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GSXR General Standard for XR

PSRN GSXR H.il # AL

XR I GSXR R JHHST

XR Runtime GSXR Runtime

XR GSXR ##%

VR Virtual Reality, HgfJI35:

AR Augmented Reality, H5H 5L

MR Mixed Reality, i BL5E

AP ($£17) Application Programming Interface, S FAZ/FE1
HMD (k&) Head-Mounted Display, Skiliz{ i~ %%
IPD Inter Pupillary Distance, AHRfEHE

DoF Degree of Freedom, Z5[H] [ H &

V-Sync Vertical Synchronization, I E[F]25

CPU Central Processing Unit, H1Jt4bBlHTT
GPU Graphics Processing Unit, KJEALHLHIT

5. GSXR E£ififg

GSXR L R % T 38 42 O3, A Runtime SEBIFF 4R (1255612 Runtime
A RSERT ), BT A Runtime 25 AUHRAEARRHRIEZ S Bl 7. 48)5, Runtime ##17 XR %
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[in]GSXR_DeviceType_ HMD [in]app type, system binding N
- - XRE B
‘ GSXR_IsDeviceConnected ‘ I GSXR_CreateRuntime ‘
[out]GSXR_TRUE Runtime [out]GSXR_Runtime
< oy BRI

[in]GSXR_DeviceType_ HMD [in]GSXR_Renderer

GSXR_ GetDisplay ‘ GSXR_GetViewSetConfigurations ‘

4 [ou]GSXR_Displayld ey [ou]GSXR ViewType, width, height
‘ . [in]graphics binding, GSXR_ Displayid EREUFES ] [in] GSXR_Renderer
‘ GSXR_ CreateRenderer ‘ ‘ GSXR_GetSupportedTextureFormats ‘
[out]GSXR_Renderer L [out]GSXR_TextureFormat
( [in]GSXR_TextureFormat

GSXR_GetPrimaryDeviceType
GSXR_SetPrimaryDeviceType
GSXR_ResetOrientationAndPosition [out]GSXR_TextureQueue

‘ GSXR_CreateTextureQueue ‘

[in]GSXR_SpaceOrigin

— 23 [ i A pesiied]
GSXR_ SetSpaceOrigin O o il

XR(E;{%%% GSXR_GetlnputClickStates
GSXR_GetlnputTouchStates
GSXR_GetlnputAnalogState

GSXR_Result_
Event_Unavailable

[in]device type, specified time

GSXR_ TriggerVibration
i—{ GSXR_GetPoseState

[out] GSXR_ PoseState
GSXR_ EventType_ RendererState

[in]GSXR_TextureQueue, Looper_Unready
timeout

[in]GSXR_ViewType
It_Success ‘ GSXR_ StartRenderLooper ‘
[out]GSXR _ l

[in]GSXR_
GSXR_WaitAndAcquireAvailableTexture ‘ Runtime

Renderlpoper
[out] GSXR_TextureElement

GSXR_PollEvent
[out] GSXR_Event

[in]GSXR_RenderLooper, specified time

[in] GSXR_
GSXR_GetViewPoseState RenderLooper

GSXR_WaitFrame

()

[out]GSXR_ViewPoseState

GSXR_PreRenderFrame

GSXR_PostRenderFrame

. { ARG } —
[in]GSXR_TextureQueue, N iF AR XRR S
GSXR_TextureElement /\T*ﬂlﬁ

GSXR_ReleaseTexture i
untime : [in]GSXR_RenderLooper
TR ‘ GSXR_StopRenderL, ‘
opRenderLooper
[in] GSXR_ e BTN — >
RenderLooper, fromes

GSXR_SubmitFrame !

