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MexxayHapoaHas KOH(pepeHUUsa no HOBbIM 06pa3oBaTefibHbIM TEXHONIOMMAM
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CoBpeMeHHbIe TeEXHOJIOTUH
BUPTYa/JIbHOU PEaJIbHOCTHU B
HH>KEHEepHOM O0O0pa30BaAHUMU

PomaHeHKo Bnragnmup Bacunbesuy, K.T.H., 4OLUEHT

TOMCKWNI rocyaapCTBEHHbIN YHUBEPCUTET CUCTEM YNPABAEHUA U
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VR/MR/AR/RR are not
separate and distinct
things. They’re
convenient labels for
different points on a
spectrum.

Clay Bavor, VP, Virtual
and Augmented Reality
at Google
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BUPTYQAbHbBIM 3K3OCKEAET

MopaenmpoBaHue TaKTUAbHbIX OLLYLLEHUM
(Unity + PhysX + Arduino)
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JanbHenwune nytTm pa3BUTUA:
e JlononHeHHaA peanbHOCTb;
* BUpTyanbHbIN aCCUCTEHT.
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© Eyes Up&Down
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[ [Rotate the eyes horizontally




p

o A @
iL‘I uuuuuuuu MUCKUC Piibako® gpoHd
rocygjapcTeeHHoMY L vt a8 MR T T L @
“nie g yuusepewtety 140 ner TR D A0 MSE TR YH IDEDCHTET

MexayHapogHas KoH(pepeHLMsa no HOBbIM 06pa30oBaTeflbHbIM TEXHOIOMMUAM

TOMCK 30 mas - 1 IoHSA

Cnacu60 3a BHUMaHuUe!

E-mail: rva@2i.tusur.ru

PomaHeHKO Bnagmmmnp Bacnnbesuny
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