
 
 

"Mastering Unity Input for visionOS: Immersive AR/VR 

Development" 

Course Introduction: 

This course is designed to provide a comprehensive understanding of the Unity Input System 

specifically tailored for visionOS. Participants will learn how to integrate and utilize the Unity 

Input System to create immersive and responsive applications for Apple's visionOS platform. By 

the end of this course, students will be equipped with the skills to handle various input methods, 

enhance user interactions, and optimize performance for visionOS applications. 

Module 1: Introduction to visionOS and Unity Input System 

• Overview of visionOS: Understand the visionOS ecosystem and its significance in the 

AR/VR landscape. 

• Introduction to the Unity Input System: Explore the basics of Unity's Input System, focusing 

on its architecture and capabilities. 

• Setting Up Your Development Environment: Learn how to configure Unity and visionOS 

SDKs for seamless integration. 

Module 2: Understanding Input Devices and Capabilities 

• Input Devices Overview: Gain insights into the types of input devices supported by 

visionOS, including hand tracking, controllers, and more. 

• Capabilities of visionOS Input: Explore the specific capabilities and limitations of input 

methods available on visionOS. 

Module 3: Configuring Unity Input System for visionOS 

• Installing and Configuring Unity Input System: Step-by-step guidance on installing and 

setting up the Input System package in Unity. 

• Mapping Inputs for visionOS: Learn how to map and customize input actions for various 

devices supported by visionOS. 

Module 4: Implementing Hand and Gesture Recognition 

• Understanding Hand Tracking: Delve into the mechanics of hand tracking and how it 

enhances user interaction in visionOS applications. 

• Gesture Recognition Techniques: Explore techniques for recognizing and implementing 



 
gestures using the Unity Input System. 

Module 5: Controller Input Integration 

• Working with Controllers: Learn how to integrate and manage controller inputs within your 

visionOS applications. 

• Customizing Controller Schemes: Discover ways to customize and optimize controller 

schemes for enhanced user experience. 

Module 6: Advanced Input System Features 

• Utilizing Advanced Input Features: Explore advanced features of the Unity Input System, 

such as input processors and interactions. 

• Implementing Custom Input Actions: Learn how to create and manage custom input 

actions specific to your application's needs. 

Module 7: Testing and Debugging Input in visionOS 

• Debugging Input Issues: Gain skills in identifying and troubleshooting common input-

related issues in visionOS applications. 

• Testing Input Responsiveness: Techniques to test and ensure the responsiveness and 

accuracy of input handling in your projects. 

Module 8: Optimizing Input Performance for visionOS 

• Performance Optimization Techniques: Strategies to optimize input performance and 

ensure smooth interactions in visionOS applications. 

• Reducing Latency and Jitter: Learn techniques to minimize latency and jitter for a 

seamless user experience. 

Module 9: Building and Deploying visionOS Applications 

• Preparing for Deployment: Understand the steps necessary to prepare your Unity project 

for deployment on visionOS. 

• Building and Testing on visionOS Devices: Detailed guidance on building and testing your 

application on visionOS devices. 

Module 10: Case Studies and Best Practices 

• Analyzing Successful visionOS Applications: Study real-world examples of successful 

visionOS applications to understand best practices. 



 
• Best Practices for Input System Integration: Finalize your learning with a comprehensive 

review of best practices for integrating Unity Input System in visionOS projects. 

Course Conclusion: 

Summarize the key takeaways from the course and discuss potential future developments in the 

field of visionOS and Unity Input System. Encourage participants to continue exploring and 

experimenting with new input methods to stay at the forefront of immersive application 

development. 


