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WELCOME!

• This is a walk-through document that will help you understand how the Playing with
Protons AR AuthoringTool for Windows and Mac works.

• Here, you will learn to create, save and share your own AR-enhanced projects with
multimedia contents such as 3D models, avatars, images, videos, gif files and more.

This Authoring Tool has been developed exclusively for the Playing with Protons Goes digital project. 

Its use under the scope of this Erasmus+ project is free for educational and non-commercial use.

Also, don’t miss the “Navigating through the Viewer” document to see how you can visualize your

projects in your Android devices!



INITIAL WINDOW
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The first time you enter, the tool
will ask you for a code.

The registration code is unique to
you and you will receive it in your

email once you have registered into
the platform.

If you don’t have your registration code, 
you have to register by entering your

invitatation code.
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Insert the Invitation Code (find your country’s
code at https://playingwithprotons.infn.it/ar-

platform )

https://playingwithprotons.infn.it/ar-platform
https://playingwithprotons.infn.it/ar-platform
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Fill in the data and click
Register.

You will receive your registration
code in your email.
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Introduce your registration
code and click Enter.



HOME PAGE
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This is the
home page 
with links to
the Project’s

web

and social 
pages.
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You can only use your code in 
one PC.

If you want to transfer your
code to another PC, release it

from here first.
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From here you can 
access the Authoring

Tool to create your AR 
projects

and the Content 
Manager to organize

your multimedia 
contents.



AR AUTHORING TOOL
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Let’s create a new 
project.

You can always go back to
the Content Manager or
Home page from here.

Initial demo Projects.
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You can create two kind of
projects: With and Without

image markers.

You have to choose one type for
your project.
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Simple Markers: one
marker (image) is the
base for multiple AR 

Content
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2 (3 and 4) Marker Interaction: 
they show some AR content

when you point at them
separately, and other content
when they are close together. 
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Surface Detection: When the
device detects horizontal 
surfaces it places the AR 

content over them.



18

Let’s create a Simple 
Marker.
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The first thing to do is to select
an image for the marker.

You can do this by selecting it
from the images already added to

the tool, by taking a picture or
uploading it (in .jpg or .png 
format) from the computer.
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The marker will be shown in this
square and you can’t move or

interact with it. 

You can change it by selecting a 
new marker.

Once you select a 
marker the AR 

Content buttons are 
enabled.

Click the arrow to
find more options.



21

Click to go up on
the options.
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You can create a 
ReadyPlayerMe

avatar
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The ReadyPlayerMe avatars are 
created through a 3rd party

web page.

Click here to open 
the web page.
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Follow the
instructions.
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Follow the
instructions.
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You can modify multiple aspects of
the avatar such as the face type, 

skin color, hair, clothes, facial add-
ons etc.

When you are ok with
the avatar click Next.
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Copy this link and go
back to the Authoring

Tool.
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Paste the URL 
and press OK.
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The avatar will be saved
in the tool for future use 
and it will appear in the

scene.
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If you download the avatar 
directly from the Ready Player Me 
webpage as a .glb file, you can 

load it from here.
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You will only have to find the
.glb file in your computer.

Remember: you can only load in this
section avatars made with Ready Player 

Me. Other kind of avatars might not work
properly.
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When a multimedia object is
added to the scene (excluding
markers) you will be able to
move and rotate it using the

arrows and circles.

And if you press
the button.
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Arrows will
change so you
can scale it.
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Once you have at least
one AR content, you will
be able to Preview it or

save the scene.

At the bottom, you will find
the specific options for each
content type, in this case, 

avatar animations and 
talking option.
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You can choose one or more animations that will
reproduce in sequence. 

You can decide if at the end of the last animation
the first one will be reproduced again or not by

selecting/ deselecting the Loop option.
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Here you can select, record or upload an audio file that will be 
attached to your avatar. The avatar will move the lips

accordingly (it has a small lag).
The audio can be set as loop.
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These are basic shapes
(primitives) ready to be used in 

the scene.
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Once you add it to the
scene you can change its

color.
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And height (because the
scale tool scales the

objects proportionally).
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Here you can choose a 3D model or
upload your own. They can be 

texturized, animated, both, or none.

If the model has materials and 
textures outside the model file (such

as .mtl along with the .obj file) 
make sure to include all of them

inside a .zip file.
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At the moment 3D models don’t
have further options.

They will appear with the materials
and textures loaded with them, and 

all animations included will be 
reproduced one after the other and 

in loop.
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Images can be in .png, .jpg or
animated .gif format. You can 

also take a picture at the
moment.
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Images don’t have further
options at the moment.
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The Text option allows you
to select a font type and 
create some text using it.
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You can change the text
displayed, the size of the font

and color.

You can make it bold, italic…
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…underlined, or a 
combination of the three.
Finally you can select the

alignment of the text.
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TIP: If the sentence looks too
compressed with a big font… 
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… make the font size smaller…
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…and then resize the text object
with the resize tool as much as 

you want.
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Here you can select an
audio file in .mp4 or .wav

format, record it yourself or
load it from the computer.
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If you want to record an
audio click on the

microphone.
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Click again when you have
finished recording.

Experience shows that AR 
contents should not be very

long to keep the user
interested. That’s why the max

time of recording is 30 
seconds.
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You can hear the recorded
audio and, if you like it, Save

it.
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Try giving it a meaningful name so 
it’s easy to find, as audios don’t

have a preview option.
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Audio files are represented
with a little music icon that
won’t later appear in AR.

