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Introduction to Virtual Reality
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Course Objectives

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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Dept.’ s Education Objectives
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Acquire academic knowledge, develop professional skills
9 BRLIFTLE > A7
Inspire innovative thinking, increase analytical problem solving ability
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Promote teamw ork spirit, encourage coordination and cooperation
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Sublimate professional ethics, engage social responsibility
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Cultivate humanities, broaden global perspective
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Basic Learning Outcomes
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Ability of lifetime learning in information profession
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Ability of validate experimental result validation in O

information science field
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¢ Ability of integrated applications of information technology ®
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D [Ability of information application system design and O
development
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Ability of teamwork, communication, and coordination
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F [Ability of problem solving regarding information and O
communication technolog
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G |Ability to understand information technology’ s multiple o
influences
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H [Ability of bearing the social responsibilities being among O

information professionals
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Course QOutline

. VR Overview

. VR Input

. VR Output

. VR Hardware

. VR Application

.Open GL Overview

.Open GL 3D Graphics and Transformation
.VRML & X3D

.ARToolKit

10. 3D Display Technology

11. Construction of 3D contents

12. Construction of Panorama & Object Movie
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Resources Required (e.g. qualifications and expertise, instrument and equipment, etc.)
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Course Requirements and Suggested Teaching Methods
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