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Export 4 CAVE2 Testing

Follow CAVE2 export slides to adjust your scripting
for the CAVE2 (buttons input if necessary)

Box>Class Files
Mouse_Keyboard to CAVE2 Wand Input.pdf

Unity Script | 0 references

=r 5 Epublic class ConfettScript : MonoBehaviour

6 {

7 ; public ParticleSystem confettiEmitter;

8

| @ Unity Message | O references

9 = void Start()
10 : {
11 | 1

E Unity Message | O references

12 B void Update()
13 ! {
14 // if (Input.GetButtonDown("Firel"))
15 = if (Input.GetButtonDown("Firel™) || CAVE2.GetButtonDown(CAVE2.Button.ButtonUp))
1@\ |
17 ] . confettiEmitter.Emit(30);
18 : ]
19 | I
28 I[—] if (Input.GetKeyDown(KeyCode.Tab) || CAVE2.GetButtonDown(CAVEZ2.Button.ButtonDown))
2 | L
2 | P
23 ] | GetComponent<Rigidbody>().AddForce(transform.formard * 200f);
w | I
25 H '
26 }
27 }




Export 4 CAVE2 Testing

2. Check MultiPlayer HLPI package (Window> Package Manager

| sgpivet | Blocal | 1w | @collab - | [ e | | Account - | | Layers - | |Layout - |
ierarchy # Scene & Asset Store = € Game = ©Insp =
eate = | (AT ~[l2n || ® || s = 3 - . = § || Fre .
Create I = Shaded R 0 % Gizmas ] Display 1 Free Aspect 1% | Maximize On Play My ConfattScript Import Settings o,
() StartCAVE2ProjectScend orer ] [Execution Grder
Directional Light 52 Pen-,
() 30typeexport Confetti Emitter ¢ None (Particle System) o]
{4 3Dty peexpartW
i LeftHand iy am load: 0. Default references will only be applied in edit mode.
e ————ee ) S5 e
# PhysicsCubes
# ResetButtonBoxPost Packages
g CAVEZ-Manager 1 t“jgtailf??‘si" L.fj?f"“d - Imported Object
# CAVEZ-PlayerController = - A " %,
EventSystem » Havok Physics preview - 0.1.1 Multlplayer HLAPI fettScript @
g:::_e » High Definition RP preview - 6,9.2 Version 1.0.2 o ;
: _ Assembly Information
confett] » Hybrid Rendarar preview - 0.1.1 View documentation - Wiew changelog - View licenses )
: " Filename Assembly-CSharp.dll
8 Immediate Window  preview.3 - 1.1.0 com.unity multiplayer-hlapi
using System.Collections;
» In App Purchasing 206 Author: Unity Technologies Inc, Usmg S;stam‘Cnllactmns.GEnErlt::
» Input System 1.0.2 The high level API component of the Unity Multiplayer system. using UnityEngine;
» i0S 14 Advertising Support 1.2.0 public class ConfettScript : MonoBehaviour
i, Jobs preview - 0.1.1 public ParticleSystem confettiEmitter;
» Lightweight RP 69.2 void Start()
» Mathematics a2l ] §
» Memory Profiler preview.l - 0.2.10 void Update()
» ML Agents 1.0.8 /if (Input.GetButtonDown( "Firel"))
= = if (Input.GetButtonDown("Firel") ||
» Mobile Notifications 1.3.0 CAVEZ,GetButtonDown(CAVEZ Button.ButtonUp))
» Mono Cecil preview - 0.1.5 @ confettiEmitter Emit(30);
| » Oculus Android 1.38.6 if (Input.GetkeyDown(KeyCode . Tab) ||
CAVEZ.GetButtonDown(CAVEZ .Button.ButtonDown))
» Oculus Desktop 1.38.4
» OpenvR (Desktop) 1.0.5 {
B, package Manager Ul 220 + goe;%?mponenkP\g\dbody>().AddFo|ce(tlansfmmfol ward
» Package Validation St preview - 0.80.0
& Project B cc » Performance testing AF preview - 1.2.6 5 }
Elear | | Collapse | Clear on Play | Clear on Build |Error Pause | Editor = PlayableGraph Visual preview.3 - 0.2.1
T [09_:0.’:43] Loaded configuration file 'D:/CreativeCoding/201
UnityEngine Debug:Log(Object) Last update Mar 12, 09:08 [ Update to | [ remove 3

1 [09:07:43] Config: Using 'CAVEZMASTER' as head node mawmms vams
UnityEngine DebugiLog(Object)

1 [09:07:43] Config: Using 'ORION' as display node machine name

~* UnityEngine Debug:Log{Object)
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3. Edit> Project Settings

Input — select CAVE2 input
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4. Double Check Horizontal and Vertical input fields must be empty
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5. Edit> Project Settings

Audio > Set Input to Surround 7.1
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6. File > Build Settings > Lower Left Corner Button Palyer Settings

Chege project title to
2025_CC_Spring_TeamProjectTitle_Testl

|€r:| 'f’ S |l '{_'6: v | | "B Pivot | ®local | ‘ | | | | | @collab ~ || & | | Account  ~ | | Layers
= Hierarc mr= #HScene i Asset Store = € Game = | @ Inspector
Create ~ Shaded T 2D . =t - a ¥ | W 7| Gizmos 7| (¢ Displ +#| | Free Aspect +| Scale (» 1x

) StartCAVE2ProjectScen:

Maximize On Play | My

ConfettScript Import Settings
Directional Light Q) Project Settings
r 3Dtypeexport
i 3DtypeexportW Audio Plaver D =K
) LeftHand Editor
Ground Plane Graphics Company Name DefaultCompany
PhysicsCubes Input Product Name |2025_CC_spring_TeamProjectTitle_Testi] |
ResetButtonBoxPost Physics TR 01
CAVEZ-Manager Physics 20
CAVEZ-PlayerController Wajzvar Default Icon Haone
EventSystem - =
¥ Preset Manager 20)
Cube Quality |
Sphere. Script Execution Order [Selec
confetti Tags and Layers Default Cursor ety
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Time
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Cursor Hotspot ® o
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Other Settings
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7. Run your updated project to ensure performance

8. Zip up your project
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9 Move your zipped project to another location
on your laptop (ex. To Desktop or Documents)

10. Unzip your project, add it to Unity Hub
and run to double check for any missing prefabs, components, etc.

If the project runs great go to #11

11- Rename your zip file (Team/VRprojectTitle _Test])

Submit to Box > Test]
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