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AR & VR in real life

3 km/h

T

19:18ZFIiX

1298 \
D REEE X

BHSM

T .



AR & VR in real life
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b ) AR & VR in real life
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AR & VR in real life
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AR & VR in real life
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History of VR
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2016 Microsoft
Hololens

2017 HTC Vive

2016 Oculus Rift
(Meta Quest)
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Imported Object
App Controller (Mono Script)

Assembly Information

<Persp

Filename Assembly-CSharp.dll

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Unity.XR.PXR;

public class AppController : MonoBehaviour

{
// Start is called before the first frame update
void Start()
r

L
PXR_Boundary.EnableSeeThroughManual(true);

}

ENE {/ Update is called once per frame

void Update()
& 21 {

}
}
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