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The history of VR and its relation with Al

YUTAKA KANOUT™!

Abstract: This article describes the relation between VR and Al. Firstly VR and Al are explained independently in a historical
manner based on the author’s experience. Next the relation between VR and Al is examined. Especially how the elements of VR
technologies are interpreted by emerging Al technologies is considered.
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1. [FL®HIC

AFECIE, VR (Virtual Reality) & Al (Artificial Intelligence)
DENTIUIZDONT, EFFORBRE S LI, TITHK 30 FD
B EBE TS, 0odbL, VR & Al DWW 5 BfRE R
DOPIZONWT, ZOARELEZR LS.

2. Virtual Reality (VR)

EEIX, VWEIPOK 0 EFTO 1987 F, VU v R A B
HATE WD, MAEGBEREEZ AT Ea—¥ - FT 7
VI AR e VAT MMEREEFD¥EGE LT HIREORTICS
L7 [1].

WMEHEE L VR &0 ) ST <, i Y 12 AR (Artificial
Reality, ANLTHLERE) &9 HEENFEL. VR X VPL
(Visual Programming Language) Research t1:£ll3£35 Jaron
Lanior 7%, 1989 4EICEBR L= sh5[2].

VPLResearch LI, AIOEAVR v 27 AL Shbhv s,
RB2 (Reality Built For Two) ZBiF L7z. KT AT A%, 4
B DHAT CRAR AIREZR, VR IS EREROIFIET I TE
& ATHEY (HMD (Head Mounted Display) / S7R35%8 /A
SRy a—7/=kier% /v VA= 4% ,/3D E
TI/SVTNEAL RN F Y T k), BEEE L CIEE
RO EREDOE WL D TH -7 [3].

1 Y7 b¥a—7 ()
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1 VPL Research %o RB2
Figure 1 VPL Research RB2.

VR &9 BEEER B L TRR, EE BT VR VAT 4
EWATH- T, SESERVATLEZHE -MALTEL
[41[5]. %%z, SEARMROMER BICES L, SEREAE RIS
BHTX % CG EMELSL LTZ[6][7]. ZDREMNS, 4
JEZDRDOJRRICKT L, ek M2 HERNATR L.

OB A X —=v 7R A > ME, CAVE (CAVE
Automatic Virtual Environment) W9, Yu o=/ X524
BB -7, ALY 47D VR BENEN-ZLTHD
[8]. FHLLHIIE, VR O T /A A, HMD M H—0D37
BRI a7 B2 Tholz. 2O CAVE HFEEIZ D& DD
FEEfEr L, SESERIREENEENDI Z L LR
7.

EFIL, 1994 FI2Y Uy RUARFRERTAZBEL, AU —
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Fq—E VIR AR LIZA, 22 ThlEkiE, £
D VR VAT LEBAFE - WA L72[9][10][11].

1996 4=, Thomas Massie 2% SensAble Technologies ft:% &%
2L, Phantom W9 R EBRRTLERELAFE L. 2
D¥EEIL, TOREO®/mSI NG, MHICZIT AL,
b 2T A 21T, Phantom & VW2 S £ & E 72 VR
VAT b EAEGE L T2 [12][13].

2 SensAble #£:0 Phantom
Figure 2 SensAble Technologies Phantom.

2000 {4786, NVIDIA #1:2%, GPU (Graphics Processing
Unit) ECTHEBE 075 I 7Rl = —4 (shader) &
WO AR L. Zhickb, BRicidt 774 T
LOERTERDSTZLDBRBED CC R T NVFA LT
ERAIREE 72, AL LY = — X LI IE 2 -8 B
5% % 4T - 72 [14][15].

3 Vv XHXEHWEYT7 T
Figure 3 Programmable shader.

CAVE IZREFEIN D EHA VREEEE L W DL L
AT (20 tH40) 12 F231F 72 b DI, Silicon Graphics L (sgi)
DU —J AT —3a & ffio T [16], A ifd (21 i
F) ITAD L, PCEEHEM W, Whbwb PCT TAX
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ZHWT, RO Z ERFEBFRE L 22572 [17]. 2 OEHIZ7ZR
HE, HMDIRIZE AR END Z &3l vy, 7a v
=7 ZEHNTE VR VAT ABRAREE o1~ R —F 4

—IZBWTHRBICHEE LT VR VAT A, FIc#EE S
Nz, a2 XL PC % 12 B L7- 360 B ER A4
AT L TH - 72[18].

X 4 _E#ED CAVE (1999 4Fi%iE)
Figure 4 CAVE in Shanghai set-up in 1999.

i, «
e = L f . i
B 5 PEREHANRAHIIEFT O CAVE (2003 4% )
Figure 5 CAVE in AIST set-up in 2003.

