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Flejesge FlojetyLicecii<acrrrae Urtcioyoyy:
= \ * Virtual Reality (VR)
‘ .+ Augmented Reality (AR)
* Mixed reality (MR)

* REAL Reality
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Virtual Reality isn’t the real world
but instead a simulation that draws
the user into the virtual reality.

Augmented Realityis parts of the Mixed Reality uses the technology
real world being overlapped so that = of the digital world to enable it to
you are able to use parts of both coincide with the real world.
unlike MR which is mixed reality

rather than an overlap.



Virtuz)l geality
mLcovLr Flocyceoucorr o

* MONO etkoviko-PndLako meptBailov.
* Headset — VR Glasses
e JUvbeon pe H/Y
e Stand Alone

 Smartphones
* Gaming Consoles

* 'Hyol

* XelpLotnpla
* Video & MeptBaiiov 360 polpwv




Vireuz) Raglity
mLiovur Flocyicroucorr e
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AUgrriaritac) gaglity

Epiciuer)Lizyr) Moy Liccoicor el

* NNpoBoAn Quoikou MepBailovoc

* Emawénuevn pe moAuvpeoa tov adopouv TNV YewypadLKn
B€on Tou XxpNotn
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Mixed Reglity
Vueer) FloctyLicreicceree

* MpoBoAr) Quatkou MepitBarovtog pe PNPLaka AVIIKEILEVO TTOU TO
B e ETUKAAUTITOUV Kol OXETI(OVTAL LE QUTO

Edv oto puotko meptBarlov UTApXEL Eva TPATEQ 1 pia kopvila TOTe Ba UTIAPXEL
Kot oto PndLako aAla pe aAAn popdn
* MpoBoAr) Ekovikou meptBaAlovtog pe mpoBoAn PNPLAKWY AVTKELLEVWY
OTO OTtoLa EXOUE emibpaon
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Nyr Jotoolc
e 1930's NMpwTtn avadopd oe Aoyotexvia

e 1960's Mpwtn dnuoupyia VR headset yla oTpatiwTikn
epappoyn

e 1990's Nintento Virtual Boy

2014 To FB ayopadlel tnv Oculus

2016 KukAodpopouV MEPLOCOTEPEC OUOKEUEC
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YMNEP

KaAvutepn Epmelpia xpriotn
Xpnon 6g ditadopa nedia
AvoAuTikn mpoBoAn
Eukalpleg emikovwviog

KATA

AKOUN OXETLKA LEYAAO KOOTOC

AloOnua dtaduync amo Tov KUVOVLKO KOOLLO -
eTikivbuvo

E¢aptnon
H texvoloyia elvat okOpO TIELPOLUOTLK

H eknaidbevon oe meptBailov VR dev eival mpaypatikn