Runtime TG Eretiled] PAYIEY
BRGELY EEHE L ATH]
[in]GSXR_Runtime [in]GSXR_Renderer [in]GSXR_TextureQueue
GSXR_DestroyRuntime | ‘ GSXR_DestroyRenderer ‘ ‘ GSXR_DestroyTextureQueue ‘

B 1-1 GSXR FRIBFEMTEE
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1) GSXR Runtime il

ZRHUE R GSXR By LR SCE B, WE T &AM XRAES IR R E, b
Rt R . BIBEGEIEE .. BERIMGE . MARSEE . FEUREERE
&, IR ALE GSXR RS MG sh S RGNS . LLBERRETIE R 0, JFk#F i GSXR
IREC A7 B APT BREE 1, JREUR A2 SCRF 6 1N H I EERYIB ERBE )T (B0 (U 34
3 A MEREBERE S ), BEECFREFWESIG, DAFmER SRS RS 6 A EsHE
3 HMERIBESRE S . Runtime BEHUIAA) 3 GSXR A H AR A= dy R 45 7, ol e
PRI EIEE . RItnf . B8, DRI . BIG 1k S A% . GSXR Runtime 28
N A 1-3 FiR .

GSXRI H

GSXR ek
Render Object | =1 %

GSXR ek
Input Object | =

GSXR ek
Feature Object | =1~

B 1-3 GSXR Runtime 2 REE

2) GSXR jii YLty 25

(1) BBEY APL, EIJEIE Y APLJE RV R THAEAL GPU S B 0, B
Wi B R TE G AP 145 OpenGL . Direct3D., Meta LA & Vulkan, 7E%30°F & &% ik {#
OpenGL-ES EIJEE Y APL, Joig/& GSXR T ARG NAEY:, /2% GSXR Runtime
X L FH BRSNS WU #7117 Timewarp TE YL 4k e AbPRYE Ys , HRROZ I HEAE R G0
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R EITETE Y APL #ribfE BHRHEZS Runtime, XR VY88 A GE IEM ST /52800 XR JFab#
TEYE . BT &5 GPU S i B IR N 1-4 s

OpenGL
API

Direct3D
API

BAETT

API

1-4 HEFEE GPU EHHERE TR E

(2) GSXR YLEAERL B . — MrifERY GSXR Wonitsg, EnTAER il T3k Bk,
Wl R R T T L T, ARIVEBUAY R385 e SR A e el B e ] BEANTA]
Sk AT B YA PR A SR, T s W EE e bl [ REs, (R
AT RS 22 5B 7 AN T AL C B, BB 20 GSXR Runtime Yif G 7R R E YL ER
Ao phidE . BRI AR G0k, iR & — A s A, R —iE g+
FR 2% PR P T 4 v A ) o — S PRI 0 o 0 B — A s iy (T RE N S ik s i sg,
VR Skl ; WAIREN R /R IR, WIJEAABE ). GSXR Runtime 28 ph R P4 e L i
AN R ZH S SR B R SO EE ), GSXR N FHFR P ) 5 ZAR R LR AR BC B, 45 HLRDE
{E e APTASCS B TIE G, , A 0] LAVE G G0 A PG i 1 B0 107 A Pl S 1 e ) S s
W, WoREEHER. B2, — GSXR B AR KU AERA SR ( HZ2H0
DU RAFAE TR Do T BRXT N B IE QeAR iy, ARG /R B AR UK Displayld, 1
FIE G TSR PR AL L2 X A R B R Y i A S AR BNk o A Bad o 250
FOAE R4S, ] 2 R [ B B A 2 A D AR R R L P I 4 R AR SR A TR DR e . A
BB E N EEE T, [ Gy g Pl RE [ A7 A F 5 S RI5E, GSXR AR Al f4fs 1
ARG BB R RInE G FRl 5, HeaEgeEh. Sk RAARBELIEnE 1-5
FR

B 15 SkEAARIME

(3) GSXR ZrHEBAFI . GSXR SrHE AFI 9k FRAVESCHEAC o5 ( Swap Chain ), J&—41
oL vpes (Buffer ), GSXR W R GSXR Runtime SZFFSHEAE X S50, HIRE
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B HTE G R BRSO A, JF T QAR IR R 6 7 A BAS Hh 3J BT F SCB AT 9 8 1
Geo BUHBAITINE] 1-6 7R
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1-6 SEERFIREE

(4) GSXR {HEJEH . GSXR N AT ML (WFRsZ) e s R, ]
FHRIEATIE G . — DARERE P AT 5555 FF Runtime 1R [7] V-Sync {55, FEfCif)=
BRI AR A A E G S, 5] NSO A RSO A T N AT G, SRIE IR AL
RS AR AC 2, Runtime PEAT)E22A0 XR JEACETE Y, Uit iz B GFRE Ji YefifFR . GSXR
TEYEA A 1-7 Fis .

