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Introducing

MX Ink
Mixed Reality (MR) Stylus for 

Meta Quest



MX Ink Combo
MX Inkwell - charging dock

MX Ink
Works just like a Touch Controller

~30 grams

MX Ink
Mixed Reality (MR) Stylus for Meta Quest

High-precision Spatial tracking
Works on 2D surfaces & in-air
Analog Sensors



MX Ink: Legacy Touch Controller Mappings

Grab

Options
Click → A
Double Tap → B (touch)

Click
Meta OS 

Tip: Pressure sensing 
tip for natural writing 
and drawing
→ Thumbstick x-axis

Pressure: Pressure sensing analog 
input for drawing and writing in-air
→ Trigger

LED
Power status / connectivity

Haptics



First Class Citizen on Meta OS



Stylus Settings in Meta OS (v69 and later)
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Setting up MX Ink
7

Be sure to have Meta OS v68 or later. 

Enable Public Test Channel to get the latest OS.

In the Meta Horizon App: 

Headset settings ->Advanced settings -> Public Test Channel

Pair MX Ink using the Meta Horizon App, if you don’t see the ‘Pair stylus’ 
option, try pairing as a Quest 3 right controller.
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Developing apps for MX Ink
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Get the 3D model and unity prefabs from our website:

https://logitech.github.io/mxink/

If your MX Ink is already paired, you can get access to it’s inputs and pose 
(position and orientation) in the same way you would do for a Quest 3 right 
controller (legacy mode):

gripButton
secondaryTouch (on double tap)
primaryButton

primary2DAxis.x trigger
SendHapticImpulse(amplitude, duration)

https://logitech.github.io/mxink/
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Reading MX Ink inputs
9

In Unity 2022.3.30f1 and later:

InputDevice right_hand_device = 

UnityEngine.XR.InputDevices.GetDeviceAtXRNode(XRNode. RightHand);

right_hand_device.TryGetFeatureValue(CommonUsages.trigger, out stylus_pressure);

  

Vector2 thumbStick;

right_hand_device.TryGetFeatureValue(CommonUsages.primary2DAxis, out thumbStick);

stylus_tip = thumbStick.x;

right_hand_device.TryGetFeatureValue(CommonUsages.gripButton, out stylus_grab);

right_hand_device.TryGetFeatureValue(CommonUsages.primaryButton, out stylus_back);

right_hand_device.TryGetFeatureValue(CommonUsages.secondaryTouch, out stylus_double_tap);
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Food for thought
10



11

11

Early experiments with MX Ink
Click on the images

WebXR Figmin ShapesXR 

https://www.linkedin.com/posts/fabiojcortes_logitech-mx-ink-webxr-built-this-quick-activity-7222357674095497216-DFrz?utm_source=share&utm_medium=member_desktop
https://youtu.be/lxJ1Inc4UbI?si=r43s-FkM7Xxll13B
https://x.com/javierdavalos/status/1820529800542552389

