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Why Unity?

ÅLarge community

Å#1 Engine for VR development

ÅCross Platform



Platforms ơOculus Rift



Platforms ơSamsung Gear VR



Platforms ơGoogle Cardboard



Platforms ơMicrosoft Hololens



Platforms ơSteam VR



Platforms ơPlaystationVR



Platforms ơSo Many More
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Input & UX

Oculus
https:// developer.oculus.com/documentation/intro-vr/latest/

Google
https:// www.google.com/design/spec-vr/designing-for-google-
cardboard/a-new-dimension.html

https://developer.oculus.com/documentation/intro-vr/latest/
https://www.google.com/design/spec-vr/designing-for-google-cardboard/a-new-dimension.html


Input & UX

Avoid motion sickness

ÅAlways maintain head tracking

ÅStable horizon

Be mindful of G-forces

ÅGravity is always down

ÅCanƥt feel velocity



Input & UX

Pretty good at standing

ÅArms tire easily if flailing about

ÅOr holding something up

Eyes tire too

Å In order to focus, we need convergence

ÅForcing converge between near and far 
can tire the eyes

ÅKeep focus at ~ 2 to 5 meters



Input & UX


