CH1: INTRODUCTION TO VIRTUAL REALITY
TECHNOLOGY

ASSOC. PROF .DR. PINANTA CHATWATTANA
DEPARTMENT OF ELECTRONICS ENGINEERING TECHNOLOGY

CIT, KMUTNB




& =
LA WITUNLSE W

UNU

Uz AR NNLTWEN

AT INTANY

wIAERNanZauAllagANLdnaTuLaRon

UL ANUAZRann1svinuwaauallagnnu duwasalon
walwladaainaduadanlvionisn
UsTeenazzadinzaumaluladanadnasaadion
wAlwlagANdwasuaRowa1nSUIIWNISHNY

Unaqu



UNII

" aaifinasuiafian (Virtual Reality) n3aua11 319 (V [ R) Lﬂuam‘wLL’maauﬁf\haa\ﬂﬂaﬂauﬁ'aLmaﬁ

Aanwanaasluaudn  asuadonainainazidnisaniefudeiiiuatunisuaudis
LARITIUBIDADNTILAES 1158 qﬂﬂimuammaamﬁﬁ

: Qﬁlﬁmmaﬂimmauﬁ’uﬁ\jLnﬂaauLaﬁaulmﬁ\jm‘ﬂﬂaqﬂﬂimhmemgm 2% LUANN M58 E LTwAL

B dnwwinaaxdnaavavatnisavinluratsnulanasula 12w n1ssnaaunisinindn danisavinlulana19ann
ANMNLTWASUALA 129 LNNANLDWASuLaNaY (TR



® |van Sutherland
B 9N WAINASEHZETNER

" MsIRuLasRRIALLLaEAMTUAIwANTIING
LaznsinaaalunisinangsguiaaLNsn

® Neil Armstrong

B W00 TINEINATHEETNNA

" yalulagnissnanunistn

|

|

|
I

|
!
|

{m

l

ill
Il

|

l'gfi“ | N



FITNWNTE

= fun g1605UanA (Sutherland 1965) TA1unuAduaiuiadan (Virtual Reality) lana1if
ANNRIEA L ANEauA L Il unksdaN h§1un151LEwe (The Ultimate Display) 91 nunuie N5
ayuenauLinlanadonas iz uUAaNARDSLAIR AN ANERaw gl AN U RLAZ IARE LA SY
yifanssnaslABwARa3Y S9ARIINNNSINWIINABSZII NS UURINRILAASAUS UL S A AN 5

AANEZ G

= dfvn (Stephen 1996) anuiuaduafioufanisuiauansinuuy 3 G5 Alaraniainasiduingi
LﬁaLLaﬂ\ﬂmLﬁ%ﬁ\jmmﬁ’uﬁ’uﬁﬁzm\ﬁmqﬁ’uﬁuﬁlumﬁmauaua\maﬂﬁzm‘mﬁ’uﬁaaanﬁlﬁlwma\mw d
senvBdszuasiffaNaSuadaunAnsidawiluam e | ﬁuﬁﬁﬁlﬂma\jmi



FITNWNTE

® Amun Nanae (2543: 303) namivanutdwasulaian Ao Lﬁunqumw’[u’[aﬁLﬁ\j’lmmauﬁmﬁnﬁﬂm@a
Lﬁmmwgﬁnaa\jmﬁLm'ﬁwagmﬂuﬁ\ju,:]ﬂaaNﬁlaﬂﬂﬁagﬁ\jﬁaimﬁﬂﬂmﬂauﬂaLmai

" yalnlabAnuasuddon ¥ia Virtual Reality (VR) 10uan13zd8awadefidnaaulauinaianig
ADNWILADSTIRANLANDHITIAILSTUUANAILADSNSIAN 3 A Iﬂaﬁlammam'[mmaulﬂﬁuﬁﬁ’u
Fuumanaiaulavionislagunsasitenannsgin nialeaunsmnaientae

;‘ Joerhal sm

!

‘ amer
ar = - . 1
o Avery Butler "oy
M, b 90 P ile
» -,
ernes Kol -# 4
Hamiltep -
g - >
- e [
Bullar Hadiey " Ve .

ann o
16hn Jay L ——




uuwIARnanauAlulagaNiduasILaNaw

" Virtual Reality (VR) 1dudaN1zidlonazuninanulntvataIuAadfitags ANdwasuatouda 1INy
LUl 380t A InuAuiiNeINUNTNauLEL WEANTULIBNINVREUNIWLERTHARTNHG ‘[ﬂaéﬁlﬂmmadmmau
fudsuinaaniaianlavionislagunsasiienannsgn

" WUWARNW 730 L LIWAY

[ M%ﬂlﬂgﬂﬂi%%ﬂ?&lﬂ’]?i 124 q\jﬁa'[ﬂﬁ\jmﬂ LAWATUAN NIDAWUUIAURAIRTFANN LUWA






Uszinnaaunalulaganuiduasuiaion

" Kalawsky (1996) lauugszruanaiduasadfawaaisnislauaznannisinoweavgunsasmalulad
PRkl 3 Uszianlng 7

N ﬁiUU%UﬁNﬁaLﬁNEULLUU (Fully-Immersive VR)
B sryysuaNdauaIunsanantd (Semi-Immersive VR)

B SruuANRLIUISILENa w198 (Non-Immersive VR %38 Desktop VR)



AMENUR

o  a
VILAIDNUD

Ussnnvaanalulagiaiiouass

STUUSUAUNE
WagUuuy
(Fully-

Immersive VR

STUUSUdUNEU9dU
s o W 5
WNIAUNE (Semi-

Immersive VR)

[ a
52UUANULUUDTY
=1 1 t 74
LEHUDUNIUNUND
(Non-Immersive VR

%38 Desktop VR)

U1unang — M

1. ALAEB YA SUARINE GR a

2. S¥AUNTTIUAURG i Uunans - g9 g

3. ArwaAnuaznnsindoud 1 Urunans GR
Tuanunisal

4. Anlany M Urunans GR

5. MINAIW 1 1 Uunan - g
6. ANMNANIT laifl - o 1 Urunans - as

a = wva d s = a =
A1519LUS8IU lWUUﬂmﬂNUﬂﬂﬂ\] LRA8\NadILY ﬂIuTaﬂﬂ?'lN Lﬂ‘l«lﬁl'ﬁ\] LdNah
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FULLY-IMMERSIVE VR : BOOM
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FULLY-IMMERSIVE VR : CAVE
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VIRTUAL REALITY IN EDUCATION
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VIRTUAL LABORATORY
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Case Study (Video)
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Case Study (Video)
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