SR FEIEESS| SASEUs| == H262 H15 (2018, 1)

o E — — — — ==
TLIEIS &&ot AmHA JpA A
AR, R, Qe P, 93F
Okt QTEgEEAIs
e-mail: jangeg@o365.jangan.ac.kr , minifo4848@gmail.com ,
redhat1528@naver.comsilvercat@o365.jangan.ac.kr , haha6647@0365.jangan.ac.kr

Experience virtual reality on campus using Unity
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Fig. 1. Main View
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Fig. 2. PC ver Start Button Fig. 3. PC Play View
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Fig.4. Mobile Download view

Fig.5. Mobile Play View

132

7.“ Al x.“

A olrshe 7P Tes

pr—

bk

23304 422 712U RYEVRE 0Igsl 2
{8 HAR0LRUA Lotz s

$7lc]-dE2UR2AZE

SVRAPK

Fig6. VR Download view
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Fig.7. VR Play View

|V, Conclusions

¥ meAEs f74e) PG i) 53] % T ALl et
7o) gk ARs oHEA Aeeka 3 AEe 2
Qoo e] oL YA = )

et ZeAEE ojn] Al oA S8ET = SUE]9}
S S RS B3l B3 ARAE
skl ololg T gk GFols & o S 7S] T
HAHsl2 B Boddn AR Qe 8 odolch

REFERENCES

[1] Jae-Hyun Lee, "Absolute Lecture Unity 5" July 15, 2015,
Publisher : “Wiki books”

[2] Tom Archer, “Inside C# (Microsoft Proframing)” 2001
year. Publisher : Microsoft Press

[3] Kyung-yong Lee, “About Unity 5” Publisher : VRSchool