App: GSXR_CreateRenderer .
Runtime: i 5 B4 ) ELBLIE T App: GSXR _DestroyRendeter

Available ~ <-----------o-- S Unavailable
Runtime: #L& [5 1] ] T
App: GSXRStzlnRenderLooper Runtime: ¥ AT

Runtime: RGLE A%
App: GSXR _ StopRenderLooper

App: GSXR_SubmitFrame 5 i

- Runtime: A& 75
Runtime: R 5t R B A £ 5 ‘
Focused [ i Unfocused

- Runtime: [z FHARIUT A FE A5
1-7 GSXRBRBEHREE

(5) GSXR AR AN GSXR N UL P AAATYEoE M GSXR JE Jefi 5 ] Bl
FAntate)s, A aT LIRAE GSXR N FHFE 5 2518 Y30 s 2 A9 I6E. 7E GSXR W HIHE
JP AN PR FH MV G, R AR Y 6 20145 1E GSXR Vi YR JT A ER S5, BE R [ 45 &
g5, HCIARARE GSXR Ji Yers i v a0

(6) GSXR EALAEIRAS . TEPEFRIRES ARG ARBEETTIIL, ARERA %
AR SR IF, GSXR Runtime AAZUAR S Y HRARAE A ORSF A BRI b
JARIE EARAPIRS T A TIE AL B, A AT IR E R IE SR Is 7. A5 4 8 FhiE
PARFRRAEAYE L. GSXR Runtime K37 IR P A AN [FPIRAS B IR U AR BEZ -
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EF Unity #1 GSXR #£52 XR I FELS @

FIEERASIE S, EEA RIS A Available JRZ, AR S TS Jef A O 24 F ]
JRA. AT GSXR Runtime 75 & 7% GSXR_EventType RendererState Looper Available =1
NFRER, Y0 HRR R SRBU 4 R AT 8 B GSXR_StartRenderLooper FUATE YL A

2 Starting R, 24 GSXR W FHFE 28 GSXR_StartRenderLooper JT 4 7e YL
W, EPEFRRISEA Starting ARA, FCERILIE LEA 0 THRIAIRE . AT GSXR Runtime
s & 1% GSXR_EventType RendererState Looper Starting #4245 v FHAE ¥, FEMHRHiE GSXR
Runtime [ £ AJBIHHGALEE AT — Ready RS AL, U1 TextureQueue 275 A |
A A AR DR

@ Ready JJRZ. 4 XR Runtime 7 % V85 YRR L ZEHEUR, Wik XR W FE P 56
BT R, TE YA HEA Ready ARAS, AR IIE PG T B & 2R3 Lt
Runtime 7 % 1% GSXR EventType RendererState Looper Ready {445 1 FHFE R, W HFE
JPAE AT F AR A T H TR E G

@ Focused IR, 4 GSXR L FHFEF ¢ AR — R Wiy 4, K TE Jeiide sc 45 GSXR
Runtime Z J&5, TEYLIEFARITEA Focused qRZS, RN HMNEE 400 WL H a7k A58
TR RRT (FEMCRAS, R Ry v] DU IO 35 4 A B -7 IN A 2 H. ), I Runtime
T3 &K% GSXR_EventType RendererState Looper Focused F+{F45 i AR o

(® Unfocused k7. 4 GSXR Runtime ¥4 REEYZ (ARGEES ) B TITRT
HRUZZ L, IR F R B A fE NS, TEIEPARIZEA Unfocused ARAS, RN

BHEHATNAESCH. ), I GSXR Runtime 75 %1% GSXR_EventType RendererState Looper
Unfocused FHF45 0 FHART o

© Unready R34, 4 GSXR Runtime £l 51| 52 48 sl 15 25 & A= 5 sl BTk iy, T8 YL iif
I RIHEA Unready JRAS, fURE QA CICIEIER TAE, 4 TARZZARE, L GSXR
Runtime 75 %% GSXR_EventType RendererState Looper Unready F-{F45 0 FHFER, 40
TR RO 54 2425105 F GSXR_StopRenderLooper 15 11 V& G 5 .

