Finishing touches

Now that all the basic elements are in place, you can add some features to the scene to make it
more user-friendly.

First of all, change the color of the left and right controller object to easily tell them apart. To do
this, click on the whole model groupl object, then on Material > Surface Inputs. Change the Base
Map to a different color for each controller. In the Demo Project, you can see that the left controller
is blue, and the right controller is red.

Now you can improve the looks of teleportation and raycasting. In the XR Ray Interactor properties,
under Raycast Configuration, change the Line Type to Projectile Curve. You can also change the ray
color: in the template, the Invalid Color Gradient is set to transparent. This makes the ray invisible,
until it is pointed at a valid target.

A teleportation reticle can also be added to the ray. To prototype this, create a new cylinder,
rename it Teleport Reticle, remove the collider, scale it down to 0.5 and lower the Y axis to create a
disk shape. Create a new material called Reticle Base, set the shader to URP/unlit, set the surface
type to transparent, choose a color, and decrease the alpha value to about 70. Drag the new
material onto the Teleport Reticle object and assign the Reticle to the Reticle property of the Line
Visual component. You can see a transparent reticle at the end of our ray which appears when
hovering over an eligible object and provides some additional feedback to the player on their
teleport location.

To make this element more interesting, you can use a ShaderGraph instead of a solid color. Right
click in the Project folder and select Create > Shader Graph > URP > Unlit Shader Graph, then
open the new shader in the shader editor. In the Graph Inspector, change the Surface Type to
Transparent and the Render Face to Both. Now let's create two colors in the left-hand panel for the
shader effect. Switch the Graph Inspector to the Node Settings window to view the properties for
each color. Make the TopColor fully transparent, and the BottomColor your preferred shade. To
create a gradient based on the height of the model, right click in the open space and select Create
Node then search for Position. Update the Space value to Object. Create another node for Split.
Connect the nodes by dragging the node marker from the output of Space to the input of Split.
Create a Lerp node, then connect BottomColor to A, TopColor to B, and the output of Split to T.
Next drag the Lerp Output to the “Base Color” Fragment. Create a new Split node and drag in the
Lerp output, then drag the alpha channel from the split to the alpha on the Fragment. This will
allow you to separately control the alpha values. The Shader setup is now complete. Click on Save
Asset and return to the Scene. Right click on the Shader and select Create -> Material. This will
create a new material with the shader already applied to it. Next apply the material to our
teleportation reticle cylinder. Once applied, choose some colors and play around with the alpha
channel.
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