
EE 267 Unity Notes 

General: 
Unity is a gaming engine that assists us in building virtual worlds, interactions, and 

games for our VR headsets. It’s an incredibly powerful tool that incorporates much of what 
we’ve learned in the class, and more! When working in the Unity environment, you’ll have a 
much better understanding of what’s happening under the hood. Note: everything in this lab is 
optional. The purpose is to get you started with Unity if you intend to use it for your final project. 

 
The purpose of this document (and the class, in general) is not to teach you how to use 

Unity, but rather to provide the background knowledge for how the system works and leave the 
specifics of implementation up to you. Unity is a very graphical environment, but also allows for 
scripting in C#.  

 
Unity is a large, powerful tool! We encourage you to read through (glance over) the 

following tutorials and ask the internet, peers, and TAs for help.  

Getting Started Video 
https://drive.google.com/open?id=0B5NTUnzaBybMT2J0d0dsYTJOUW8 

Starter Hardware: 
Unity will work with our hardware kit! In fact, the Viewmaster displays have the exact 

same parameters as the Google Cardboard headsets, a predefined camera type in Unity. 
Additionally, we can stream Serial data into the Unity engine for communication with the IMU. At 
the moment, we do not support positional tracking in Unity. 

Starter Software: 
Unity is preinstalled on the lab computers. If desired, you can download Unity for your 

personal machine. Unity is available for free download: https://unity3d.com/. You will be asked 
to make a Unity account to use the software. 
 

Our headsets have the same specifications as the Google Cardboard headsets. To use 
the Google VR SDK with Unity, please download the package here: 
https://developers.google.com/vr/unity/download#google-vr-sdk-for-unity 
The cardboard plugin we provide with the starter code uses old cardboard parameters which 
match the ViewMaster. If you’d like to develop a project for the newest Cardboard and see no 
warnings while compiling, please change the Cardboard camera in Unity to the newest version. 

 
Serial communication is done through the vrduino.ino code and the readUSB.cs file for 

Unity. The vrduino.ino is the same that is used in HW7, so no need to reinstall if it’s currently 

https://drive.google.com/open?id=0B5NTUnzaBybMT2J0d0dsYTJOUW8
https://unity3d.com/
https://developers.google.com/vr/unity/download#google-vr-sdk-for-unity


running on your VRduino. If not, we’ve included it for you to install. The readUSB.cs file for Unity 
will take care of streaming the data into Unity, but does require you to name the correct port on 
line 9. No more WebSocketsServers! As of 5/26/17, the VRduino only works with Macs. We 
are working on PC support. 
 
 

Starter Files: 
● vrduino: We have released a working VRduino code to stream quaternions to the 

computer. The quaternions stream by default - no need to select which type of 
data to stream. 

● Unity: We have implemented a simple unity scene with the Google Cardboard. In 
Unity, open the entire project folder, not a specific file. Under First Person 
Controller -> Cardboard Main, the settings should use read as follows: 

○ Screen size: Nexus 6 
○ Device Type: Cardboard May 2015 

● readUSB.cs streams quaternions from your headset to Unity. Unlike with the 
Node server, you will need to update this file with the correct USB port 
name on line 9 of readUSB.cs. 

● Start the game simulation by hitting the Play button at the top of the main 
window. Drag the Game window from your main screen onto the secondary 
display (your headset) and maximize the screen. 

Tutorials: 
● Intro to program, layout, etc. 

○ https://www.raywenderlich.com/147687/introduction-unity-getting-started-part-12 
○ Important learning: Any changes you make after pressing the start button will be 

lost when you press stop. Make all your edits in the stopped mode. 
● Intro to basic game design: 

○ https://unity3d.com/learn/tutorials/projects/roll-ball-tutorial/introduction-roll-ball?pl
aylist=17141 

● Unity VR overview: 
○ https://unity3d.com/learn/tutorials/topics/virtual-reality/vr-overview 

● Getting started with Cardboard 
○ Our ViewMaster has the same specs as Cardboard. We can use the Google 

Cardboard SDK for development. 
○ https://developers.google.com/vr/unity/get-started#setting_up_cardboard 

 
Less relevant, but still helpful: 

● Getting started with C#. 
○ It’s really not a hard transition to make. This site provides a good overview of how 

scripting works in Unity. 
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○ https://unity3d.com/learn/tutorials/s/scripting  
● Unity Tutorials over every subject:  

○ https://unity3d.com/learn/tutorials 
● Unity user manual 

○ https://docs.unity3d.com/Manual/index.html 

Hints: 
● The huge and helpful developer community is your friend this week! People have 

created amazing works with Unity, so if you’re having any questions or frustrations, see if 
someone else has solved it and shared their learning with the world! 
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