Here you can stop/play the
audio and select if it’s
reproduced in loop (by

default it’s not)



56

You can select a video file 
from the list or upload your

own .mp4 video file.
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Here you can stop/play the
video and select if it’s
reproduced in loop (by

default it’s not)
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If you click and hold in the
thumbnails (except for

Shapes and Texts) you can 
delete them.

As you will see a bit later, it’s easier to
do it from the Content Manager, 

because you can delete many at the
same time, but if you need to delete

for example a picture you don’t like or
a model that didn’t load correctly, this

is a good option.
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You can duplicate
any of the objects

in the scene
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Use the mirror button
and select the axis (x, 
y, z) to mirror any of

the objects.
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From the moment you place 
your first content in the scene
you will be able to open the

Actions window.

Here we have placed an
avatar, an aniamated 3D 

model and an image.
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Here, you can create simple 
interactions with visual coding.

This reads:

1. When the user points with
the camera to the
metaclass_marker image
and the system regonizes
it

2. It will immediately (after
0 seconds) show an
avatar, a model called
enery_sphere and an
image called
mars_habitat.

Drag and drop actions
from the left to replace
the ones in the right
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After changes, this reads:

1. When the user points with
the camera to the
metaclass_marker image
and the system regonizes
it

2. It will immediately (after
0 seconds) show an
avatar.

3. Then, after two seconds it
will show the
energy_sphere model and
hide the avatar (hide on
next action)

4. Finally, when the user
touches the screen, it will
also (because the model
has keep visible active)
show the image.
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When you are happy
with your project, click

on Save.
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The first time you will have to
give the project a name and 

select at least one of the tags.
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Here you will see the
scenes of this project.

Let’s click on Back.
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Here we can see our
new project saved.
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We can now select it and 
• Edit it, 
• Print its markers as 

PDF,
• Delete it or
• Save it in the PC to

share it

If we press Edit…
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Because we already have a 
scene, and it’s marker-based, we

now can only select marker-
based options. For example, 2 

Marker Interaction.
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In a 2, 3, or 4-marker interaction
scene, we will first choose all the

markers.
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Once, we have both markers selected
we will be able to choose content for

any of them.
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Here, we tell the tool that whe
markers are seen separately, we want
to display an image in the first one.

We will press Together to select the
content that will be shown when the

markers are close to each other
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Now, we assign a 3D model to the
first marker and we put it near the
second so it appears over both of

them.
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This is how it will appear when we
put both markers close to each

other.

Careful! The order of the markers
(which one is in the left, which in the

right) matters. 
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If we want to share 
our project, we

select it and press
Save.
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Select a folder and 
give the file a name.

Then press Save.
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The project is saved in your
computer. 

You can now transfer it to another
computer (vía email etc.) to edit it, 
or a mobile device to visualize it.

A very useful option, if you only want
to share with users that will only

visualize it, is to create a QR code that
will be accessed by the Viewer to

download the project.
Let’s se how…
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You can upload the project to a repository such as 
Google Drive, One Drive or Dropbox, or a dedicated
server if your institution has it (make sure you can 
donwload it from outside the institution so the app 

will download it).

In Google Drive for example, you
have to change the access of the
file by clicking on Obtain Link…



80

…and then giving access to any
person with the link.

Now, copy the link…



…and paste it in a QR creating web.

You can now download a QR code
that will be accessed from the

Authoring Tool and the app to import
the project. Let’s see how.
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Back in the main window, if we don’t
select any project (click outside projects
if any of them is selected) we can import

projects.
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We can do it so loading the .aclass
file from the computer or scanning a 
QR code that points to the .aclass

file.

If we press Scan…
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The camera will open and when you
point with it to the QR code…
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The project will be imported in the
tool.
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Finally, we can select several projects at 
the same time by long clicking on a 

project and then selecting as many as we
want. 

When more than one project is
selected we can only delete or save

them. (Cancel button cancels
multiple selection)



CONTENT MANAGER
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Here you can add and delete multimedia contents such as images
(for markers or AR contents), avatars, models, audios and 

videos).

This window helps you prepare the content for your projects
beforehand, and then, access them easily when you create a 

project in the Authoring Tool

You can always go back to
the Authoring Tool or Home 

page from here

The options are the same as seen in the
Authoring Tool but here you can add new 
contents faster (they are not added to any
project) or delete several at the same time.



89

Click on any of the
thumbnails to make the
Delete option appear.



90

Click on the name to change
it.
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Click and hold to select
multiple contents at the

same time.
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The tool will not allow
deleting contents that are 

being used inside a project.
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You can create a new marker by
taking a picture or by loading it
in .jpg or .png format from the

computer.
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You can create a new 
ReadyPlayerMe avatar or

load one from the
computer.
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The tool admits different
model formats: (animated) 
.gltf, .glb, .fbx and (non-
animated) .obj, .stl, .mol, 

.pdb, .3mf, .ply

If the model has materials and 
textures outside the model file (such

as .mtl along with the .obj file) 
make sure to include all of them

inside a .zip file.
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You can add images to use 
as AR contents the same
way you add markers.

Apart from .jpg and 
.png formats you can 
also add GIF animated

images here.
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You can add audio files in 
.mp3 and .wav formats by
recording them or loading
them from the computer. 
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You can add video files 
from your computer in 

.mp4 format.



99

Website

partners

Social

www.digitalprotons.eu

https://www.instagram.com/digitalprotons/
https://www.facebook.com/digitalprotons
https://twitter.com/digitalprotons
https://www.digitalprotons.eu/
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