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todayôs topics
I. setup VR in Unity

II. roll-a-ball + selection in VR





I. setup VR in Unity



tracking



éin our perspective, computers are

PC smartphone

VR Head-Mounted

Display (HMD)



éin their perspectives, humans are

PC smartphone VR HMD

mouse cursor and

keystrokes

touch points points (body parts)

in a 3D space



éin their perspectives, humans areé

PC smartphone VR HMD

mouse cursor and

keystrokes

touch points points (body parts)

in the 3D space

In VR, computers have to understand the position 

and motions of users in the space.

Therefore, we need to track the user.



Tracking

https://static.acer.com/up/Resource/Acer/Wearable/WMR/Design/Hotspot/20170922/Inside-Out%20Tracking.jpg



Outside-In: HTC Vive Pro

https://forums.tomsguide.com/faq/how-to-set-up-your-vive-base-stations-for-cabled-sync.111306/ddd



Inside-Out: Oculus Quest

https://hitmotion.games/oculus-quest-mixed-reality/



setup HMDs



Quest (FYI)

ÅRoom or stationary boundary 

ÅUpload .apk

Å Enable developer mode on your Quest

Å Using SideQuest

ÅEditor debugging: Enable Oculus Link (windows only, Install OculusSetup)

ÅEnable hand tracking

https://support.oculus.com/guardian/
https://learn.adafruit.com/sideloading-on-oculus-quest/enable-developer-mode
https://uploadvr.com/sideloading-quest-how-to/
https://support.oculus.com/525406631321134/
https://www.oculus.com/setup/
https://uploadvr.com/how-to-enable-quest-hand-tracking/


start with two

tutorials in HMD



setup HMD with straps

adjust interpupillary distance (IPD)

setup Oculus hand tracking



Oculus Link requirement

ÅQuest can work as a Rift (stationary setup)

ÅVR ready machine: see compatibility

ÅCable: USB 3 C to C / USB A to C (Anker)

ÅSoftware: Install OculusSetup, update to the latest version (> 1.43)

ÅQuest: update to the latest version (> 11.00)

https://support.oculus.com/444256562873335/
https://www.amazon.com/gp/product/B01MZIPYPY/
https://www.oculus.com/setup/


Enable Oculus Link



setup unity



VR APIs in Unity

Unity XR Input

link

Oculus Integration

link

VRTK 4

link

Å develop with the original code 

from oculus

Å the latest feature included 

(e.g., hand tracking)

Å a wrapper so that you donôt need to touch oculus code

Å not always have the latest feature

https://docs.unity3d.com/Manual/xr_input.html
https://assetstore.unity.com/packages/tools/integration/oculus-integration-82022
https://github.com/ExtendRealityLtd/VRTK


VRTK 4

link

VR APIs in Unity

Unity XR Input

link

Å develop with the original code 

from oculus

Å the latest feature included 

(e.g., hand tracking)

Å a wrapper so that you donôt need to touch oculus code

Å not always have the latest feature

Oculus Integration

link

https://github.com/ExtendRealityLtd/VRTK
https://docs.unity3d.com/Manual/xr_input.html
https://assetstore.unity.com/packages/tools/integration/oculus-integration-82022


Create a new project

Create a 3D project



Build platform for Quest

ÅFile > Build settings > select 

Android

ÅSwitch Platform



Import Oculus Integration

1

Search Oculus Integration >

Download >

Import

2 3



Takes a while to import

ÅYou will see Oculus folder in your 

project window.



we also want to use the

roll-a-ball project.
1) export project as .unitypackage

2) import custom package



Export the roll-a-ball project

as .unitypacakge

Select Assets in your 

Project Window 
1

Assets > Export 

Package
2

3



Export your project as .unitypackage



Import the roll-a-ball

ÅAssets > Import Package > Custom Package



Import !



There are some errors after the import

Å Because Oculus Integration has a script also named as PlayerController.

Å We donôt have Input System in this new project. We will use the input provided by 

Oculus, therefore we need to remove the code from the input system.


