Locomotion / Down 7% 3&3R

v Up Down Move (Script)

XRI LeftHand Locomotion/Up (Input Act @

¥Rl LeftHand Locomotion/Down (Input , &
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PLATEAU with Mgpland Up/Down Move
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KD Zal—o3>

Directional Light
BEMENE
KEBEDELSGHD
HDHETHALVEE
B (EH5B) FREIC

HEEDEIR

Directinal Light {C RotateTheSun ZO'J?’I%':

o

fﬁ'l:-



UnityEngine;

RotateTheSun : MonoBehaviour

{
REUENERE ]

rotateSpeed = 10f;

REUENERE ]
\Vector3 rot = Vector3(270f, 330f, 0f);

()

rotX = transform.localEulerAngles.x;
if (rotX <0 || rotX > 180)
transform.Rotate(-Vector3.right * 10 * rotateSpeed * Time.deltaTime);
else
transform.Rotate(-Vector3.right * rotateSpeed * Time.deltaTime);
}

J
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ZORE

Skybox TEETIE3

Window > Rendering > lighting
Environment > Skybox Material

o] Skybox Series Free

Q Avionx *k Kk vy (252) | @ (8807

Asset Store T2 H

Window > Asset Store > Skybox
UnitylCimport

®© 3749 views in the past week

BT

@ uotsabchakma
Kok ok ok ok 2HET

A free standard asset in unity assetsstore!

As a free asset, this is hack of a lot! It is one of
standard asset for most of my games | make today. |
came back here to do this review here.

I've u...

b LE2—% & 5I0HE
* nz
=3 -t [c3=E 2% Unity Asset Store EULA
P, S1Ev o—t
i e &
TrANIAX 2749 MB
- SHNA—-Yay 43
85U U—28 202261848
3 L ST ity /=3 427 LU
o Ryl —SORE yy—2 LEa— Publisher info Q 7ty hoRH B EURRYIL A2 2018427

o el 1 hEER



Skybox ZEEHHEDBN

Input Action

XR Weather 5&11 s
Next Sky | Primary Button (RightHand)
Previous Sky | Secondary Button (RightHand)

Hierarchy

GameObject Z3E NN

Create Empty
ChangeSky X 77+ DEMER

¥Rl LeftHand Interaction
XR| LeftHand Locomotion

I
I
I XRI LeftHand
I
I

yBEutton [RightHand XR Controller]




UnityEngine;
UnityEngine.InputSystem;

ChangeSky : MonoBehaviour

InputActionReference next = null;
InputActionReference previous =
Material[] sky;

num = 0;

ChanageSky(int count)
{
num = num + count;
if (num >=sky.Length)
num = 0;
else if (hum < 0)
num = sky.Length - 1;
RenderSettings.skybox = sky[num];
}



void Awke()
{

next.action.performed += NextSky;

previous.action.performed += PreviousSky;

//+=&BLTH'S Tab, Tab TIAY MY RSB EBIER, AV YEREHEE
}

private void PreviousSky(InputAction.CallbackContext obj)

{
ChanageSky(-1);

}

private void NextSky(InputAction.CallbackContext obj)
{
ChanageSky(1);
}
}



Skybox ZEEEDE

Eﬁ +  GameQbject

Tag Untagged Layer Default

%E@E‘lj‘: F:uui'.iuuTranstrm

Inspector Z00w ¥ (fEEZICOY VR IRZENTIC)
Asset > Sky Series Feebie LA FDSkybox %Z.Sky Change @ Sky (C
FOYT T3

# Scene a® Game XRI Default Input Actions (... M Project 3 i @ Inspector ® Lighting [*)
+ a 7 o € 925 @

% Favorites sets » SkySeries Freebie v
O, All Materials Tag Untagged ¥ Layer Default v

All Models “ Q ‘i‘ " \ } :z ‘ 4 o~ Transform e =

Q, All Prefabs

i B lih ¢ 5 - =

‘4 L i Position X 0 Y 3 Z 0

Assets . e > ;s : = R -, 5%
ri- K I [ § 5 o X 0 Y 0 7.0
ELCHETS - >

v GameObject Static

Im Models ExampleScenes FreebieHdr BsidedCosmicCoo.. E6SidedMegaSun AmbienceExposu... < =
S = " B  Sky Change (Script) e
@@ XR Interaction Toolkit
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Generative Art — Made with Unity
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