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#A2 P &  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 programmin
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Basic Learning Outcomes and Dept.” s
Education
Objectives
A BEF a1 a@BeL i 4 Ability to integrate knowledge and technologies of computer .
501ence and information engineering.
B W R A% EF %2 i 3 Ability to design and conduct science experiments and to O
Validate hypotheses.
C TR Rt 8 2w 4 Ability to design and develop computer software and .
hardware
D |®i% x84 Ability to design and develop team projects. o
B PN F B AIRTAEE 2 i 4 o Ability of analytical thinking, creative research O
planning, and innovative development.
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#F = Week R % Subject/Topics # 3xRemarks
1 [Virtual Reality Introduction]
2 SketchUp Basic
3 [Virtual Reality Applications]
SketchUp Intermediate
4 SketchUp Advanced

Project 1: 360 Video & Cardboard App




[Virtual Reality History]
5 Unity Basic
Unity Terrain Interface

[Virtual Reality Hardware]
6 Unity Terrain with water, tree, grass, & wind
Project 2: 3D building modelling using SketchUp

[Virtual Reality 360]
7 Unity Script
SteamVR to playback and interact with 3D 360 Video

[Virtual Reality Input]
8 Unity Effects
SteamVR to navigate a 3D terrain

#p ¢ & Eix Midterm Exam
9 VR Experlence
Project 3: 3D terrain modelling using Unity

10 Al-empowered Speech Synthesis & Facial Animation

11 [Virtual Reality Output]

Unity 3D Model Move & Animation

12 Project 4: Al-empowered Speech Synthesis & Facial Animation

13 Unity Prefab Generate & Kill

14 Unity GoogleVR Cardboard App

[Virtual Reality 3D]

15 |Unity WaveVR Racquet Ball Paddle
16 [V@rtual Reality Audio]
Unity WaveVR Racquet Ball Serve & Score
17 [Augmented Reality Introduction & Application]

Unity Vuforia Basic

#p x4 i Final Exam
18 VR/AR Experience
Project 5: AR Interaction
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£13#7% % (Innovative Teaching)
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5 & (¥ (Transdisciplinary Projects)
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Textbook & Other References (Title, Author, Publisher, Agents, Remarks, etc.)
Lavalle. Virtual Reality. 2023. available online: http://lavalle. pl/books. html
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Teaching Aids & Teacher’s Web51te(lnclud1ng onlme teaching information.
Personal website can be listed here.)
Course materials can be downloaded from :
http://www. elearn. ndhu. edu. tw/moodle/
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