FEFIL, 2009 A Y —F ¢ —F Btk ((RFZBT) L,
2010 4FIZY 7 b Fa—T WIS AFLLTE. 22 Th,
BHNE VR ¥ A7 LEBZE - #1A L TV 72 [19][20].

2012 4£(C Oculus VR #E7238% 32 & 4, 22l T PEfE D HMD
DIRFESIND L OIZ2D, LN FEIZ VR VAT LaHE
HTEXHX 9T o7=. Unity X972V 7 b =7 MM
B2 5 X 91220, VR Y7 hY =7 ORI L
ZTAT O MBI R D L Lotz

O, BFgRHMO=—ANEE-oTEEIEND, %
FIIRRIZ DRI 7 T A X Oy, BLER
FEoTWND.
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B 6 LiEo 360 FEERIRRLE
Figure 6 360 degree spherical image in Shanghai.

3. Artificial Intelligence (Al)

VR & Al OFELE, BERFINICHED L ZANH 5.

1980 ‘E#E Y, ==2—F v - Xy FT—2 (LT NN)
DT — AN Z 7=, ZiE, back-propagation &9, NN
OEFENBFR SN2 L kB [21).

D%, NN FHifFE s, SEIERERICEIYZ
DHIFFITIE XD Z LN TET (RIS, BEEHOT L 7H
DOESEERNE WS E), WhWwd TADFHR] %8
25D & Elpolo. 1990 % H:~2000 FERETHFD Z &
Thb.

2O TE£OI) 121X, NN TR, Bloga4 7o A
ol ABHEE S iz, 200 & 21, HmickES< v
AT LR 5. EHON, SOAR LW oHfiiwT Vv & H
W=, Bftm— = b (Avatar Toolkit) %5, BH%E &R
HI=D b Z ORI T o 5[22][23].

7 Avatar YV —/LF% v b
Figure 7 Avatar Toolkit.
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2006 4=1Z Christopher Bishop 7%, "Pattern Recognition and
Machine Learning" &\ 5 HHE L MR L 72[24]. bW
Z7”PRML" T 2. FET A T 10 FLL RS L
TV, BUETHHEMAEITRIT 23 7 VEIFE % #E
FLTWD. FEEE, FEFEIZRREEL LT, AlICHER
FEHOFENEATE L LEZIARLEbDLEE X 5.

WED Al 77— L E{E-7-D1%, Deep Learning TH 5.
L2x L7223 5, PRML {213 Deep Learning &V 9 S3EE—4)
HTZhw. EEOLZA, TLADKHM IZH -7 NN %18
1& S 701X, Geoffrey Hinton T&H 0, 2006 2D Z & TH
5[25]. i, ZE NN TH &5 LRETIUL, FEHMRD
FLREND L EIRLE. DK, 2012 4 ILSVRC

(ImageNet Large Scale Visual Recognition Challenge) 235\
T, DeepLearning & V72> A7 L7082 i (Support Vector
Machine (BAF SVM) & W= D) IZRKEZDTT LA
&L 720 [26], 12 Deep Learning D HEREAR TR SN A IZE -
7o TATY X LOHES L RIS, GPUIZ L 5@kl
BAFRIHEZ DL b REW. BRIZZO
AN TND.

FEHIL VR OHHETHLN, BlEDY 7 hoN— RRZE
fZk A DR ATRE & 72 o 7o, B CIE4FIZ VR DB
FERNIRLTRY, L0 =—XO@EmVEBRRHERICBEITL
7. ZOGFITVWELIZELS SAORERH L. L Al
L OBERENO T, FBRMIC Al OHEMBIFIZED S X
I odz. BRICHPI L7z X 9 7, 1980 4E{A# ¥ NN
TN L TN LR B T 5.

mE, Al LW FHEE, EFIC R HFETH D, Bl
£ Al ORFEH & H TIERL STV 5 DX Deep Learning T
HDHD, ZHITEARMITIZI NN THSH. NN OFE L)
DL, T—EPbRy NOELZEBEVIRLFHETHDT,
TAUIBEEE THh D, MEMRFIEE L TLRID L &
NTW5, EFESHH (PCA) RLEFEDEF (regression)
HiEDL, WETIXAI OHBEIC A>TV 5. BT, Ein
FMLWFETH D SVM R, BEIFRITE WA, 2R e 8l
HREFENRBRIN, EFEEEEZBURDL L5 IChoToA
ZHE D, ALICEEND . FHEREMHEZ 2L TVD2, 2
NHETNT, AFETITAL L BT

4. VR xAI

VRIZH &b & Al LITIERRICEEL CE/2. LorLil
£, VR & Al B BITHEREZFEFILTWDHZ L2 b, VR
L Al OBEBAWNAR D LONEE 2 HEY MANKFTT
REINTWND.

