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o flFk: WebVR Editor’ s Draft, 12 December 2017
https://immersive-web.github.io/webvr/spec/1.1

o Immersive Web at W3C (GitHub): https://github.com/immersive-web
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o HDHFID AR/VR 7 /31 ARf: Oculus, Daydream View(Google),
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2% WebGL

e GPU DML/ 75 1 ¥ DR X WebGL1.0 & 2.0 TRIU
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Session B, AR, REZRD XRBEON—A, 2—FLD—HDA VX T
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Bound Yy Y a v BERDENE. I—TFBHEDOFIP, static, bounded, unbounded
D 3 DINHFERN

View H& DD N ITEBRO %R, MRk G& C 1A BN R
T,

Viewport x,y, @, WEROHEK, BAERNZRERIITINT 5275 71w 27 APIIZ
A7

Matrices FHUNIUR 4x4=16 [HOES], IEIEFBRNIVATA—A =Y 3V
(HGEH) Tibhd,

Ray Tekk, WHRE F TR,

Layer BROREEZ 7NV —E Y 795, BRMRTIE 1 LAY (WebGLLayer) D
BTN DILBRD 72 0D 17 5E 3,

Event SessonEvent(Fiih. & T 722 Y), InputSourceEvent (. I —VEER
¥), CoordinateSystemEvent (FEfS% (2T % 24L)
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o [llh
o BIAHICE Y ¥ a VR, ¥y Y a v DOHRIZY AT LAEES, ¥
AT LMIBERZ/HL, 7L —AIZHE G E EZIAAT XR W42/
%
o E— Nid 3 D : static, bounded, unbounded
o /7714w API
o WebGLLayer T WebGL B3fED API % JLEE
o WebGL 1 @ FrameBuffer, WebGL2 multiview extension D
TextureArray DK
o ffil: gl.viewport(viewport.x, viewport.y, viewport.width,
viewport.height); drawMultiviewScene(vrFrame.views, pose);
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Pose, Input, Layers, Canvas Render-
ing Context, Events

VRDisplay, VRLayerlnit, VRDis- | XRSesson, ~XRFrame, XRCoor-
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FrameData, VREyeParameters, | XRViewport, XRMatrices, XRView-

VRStageParamters, Navigator In- | Pose, XRInputSource, = XRRay,
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(2019 4F 6 H)

@ Google, Amazon, Oculus (Facebook T-22t), Microsoft, Samsung 72
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@ 2018 A 9 A W3C T WebVR % FEMIZMEIE L T WebXR DIZ#E
LTI —TFKE

o Web XR #Z#E (1.0) 1% 2019 4 2Q I Candidate Release (AR A BE
BEEUZRT T N ICRETE

o ITEA, NUFY¥—2EEXY, EMERR
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WebXR Device API #f & E¢

_L

EEE

TR

alpha-blending
anti-aliasing

favicon
frustum
hit-test

Magic Window
Mirroring

promise
XR

TINVTT7TVYTA VT, 2 ODEBRETIVI 7IHIZEY BT 5,
HREORTMEIL LD FFXFVPEORAREERET D720, KFOK
PREREZRDOOMITE L,
Web Y1 hDA A—I—7
MES, SIgEk
SRR & 22T D s ODHIE, ME RIS,
2D VI UV —VOFHE -2 BTk
VR Y AT LIWHBT 4 ATV A 2 FDHEIZ. VR Ay Ry X
RENRT 4 AT VAILEERRTRI
FEFEAD API
VIR 2 58 Y %

AR/MR/VR # %7, AR & VR W,
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WebXR GitHub

iE i T
A-Frame WebVR FHHD VR 7V —AT—72 (7 TY¥—Vilih, Three.js DHLIE)
Android Google f&fitdd A< 7+ 0OS
ANGEL OpenGL ® Angel library % F\\ % HiL5E
ARCore Google ® AR 7Z v N7 4 —2A
Argon4 AR 7 7 9%
ARKit Apple D AR 752 N7+ —A
BabylonJS Microsoft H3BH3E U 7z 3D il Javascript BibE
Cardboard Google DEEAR—)VEDF, A K% ANT VR /851 AZT 3
Chrome Google D75
Crossfire AMD DO~ IVF GPU Hidfii (M&FR CFX)
Csound A computer programming language for sound
Daydream Google D =7 7 7IViR
Edge Microsoft D7 =775 ¥
Gear Samsung DV 7 7 TIVEEK
Gecko Mozzila V7 hU =z THL VY E) VT VIV
Hololens Microsoft ® AR T /31 A
Knuckles Vive D VR IV hO—5—
Magic Leap HMD O U &>
Magic Window 7TV DVED
MobileNet-SSD | Google D¥EIRRHIE T IV
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WebXR GitHub

