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History of Augmented Reality

First head-mounted Dedicated ‘Augmented reality’ Virtual Fixtures, AR in theater
AR display AR laboratory termiscreated anadvanced AR system & entertainment
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XR Devices and Form Factors

Release 16 3GPP TR 26.928 V1.3.0 (2020-02)
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Someof the applications..
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and their names were-
Flopsy, Mopsy, Cotton-tail, and Peter.
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HeadlsetsSmart GlassedMobile Devices

XR
X =Variable
VR MR AR
Virtual Reality Mixed Reality Augmented Reality
o BB Microsoft
oculus B HololLens @ A
Windows Mixed Reality
Oculus Go Headsets Hololens ARKitiOS 11 ARCore
Facebook Microsoft Microsoft Apple Google
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omponents

GraphicaDesign PLATFORM/ENGINE AR ENGINE CodeDevelopment
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¢ Coal South Deep - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.20f1 Personal <DX11> — %
File Edit Assets GameObject Component Window Help
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‘= Hierarchy =] # Scene @ Asset Store ©® Inspector ® Lighting 2
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“Sﬂ Mesh1 ’ -~ Transform e
&7 Worker Position ¥l -50.57 363 IZ<653
Rotation X 0 Y6573 Z0
Scale X 0.1 Y 0.1 Z 041
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Materials 1
Lighting
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Additional Settings
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Radius 0.5
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* Favorites Assets » South Deep
O, All Materials Material (Material) 0 :

O, All Models
O, All Prefabs

w Assets
M Ciconia Studio
s Scenes
I South Deep
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A Visual Studio Editor Package version 2.0.16 is available, we strongly encourage you to update from the Unity Package Manager for a better Visual Studio integration
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Assembly Information
Filename Assembly-CSharp.dll

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class KameraKontrol : MonoBehaviour
{

private float hassasiyet = 5f;

private float yumusaklik = 2f;

Vector2 gecisPos;

Vector2 camPos;

GameObject oyuncu;

/[ Start is called before the first frame update

void Start()

{

oyuncu = transform.parent.gameObject;

}

// Update is called once per frame

Bs Project B Console 3 ! @mGame : Z/O'd Update()
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* Favorites Assets > Longwall+Project Vector2(Input.GetAxis("Mouse X"),
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- Ass_ets 3 - gecisPos.x = Mathf.Lerp(gecisPos.x, farePos.x, 1f /
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I Scenes camPos += gecisPos;
I Packages transform.localRotation = il
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A Visual Studio Editor Package version 2.0.16 is available, we strongly encourage you to update from the Unity Package Manager for a better Visual Studio integration ;\‘ § X ©®
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