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1. Prirad’te vyraz z Pavého stipca ku vietkym prislusnym vyrazom v pravom stipci.
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3. Vymenujte tri technolégie pre hlboké videnie.
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Time of flight

Stereoskopicke

Struktarované svetlo

4. Uved’te aspon Styri platformy podporované v Unity.

1. Mobilné platformy i0S, Android (Android TV), tvOS

2. Stolné platformy Windows (Universal Windows Platform), Mac, Linux

3. Webové platformy WebGL

4. Konzolové¢ platformy PlayStation (PS4, PS5), Xbox (Xbox One, Xbox Series X/S),
Nintendo Switch, Stadia

5. Platformy pre virtudlnu/rozsirenu realitu Oculus, PlayStation VR, Google's ARCore,
Apple's ARKit, Windows Mixed Reality (HoloLens), Magic Leap, Steam VR

pomocou Unity XR SDK, Google Cardboard
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