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1. Introduce the VR input/output/hardware
2.Develop and construct VR contents

3.Discuss VR applications in a variety of fields
4. Learn OpenGL programming
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Basic Learning Outcomes and Dept.” s
Education
Objectives
A FTAEERLEY i 4 Ability of lifetime learning in information profession .
B E A 7}4?5 4+ Ability of validate experimental result validation in O
1nf0rmat10n science field
C |Fmx1EZA&:E* i 4 Ability of integrated applications of information technology ®
D Tk st LB 4 Ability of information application system design and O
development
E B & TR 3 s 4 Ability of teamwork, communication, and coordination O
F A AR AR -0 4 Ability of problem solving regarding information and O
communication technology
G BifaT At 5 A~ % 4 Ability to understand information technology’ s multiple .
influences
i AR FMAAEFEA 4 Ability of bearing the social responsibilities being among O
information professionals
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1 Virtual Reality Introduction

Virtual Reality Applications
Unity Introduction




3 Virtual Reality History
Unity Script

A Virtual Reality Hardware
Unity GUI

5 Virtual Reality Input
Unity Physics

6 Virtual Reality Output
Unity Effects

7 Virtual Reality 3D
Unity Android

8 Virtual Reality Geometry
Unity SketchUp

9 #p ¢ ¥ i Midterm Exam
Virtual Reality Light

10 Unity Mecanim

1 Vi?tual Reality Vision
Unity & OpenCV

19 Virtual Reality Perception
Unity & Leap Motion

13 Viftual Rgality Rendering
Unity & Kinect

14 Vi?tual Reality Tracking
Unity Network

15 Virtual Reality Audio
Unity AR

16 OpenGL

17 ARToolKit

18 #p % ¥ 22 Final Exam
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[:] & ke 233 Group Discussion

D 289 ¥ Field Trip
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Textbook & Other References (Title, Author, Publisher, Agents, Remarks, etc.)
1. Lavalle. Virtual Reality. 2016. available online: http://vr.cs. uiuc. edu/
4. ¥ieE & ¥R, Unity 3D vkt s ol g, 2014,
5. Burdea & Coiffet. Virtual Reality Technology. 2nd Edition, John Wiley & Sons, 2003. (NDHU library

ebook)
6. E. Angel. OpenGL: A Primer. Pearson Addison-Wesley, 2007
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Teaching Aids & Teacher’ s Website (Personal website can be listed here.)

http://web. csie. ndhu. edu. tw/mtyang/vrl6fall/
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