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Tony Parisi : Learning Virtual Reality: Developing | mmer sive Experiences and Applications for Desktop, Web,
and Mobile before purchasing it in order to gage whether or not it would be worth my time, and all praised Learning
Virtual Reality: Developing Immersive Experiences and Applications for Desktop, Web, and Mobile:

5 of 5 people found the following review helpful. I've been working in the VR for several years and Learning Virtual
Resality isaagreat overview for hobbyist and hardcore devel By Theworksl purchased this book for afriend who just
got interested in virtual reality. I've been working in the VR for several years and Learning Virtual Reality isaagreat
overview for hobbyist and hardcore devel opers alike to understand what VR is all about. It's easy to read and digest
and even includes some code to get you off running. | highly recommend this book if your someone who wants to


http://f3db.com/pub/links.php?id=1491922834

understand how to develop and learn about virtual reality.4 of 4 people found the following review helpful. Great
overview of VRIBYy Keith V.Learning VR lays out an unbiased comprehensive overview of the current state of VR
hardware, and supporting software. He walks through the significant VR platforms, and discusses the devel opment
options for each. For each platform, he does a dive into a sample development project. The samples are easy to
understand. All the code is provided, making it straightforward to quickly get started having fun! The writing styleis
friendly and easy going, making it painless to consume the dry technical concepts.0 of 0 people found the following
review helpful. Five StarsBy Erick BeebeGreat book.

Asvirtual reality approaches mainstream consumer use, a vibrant development ecosystem has emerged in the past few
years. This hands-on guide takes you through VR devel opment essentials for desktop, mobile, and browser-based
applications. Y oull explore the three go-to platformsOculusVR, Gear VR, and Cardboard VRas well as several VR
development environments, programming tools, and techniques.If youre an experienced programmer familiar with
mobile development, this book will help you gain aworking knowledge of VR development through clear and ssimple
examples. Once you create a complete application in the final chapter, youll have ajumpstart on the next major
entertainment medium.Learn VR basics for Ul design, 3D graphics, and stereo renderingExplore Unity3D, the current
development choice among game enginesCreate native applications for desktop computers with the Oculus
RiftDevelop mobile applications for Samsungs Gear VR with the Android and Oculus Mobile SDKsBuild browser-
based applications with the WebVR Javascript APl and WebGL Create simple and affordable mobile apps for any
smartphone with Googles Cardboard VRBring everything together to build a 360-degree panoramic photo viewer
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