(@ Stopping A, 4 GSXR M LT I GSXR_StopRenderLooper 45 HJE Y1
W, EREAENSEA Stopping JRA, (URILE PG TAHCIRAS . i GSXR Runtime
i &% GSXR_EventType RendererState_Looper Stopping F {445 0 FFE T, Bl e L
BRI R GG

Unavailable K7 . 4 GSXR Runtime B35 56 5 YOG B 1) L BEGEUR, 1o Yl 40 RN ik
A Unavailable RZ, ARFILTERIGIHAC L4 T AT HIRE, AT GSXR Runtime 77 %%
GSXR_EventType RendererState Looper Unavailable 2145 v 2 ¥ . £F GSXR Runtime
BN R G SR AIRAS IEH S FFEHIE A Available AR

(7) GSXR Wi [d] 0 5 EEA . 7 f GSXR I AR ¥ 09 T8 e il 5 o [m] 25
GSXR ##Ht T GSXR_WaitFrame #f % BR ] GSXR L Fl i Y476 ¥, XR Runtime 4 4% 5 br
SR AS BRI 2285 GSXR AL GSXR_ WaitFrame J& AR [0 HL, Ff7EIR
(4] R S S i 1 T — Vi G ot ) T S s B TE] o XR O FHR 3 2t DL sk Pl mst a6 FH GSXR
GetPoseState PRI AT EL, LI GSXR_GetViewPoseState ZREUIEE 24, PATIINZ
Wi 7R I B 2 AT IN AR TE Gy, AMERTE YL 5 s 22 [R] Y I 8] 22 BT 3 R B3R . GSXR )i
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FARR P B ERATE G 1385 H XR R & ALE], e SR IR S DL e e e 280 1
FE U6V G A B0y AR IEIE S ( GSXR _ViewType ) Jir o 1z (14 40 T AR i 5 ( GSXR _
ViewSetConfiguration ), H il b1 0% H (viewCount ) fi J& GSXR L FHFE 74 ] GSXR
GetViewPoseState PRI AL, GSXR I HFR 7 5 AR 4l 25 L BT i R I s 2
MG SR TN, PRI Jeidis2 45 GSXR Runtime,

(8) GSXR M4 22 5 & i), GSXR L R T 78 % i GSXR_WaitFrame 3R [ 3f: 5%
BN A E L5, A2 T G i A2 R4 GSXR_SubmitFrame, CHfii G iifE 52 45 GSXR
Runtime 75 Y4526 1T GSXR JE Y5 A0 HE . GSXR N FHFE P $E A8 pyTE Yemifs B, nl &
—AMHENEHUZ, FH GSXR Runtime #1764 %, A% AR GSXR_FrameSubmitlnfo [
layerCount 24 0, I GSXR Runtime DAZ5F B3 A 1Y W N2 . GSXR L R ¥ 20U AR 45
HHUZ MBI, RN TR, RN 5 RS, #5226 2 S5 AR BT () D) Be
VEIT N SHL, FHHH8 0 A UZ IRt I T Yo S0 R MALEILE RS, B2 B A& R E B
TEAIC A submitinfo H1, 75 AP H] GSXR_SubmitFrame pR%L, $25CTEYLM, & 45
9K GSXR_CompositionLayerHeader Z5MVE &Mk, $i5 58 HAA BUZZH S5 U2 DrRE
PRI, A B2 A5 ARk IS I Rl 53 WA 2 A BUZ B 53 3l 2, GSXR N FHFE T ahZi
A IERRRA 25 S, GSXR Runtime J7 7] IEGf i HH 24 B s .

