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What is Virtual Reality?

Virtual Reality Is a digital 3D environment that
gives the user the feeling of being inside
another world.

In VR, the user can usually:
Look around naturally

Move inside the environment
Use controllers or hands
Interact with objects

Receive visual and audio
feedback
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Why VR?

VR allows users to experience places, systems, or
situations in an Immersive way.

A=ducation

Alraining simulations

ACultural heritage

Alourism

AArchitecture

AGames

ASafety training

Aviedical and technical training
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A A 3D environment

A A user/player rig

A A camera or headset view
A Input devices

A Interactable objects

A Ul and audio feedback

A Logic/scripts
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Starting from a simple idea

What should the user experience, learn, or do?

nNnCan we create a VR exper.i
explores a photorealistic 3D map and learns about
a | andmar k?0

From this idea, we define:
A The environment

A The user movement
A The interaction

A The feedback

A The final goal
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Unity can be used for:

A Games

A VR experiences

A AR applications

A Training simulations

A Educational applications
A Interactive visualizations
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X Install these packages:

2 XR Interaction Toolkit
3.XR Plugin Management

Englne 4.Input System

N

A \ \\
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Artwork made with Unity by Keijiro Takahashi.
My City ! i 6
| } Il } 7/56

Unity Package Manager: Installi@ packages (47/56)
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Ctrl+V
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2 Project Settings

Adaptive Performance
Audio
Editor
Graphics
Input Manager
Input System Package
Settings
Memory Settings
Package Manager
Physics
Settings
Physics 2D
Player
Preset Manager
Guality
Scene Template
Script Execution Order
Services
Tags and Layers
TextMesh Pro
Time
Timeline
U Toolkit
Version Control

Unity Version Control Settings

Visual Scripting
XR Plugin Management

Package Manager
Advanced Settings
Show Pre-release Package Versions

Q Pre-release package versions are in the process of becoming stable. The recommended best practice is to use them only for testing purposes and to give direct feedback to the authors

Scoped Registries

Q By installing a scoped registry, you might give third parties access to your data.

New Scoped Registry Mame Cesium
URL https://unity.pkg.cesium.com
Scopelsl - com.cesium.unity
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Unity Registry Cesium for Unity

My Assets

Built=in
services
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# Cesium

Last refresh May 27, 18:41

1.23.2

Cesium for Unity
1.23.2 - May 01, 20286
From Cesium by Cesium

COMm.Cesium. unity

Install

Q This package is hosted on a Scoped Registry.

Description  Version History  Dependencies

Cesium for Unity brings the 3D geospatial ecosystem to Unity, By combining a high-act
full-scale WGS584 globe, open APls and open standards for spatial indexing such as 3D
and cloud-based real-world content from [Cesium ion] (https:/fcesium.com/fcesium-ion)
Unity, this plugin enables 3D geospatial workflows and applications in Unity.
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Packages

XR Plugin Management

OpenXR Plugin
1.14.3 - April 18, 2025
From Unity Registry by Unity Technologies Inc.

com.unity.xr.openxr

Install

Q xr iI1T|.'.‘“|

Packages
¥R Interaction Toolkit 3.0m

XR Plugin Management
4.5.4 - December 19, 2025
From Unity Registry by Unity Technologies Inc.

e Then Install these package:

454 @

2. XR Interaction Toolkit
3.XR Plugin Management
4.Input System

com.unity.xr.interaction.toolkit

Install

Descrption  Version History  Dependencies

A high-level, component-based, interaction system for creating VR and AR experiences. It
provides a framework that makes 3D and Ul interactions available from Unity input events.
The core of this system is a set of base Interactor and Interactable components, and an
Interaction Manager that ties these two types of components together. It also contains
components that you can use for locomotion and drawing visuals.
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X Project Settings
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Editor
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Player
Preset Manager
CQuality
Scene Template
Script Execution Order
Services
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Diagnostics
In-App Purchasing
Shader Graph
Tags and Layers
TextMesh Pro
Settings
Time
Timeline
Ul Toolkit
Version Control
Unity Version Control
Visual Scripting
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Selected Profiles

Is
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- Physic P A J[Cpen At ne eraction profile must be added. Please select which controllers you
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Project Validation
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Turn Off
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s (4) of Checks (13) Show all Ignore build errors

will betesting agal the Features menu.

[OpenXR] [Optional] Switch to use InputSystem.XR.PoseControl instead of
OpenXR.Input.PoseControl, which will be deprecated In a future release.

[OpenXR] [Optional] Switch to use StickControl thumbsticks instead of Vector2Control, but
may break existing projects that have code dependencies to the Vector2Control type.
StickControl allows more input options for thumbstick-based control, such as acting as both
a combined 2D vector, two independent axes or a four-way Dpad with 4 independent
buttons.

[XR Plug=-in Management] Run In Background must be enabled or Input System Background
Behavior changed to avold head-locked rendering of the main camera when focus is lost,
such as when the universal menu/system shell is opened.

Fix
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