Oculus HMD N> &

Oculus Touch Oculus ® VR > ha—3

OpenGL 20 ) AT N—=TIWEELTNB T T 74w 7 APl D

OpenXL 28 AT N—THEEHRD AR/XR D API Bk

React 360 Facebook ® VR 77 v K7 4 —A

Rift Oculus @ HMD

Safari Apple D Web 75 ¥

SIGRAPH ACM(GIHEBTR) OBEBERD—D, BLUTOEBERE

SLI Scalable Link Interface, NVIDIA @~ )L F GPU i

Steam r— Lk

Sumerian Amazon @ AR/VR RAT 1 V7 H—E A

Supercraft VR A 7Y =7 MERY —V

Tango MDOTD Google D AR 7w N7+ —24

Three.js Mozzila ® WebVR % 37K — h U TV /2 Javascript Bi5E

Unity TR IG D 7 — LB BRBE

Unreal Engine Epic Games WFAF U7z 3D 7 —A TV VY, FAZDT—AD7ZOIZHE
KX N7z, C++ & Unreal Script THEMN 5,

Vive Tracker HTC Vive (HMD) [w{J D & L##5

Web Audio W3C D EH I API #itg

Windows Holo- | Windows Mixed Reality O BARTD % H5E

graphic

Windows Mixed Reality | Microsoft (O MR 85

Zenfone AR ASUS @ Tango N—A®D AR fIAY K
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FEE SUTE R

2D 2 Dimensional

3D 3 Dimensional

API Applicaiton Programming Interface
CAVE Cave automatic virtual environment (1) /1 K¥THFEI 7z VR L E)
CDN Content Delivery Network

CG (W3C) Community Group

CR (W3C) Candidate Recommendation
CSP Content Security Policy

cv Computer Vision

DD DayDream

DOF Degree of Freedom

DOM Document Object Model

EXT Extension

FB Frame Buffer

FFR Fixed Foveated Rendering (% 1$h U GPU O Ef % k) 5 1K)
FoV Field of View

fps Frame Per Second

FPWD (W3C) First Public Working Draft
GC Garbage Collection

GLES WebGL ES (Embedded System)
glTF GL Transmission Format

GPS Global Positioning System

GPU Graphics Processing Unit
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HEIF
HMD
HUD

IDL
IPC
IHV
Ims
IPD
IRC

LSR
mrs
MDN
MV
NTP
PDP
PGML
PID
PR

High Efficiency Image File Format
Head Mounted Display

Head-Up Display

Identifier

Interface Descriptoin Language
Inter-Process Communication
Independent Hardware Vendor

lens matching shading

interpupillary distance R fLFIRERfE
Internet Relay Chat

Immersive Web

Layer Source Representation (?) or Late Stage Reproduction (7)
Multi-Resolution shading

Mozilla Developer Network
MultiView

Network Time Protocol
Permission-Dialog-Producing

A Visual Programming Language for Music and Sound (a dialect of Lisp?)

Product ID
Problem Report
(W3C) Proposed Recommendation
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QCOM OpenGL Qualcomm extension

rAF requestAnimationFrame

rIC requestldleCallback

SDK Software Development Kit

TAG (W3C) Technical Advisory Group

TPAC (W3C) Technical Plenary and Advisory Committee (meeting)
UA User Agent

ul User Interface

UV texture UV Mapping T (x,y,z)3D HE&fE% (u,v)2D BRI AU S Z Rt F
UX User Experience

VID Vendor 1D

VRPN Virtual Reality Path Name (?)

WebRTC (W3C) Web RealTime Communication (#£4)

WG (W3C)Working Group

WIP Work Item Proposal or Work in Progress

WMR Windows Mixed Reality

WPT Web Platform Tests

WRT Web RunTime

w.r.t. With Reference To
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oE TSR
AFAICT As Far As | Can Tell RO 5 X 5V TIX
AFAIK As Far As | Know FADHIZ BV
AKA Also known as D& )
bike shedding ESTEOWI L2 BRAIERT S
cc Carbon copy
f2f or ftf face-to-face V 7 IL7A N H 2
FWIW For What it Worths ZIRD P %) MEDIMbL SN THhE
FYI For Your Info %%if
gotcha [l
gotta have to UZ%F AU 5 80
IIRC If | Recall Correct FADFEHEANIE U I AU
lnuc If I Understand Correctly FADIRARANE U 1) 41K
IMHO In My Humble Opinion D F 5 R WERTT N
IMVHO In My Very Humble Opinion ETEDELBRVWERTEA
IMO In My Opinion FADE R TlE
LGTM Looks Good To Me W\ & fE S
LOL Laugh(ing) out Loud KZE\W\ 9 %
meh mode EHE5TEHE NN
oT Off-Track 1312
pun ZU»h
Re: Regarding 122D\ Tl
rock the boat HEFRVITD
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SGTM
snippets

