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Get hands-on practical knowledge of concepts and techniques for VR
development using Unity® and VRTK version 4. This book is a step-by-
step guide to learning VRTK 4 for developing immersive VR
experiences. Unity is a powerful game engine for developing VR
experiences. With its built-in support for all major VR headsets, it's the
perfect tool for developers to realize their vision in VR.


