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Everest VR.

Markmid

Markmid okkar er ad endurskapa tilfinninguna sem fylgir pvi
a0 klifa haedsta tind jardar. Vid skopum pessa upplifun med
otrulega nakvaemu likani af Everest auk taekni sem gerir
okkur kleyft ad skynja naer;‘v,eru og skala a adur 6pekktan
att.



Everest VR.

Tech

126 'patch-ar' med um 15M polygons hver
Minnkad enn frekar i um 24M polygons i heildina
Normal mopp bokud a lzegri LODs
Clode-up senur eru staerri en heildar likanid
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Stereo Photogrammetry.
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Vedur FX Shader-ar og ljos
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Hvao er raunverulegt?

Skynfaeri spila steersta partinn
Fatt ma bregda utaf - syndarveruleikinn brotnar

Heilinn fyllir inni eydurnar



Khumbu Icefalls, Everest, 2013



Everest VR, 2016



Hvernig endurskopum vio
raunveruleikann?

AOD snerta hluti
A0 breyta hlutum eda adstaeedum |
AQ fordast hluti eda adsteedur Oﬁ 1

Skali

Naervera




Godling VR, 2015



Godling VR, 2015



VR og framtidin

Frumkvoodlar;

- Tolvuleikjaframleidendur
- Kvikmyndaframleidendur
- Kldamframleidendur

- Social Media
- Heilbrigdisgeirinn
- Annad







VR og framtidin

“Virtual reality gives you that
understanding of your entire 180 or even
360-degree anatomy that is impossible to
get with any other technique. In 10
minutes, 15 minutes, | can see the critical
issues that I've got in mind that have to
be dealt with, and historically this took
10 or 20 years of experience.”

- Dr. Neil Martin, UCLA Medical Center, Center’s chair
of neurosurgery




Er VR
raunveruleikaflotti?




Nidurstodur



