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Lollygagger

Two scenes



Lollygagger

trigger 



1. First you need the Cardboard SDK 
for unity.
2. Next you need the unity asset 
package containing the sample 
game.



Get the sample code

https://github.com/googlesamples/cardboard-
unity/archive/master.zip

https://github.com/googlesamples/cardboard-unity/archive/master.zip


Get the sample code





Configure Unity

Edit Preferences 
External Tools Android SDK Location



Android SDK Location



File New Project 
Lollygagger



Import the game assets

Assets Import Package 
Custom Package

lollygagger_step0.unitypackage



Import



Configure the Android player

File Build 
Settings

Android

Switch Platform





project Assets



Add the game scenes to the build.

Assets/MainMenu
Scenes In Build

Assets/GameScene





Configure the Unity player settings

Player Settings

Resolution and 
Presentation

default
orientation Landscape Left





Other Settings

Bundle ID

com.<yourcompany>.<appname>





Save

build and run

Lollygagger.apk





Congratulations!





Add the Cardboard SDK to the project

Assets
Import Package Custom package

CardboardSDKForUnity.unitypackage

Open





Import



Add cardboard mode to the main 
menu scene

stereo cameras 
related scripts 

stereoscopic view



Open the main menu scene

project
Assets

MainMenu

Main Camera 

Component
Cardboard Update Stereo Cameras





Note

Assets Reimport All





Canvas Hierarchy
inspector

Render Mode World space

position (0, 0, 750)





Main Camera 
Canvas



Canvas 

circle control  Event 
Camera 

Scene Main 
Camera 









The prefab button

cardboardButton
Assets/Prefabs

Hierarchy
Canvas Panel

cardboardButton





Write the Cardboard Mode Script

Canvas

Canvas hierarchy

properties
Add Component



New Script

CardboardModeMgr
CSharp

Create and Add



Handle Cardboard mode

CardboardModeMgr









Pro Tip

Assets Sync 
Monodevelop Project Assets Open 
C# Project





scene
EventSystem

Component
Scripts Gaze Input Module

Gaze Input Module 

Vr Mode Only 
Gaze Input Module





Associate the camera with the other 
game objects

gaze the main 
camera 

Canvas hierarchy

Main Camera Cardboard Mode Mgr



Associate the click event with the script

scene
buttonCardboard

On Click ()  

+



Runtime Only 

Canvas

CardboardModeMgr.ChangeCardboardMode()



Testout the main menu!







Add Cardboard view to the Game Scene

game scene

Main Camera 

first person
main camera player



Component
Cardboard Update Stereo Cameras



Note

Assets Reimport All



Add Cardboard Mode Manager script

scene Canvas

Component Scripts
Cardboard Mode Mgr

Main Camera script
Main Camera



Add the GazeInputModule script to the 
EventSystem

scene
EventSystem

Component
Scripts Gaze Input Module



Gaze 
Input Module 
first

Vr
Mode Only 

Gaze Input Module



Save and Run!

File Save scene

File Save project

File Build and run 



Change Aiming to be based on the gaze 
of the player

2D world finger touch
rotate

VR mode
actual user Cardboard

SDK handles that



Make the ending menu VR compatible

Render Mode World space

position (25, 0, 135)

Width Height 240 180

pivot   (.5, .5)

scale (0.04, 0.04, 0.04)



Event Camera 
Main 

Camera

Save

Build & run 



Congratulations!!! 

giant step 
Cardboard using 

Unity. 

so 
many more facets 
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