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Templates for Course Specifications
virtual reality
University: Helwan
 
Faculty: Faculty of Computers and Information
Course Specifications
Program(s) on which the course is given: 
Major or Minor element of programs: 
Department offering the program: 
Department offering the course: IT
Academic year / Level: 
Date of specification approval

A-
Basic Information

Title:  VIRTUAL REALITY


Code:
 
 IT 
Credit Hours: 
3

Lecture:3 
Tutorial:  



Practicals:2


Total:
5
B-
Professional Information

1–
Overall Aims of Course
The objective of the course is understanding what is virtual reality (VR),how to design virtual reality system and recognize different virtual reality applications. 
2–
Intended Learning Outcomes of Course (ILOs)
a) Knowledge and Understanding
Upon completing this course the student should know 

a1- Discern the difference between Input and Output devices of VR Hardware Systems. 

a2- Be acquainted with the history and the use of VR Systems. 

a3- Identify Computing Architectures for VR and Traditional VR Applications. 

a4- Perceive the concepts of Modeling and VR Processing. 

a5- Concede the challenges of the Human Factors in VR 
b. Intellectual/Cognitive Skills
Upon completing this course the student should know how to 

b1- Methodology and Terminology of VR. 

b2- VR Health and Safety Issues. 

b3- Information Visualization in VR. 

b4- Viewpoint Control, Sound and Haptic Effects 

b5- VR Modeling: Geometric, Kinematics, Physical, and Behavior 

c. Subject-Specific Practical Skills
Upon completing this course the student will be capable of 

c1- VRML and Java 3D 

c2- Java Script 

c3- J2ME 

c4- OpenGL 

c5- Combining VRML world in HTML Documents

. 
d. General and Transferable Skills
Upon completing this course the student should know 

d1- Written communication skills 

d2- Oral communication skills. 

d3- Team working 
3-
Contents
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4–
Teaching and Learning Methods
[image: image2.png]Teaching/Learning Method

To teach/learn the following ILO’s

I Lectures & Seminars

al.a2.a3.a4.a5.b1.b2.b3.b4.b5

[] Tutorials

[X] Computer-lab Sessions

cl.c2.c3.c4.c5.d5

[X] Practical lab work

cl.c2.c3.c4.¢5.d5

[] Reading Materials

[] Web-site Searches

[ Independent Work

[ Group Work

d1.d2.d3

[ Case Studies

D Presentations

cl.c2.c3.c4.c5.d1.d2.d3

[ ] Simulation Analysis





5-
Student Assessment Methods
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To assess the following ILO’s

Assessment
Weight

[X] Unseen Exams

al.a2.a3.a4.a5.b1.b2.b3.b4.b5

80%

[] Open book Exam

[] Take home Exam

X Quizzes

cl.c2.c3.c4.c5

[ Course Work

[T Report Writing

[ Case Study Analysis

[X] Oral Presentations

cl.c2.c3.c4.c5.d2

[ Practical

<] Group Project

cl.c2.c3.c4.c5.d1.d2

[ ] Individual Project

[ ] Others (Specify):





 (Indicative of likely activities and tasks designed to assess how well the students achieve the ILOs. Final details will be provided to students in their first week of attendance in this course)
6-
List of References

6.1- Course Notes
6.2- Essential books (text books) 
Grigore Burdea and Philippe Coiffet, "Virtual Reality Technology: 2nd Edition," Wiley, New York, ISBN 0471360899 © Wiley, 2003. 

6.3- Periodicals, Web sites, etc …
e.g. http://www.caip.rutgers.edu/vrtechnology/resources/public/LectureNotes/
7-
Facilities Required for Teaching and Learning

Virtual Reality Lab
Course Coordinator:  Dr. Mahmoud Elkhouly
Head of Department: 
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