(9) Mk HE 55k EE . GSXR #2475 YL Thge sk £, At GSXR N FH 2 )7
TE N 2515 et 5 GSXR Runtime 324 19 ZE A1 yE Je e, 15 Qe D) g2 A LAE GSXR_
RenderFunctionType H1. GSXR [ H] 2 5 i 1] 9 %E fif 15 4 2 B {7 B, 5 76 GSXR_
FrameRenderInfo A48 & f# FHINGERY Ir 75 240, J17F GSXR_WaitFrame 2Z Ji5 X F 2 7
TE AR TE Ye i N 25 Z BT, A GSXR_PreRenderFrame 115 ¥ 1M PN 25 Mot JUT 2 il FH 114 22 i T
JeTife, T MR b g I BOE, B 20 R F7E GSXR_PostRenderFrame &
% B 15 LT RE. GSXR_PreRenderFrame M GSXR PostRenderFrame J: A~ J& GSXR i 4
TEIAR LA PR AL, GSXR W AR AT AR YE F B N AR T B 545, ff AR GSXR_
FrameRenderInfo ff¥] functionCount AN 1] A 0, H 4§ % fifi F %) %iE {1 Vi 42 I 58 06 20 /& GSXR
Runtime I 32 ¢ DI HE .

(10) HEMAEY, GPU M HEIEE YL APL A SZF gl s iE geshge, ) XR W HERF
BT FH T REEE X A T e X B A TR AT FE R N AT 2, AT 48 B St v
M 28UE BaE it GSXR FoveatedParameters I LAfiid, H ( focalX,focalY ) Ak#r AR BRH
ORI E R, RE A X A — b B —1~1 AOERE, LA (focalX, focalY ) ABHRfH 7
TULX A, Fn b S A A BE AR S, foveaFov, IR LA DX L5 i 5T
peripheralQuality, RIJE p 588 3 s S48 B .

GSXR il F K SR

FEAERTF & XR N HIRT, JFARE TS B E AR T A M, MR RLTE e+ ;a L
XA T, AN JR 22 XR W HISIRETT & 4T N 36al . AT 55 F2A 41 XR f;;;ﬁg
Plugin Management 1 GSXR UnityXR Plugin i F %% . ZC2EFIACHE . A E. mpd
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HF Unity ] GSXR $552 XR KIFESE

1. &% XR Plugin Management
[ 253% 1] & Unity 328082rh, %64 Edit—Project Settings, &l 1-8 if7~ .

File Edit Assets GameObject Component Window Help

Undo Select 3D Game Kit (GameObj... Ctri+Z
Redo Ctrl+Y
Undo History Crl+U
Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Paste As Child Ctrl+Shift+V
Duplicate Cirl+D
Rename

Delete

Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Search All... Ctrl+K
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Sign in...

Sign out

Selection >
Preferences...

Shortcuts...

Clear All PlayerPrefs

1-8 J%#E Project Settings iE£IN

[ 5 2] 7£ XR Plugin Management H ¥ Install XR Plugin Management i#F 17 %7 %%,
WKl 1-9 frs .,

& Project Settings =]

Adaptive Performance XR Plugin Management

Audio

Editor In order to use the new XR Plugin system you need to install the XR Plugin Management package. Clicking the
Graphics button below will install the latest XR Plugin Management package and allow you to configure your project for XR.

Input Manager
Memory Settings
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
v Services
Ads
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
Legacy Analytics
Tags and Layers
TextMesh Pro
Time
Timeline
Ul Builder
Version Control
Visual Scripting
XR Plugin Management

1-9 2% XR Plugin Management
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[ 9% 3] 223y, il 1-10 iR,

1-10 XR Plugin Management &3 If]

2. 7£ Unity 5 X\ GSXR UnityXR Plugin
[ A3 1] 5% GSXR & M F# GSXR UnityXR Plugin.
[ 43 2 ] #ili GSXR Unity SDK R “SDK F#k”, 4l 1-11 iR,

GSXR Unreal SDK GSXR Unity SDK

Wi 202249868 TR 20236027066

SDKIRAS: Vv_1.1.2 SDKIRAS: V_1.0.10/XRV_1.0.7

Unreal 2484 4.24, 4.25, 4.26, 4.27 | Unity SEiRRA: 2018LE

Fh: 1.75G Fh: 368M

Platform: Android ! Platform: Android |
N o | |-:m

& 1-11 GSXR UnityXR Plugin &5 H

[ 2038 3 ] 7F Unity SEHA%H, #%4F Window—Package Manager, & 1-12 i/,
[ 0% 4 ) MREEH TN GSXR UnityXR Plugin, Miif “+” $44TH FREM,
Add package from disk, H1& 1-13 fi7s,
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