TBD

throw in my two
cents

TBD

tbh

TY
unconferencing
TL;DR
yep/yup

+1

Silently Giggling to Myself
d— Rk
To Be Defined K&

=
= /o

To Be Defined TR B FE

To Be Honest IEEZR L Z 5

Thank You
BROETRERIESIESICHEGE
too long didn't read

Yes DA

=454

)
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27 Amazon Sumerian

@ Amazon Sumerian 2T 2 &, KRlAR TSIV IR 3D 774
VI ADHEMHEEN R TEH, N=F ¥ VU7V T+ (VR). fLRHSE
(AR), B&LU 3D 77V r—ya vz PR flHICER L. FTTE
i—é—-o

@ Sumerian 2T DL, BEBD IS ITEU DA VR TI I T 1 TRy —
VERMHEL, —BINZRN— R 7 (Oculus Go. Oculus Rift, HTC Vive,
HTC Vive Pro. Google Daydream. Lenovo Mirage. Android X i0S €/ 1
VFALR) CEACE £

@ Sumerian IZ& > T, A7V 2 b (AW, KA, EFARL) OEMRP, B
BO#HE, T2 A—=vavih, A7) T NMERRERITH I ENTE,
FEERBO ISR U 24V RTT7T 1778 3D AV T Y OREEIZHE
BHEREZI AR T2 HHBEIERTE ET,

@ Sumerian IZEHELEMARRILEDH Y FH A,

o ‘\/““\/ti75 ijrvclﬁ*ﬁnln{‘wc X i'é‘
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W3C WebXR Device API (Editor's Draft) https://immersive-web.github.io/webxr/ (¥i7E
2018 4 8 A 20 Hik

WebXR issue tracking https://github.com/immersive-web/webxr /issues/
W3C Immersive WG https://www.w3.org/immersive-web/

WebXR Device API 3. Security, Privacy, and Comfort Considerations
https://immersive-web.github.io/webxr /#security

Web N"—2AD MR 2% HHE3 Mozilla DF 70 Y 27 s AaE)
https://vrinside.jp/news/web-base-mr-project-by-mozilla/ (2018 4 4 H)

Welcome to the immersive web

https://developers.google.com /web/updates/2018,/05 /welcome-to-immersive (2018 4F 5
H)

WebXR Device APl % {fif U 7248815 (AR) 7 7V 77— 3 v OER
https://codelabs.developers.google.com /codelabs/ar-with-webxr-ja/index.html
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VR. AR, MR- &HIHEDO T 07 v aFILhED xR D Seii——Web DRK
%FEA 5 2018 https://html5experts.jp/tokutoku393/25205/ (2018 4E 3 H)

VR ® AR & X 22D ?MR (EEHE) OHfA L AZEH TMicrosoft HoloLens) % fif
it https://time-space.kddi.com /ict-keywords/kaisetsu/20170316/ (2017 4F)

53 THH»M5 I VR- AR MR ZTUT, SR-XR DV EIE?
https://vrinside.jp/news/vr-ar-mr/ (2018 % 10 H)

BabylonJS - 3D engine based on WebGL/Web Audio and JavaScript
https://www.babylonjs.com/

GDC 2018 - OpenXR  https://www.youtube.com/watch?v=U-CpA5d9Mjl (2018 4
3 H)

Babylon.js T WebGL 112753 > 7 U725, Unity, MMD E T IIVOZEHTHE S L 725
https://qiita.com/kimamula/items/212a860991283da5e800 (2015 4F)

3D %"= A JavaScript 7L —A 7 —27 ® [Babylon.js 3.0] W2
https://mag.osdn.jp/17,/07/24 /150000 (2017 4F)

Babylon.js [All} 7 —4& % Unity 25173

https://www.crossroad-tech.com /entry/Babylonjs_Unityl (2018 £ 7 H)

OpenGL ES (OpenGL for Embedded Systems)
https://ja.wikipedia.org/wiki/OpenGL_ES
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MediaDevices.getUserMedia()
https://developer.mozilla.org/ja/docs/Web/APl/MediaDevices/getUserMedia
TIIHENE AT 4T T3 A% D HiHi getUserMedia() DEA
https://app.codegrid.net/entry/2017-get-user-media-1 (2017 4E)

HoloLens Xf & FAfiZ#E> A5 2 TOpenSight] 7% FDA §REEEUS—FAMiaTIAA 2 H#L
https://japan.cnet.com/article/35128123/ (2018 % 11 H)

Amazon Sumerian https://aws.amazon.com/jp/sumerian/

WebVR Editor’ s Draft, 12 December 2017
https://immersive-web.github.io/webvr/spec/1.1/

WebGL 2.0 OBFE https://qiita.com/emadurandal/items/4c7bd2a26ef2d732d734 (2018
F9 A)

wgld.org | GLSL: GLSL 723 TL > &V v 7§23 | https://wgld.org/d/glsl/g001.html

XR Duide: Field of View Adaptive Streaming
https://www.youtube.com /watch?reload=9&v=_eFKBg5RXK8 (2016 %) (3m20s)
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