AFETIL, WEIC VR THEINLTE U AT LAOHE
Z, ALRER L LTI AEHAOMESTIZONTE X
TR
4.1 BhEFRART

VRIZET B AN FEIX, BHMICE NOBETH - 72,
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EENZ OB TRINIA O LEEL, Ao 3kTtk
Y THhHD. MERAREIICESE, MRtrYEE b
ONLEESZFH Lo WEATCESE T2 GEEIE, BEIEe
FEH) EWIHILOTHD. 2k, BETHLEDRL TS
EBDOFIETHD.

FODE, VT VEALTHEHBMHNTEDL LR,
MREFORDYIZ, RIS AT TREICHRINTE S
~—FEb MIEETD, LW0H VAT AN I,
RN E B r—T ANARE, ULvhRFEHICT — 2 )%
BETELZ LD, MEDE— 3y « Fv 7 FvTF
AENTWA, ZHIEEHER VAT LA THDHN, Zfi7e VR
AT ADOREFITH D HTCVIVE T, RO HME
b Tnb

X 8 HTC o VIVE (EBCK - /MbFFEEIZ T)
Figure 8 HTC VIVE at Koike Laboratory, Hosei Univ.

L2vL, 22 FETIE AL EEBRRR. @ OGS LE
@Wﬁﬁ@%é.
ealT, WZRICb~—h WO HFoZ 7L, B

AT TT@WF# ST E DM ADEE S TE T 5.

ﬁ@tw@%@g(texiamd%$m ' & R AT
ThHiE, TnEFERkOa s Ea—2EeYar (CV) Of
MMATHAIN, FFEELZH LD UORFT L2 L8 kT
T (DF YV FFEEL BHCEST 2 L), Zhid
Al OFEETH A 9. Z Z 1% Deep Learning DJRAETH 5,
CNN (Convolutional Neural Network) 23G9 28 H & 70 5
ThA .

VR TiZ72 <, MR (Mixed Reality, HABIZE) D52
2000 LNRWD, —RICZITANLN TN D A TRHR
EEFRHEREE 2 FE D K o iU, T o= HLULARER
KBOTERVDEEZTWH[RT).
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B 9 MR DOFRKE
Figure 9 Ubiquitous MR in the future.

2 BERE

VR D AN, (B FOBMETH -7, LoxL7aR
5, MIOANFELHD. TIUTER THD. &5 diklL
VR OMEATIFFELND Z EBIEEAE R0, 4
BITBENRRANTFELERBIEAS.

BARHIL, DA oS R I TE . T,
TP A SCEE | ZAE M L (speech-to-text) , & 0D SCEE & AT L T,
BWRAIMT 2 L OICBD 5 (ZNRARED E 5 2T #%R) .
FLTC, ENITISET DL BRCEEARL, REMIZI
EAEICE#T D (text-to-speech) .

SCEDENTIZIBWNTIE, LA S S F JERFIENH
ENTW5SA, ZZThH Deep Learning NE&HE LSO H S

(#:1Z Recurrent Neural Network, RNN) . fli>BEFEH & L
T, word2vec IZRE SN D, HEESOLED KBS %
Fohd., ZHUIE DR RS Tnd

EZIIRERTH DA, Google Home 23 o b TV

R E L7200 Tun ik wbh, H5HIRT CIEEM
&> Tn5.

43 Hge

FRTHEZLIIE, #HE - FF (CFE) OR#RIZBNT
W ANCLY, SESERERBALN TS, TN TIX
i@?%V/V/7ﬁAI®@%T%fi&@i?ﬁ%@
7259 D,

VRl BEZ2E, ALICAROHIEZ L THHX 5 &
HONIEW. VR EWVWHIDIE, B hEDalia=r—v g
Eifich o0 b, E&ITE hTHDL. LT MIVR &
AT HEXNFETHOT, MEHEINHMTIE, HHREOHM
DM > TW T iUT e H e, fERIZB W THREE S
DL WS DX, BEMRRTHY, =a— bR
IR EINLMAETH -7, Unity 72 Ei2E ST
5 YTy RIhThD., ZOox vy (=71

WL LR EZERATO Y 7 b =T) 1F, ==—
FoERFEEINTEY, SESERYEEZBELFELT

HICET. LA LT Al TR, BEHETH
5.

T, AARIce RRTFEETHLEEI RDTHAID. Z
Db Y, EEOE MAEREL S THET S b ThHILL
% AL TRLEEZRND, £ 9 TRBRWES, Atttz fio /-

b (A=Y= b)) BRETHD. 228 Al OHE
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ThHA.

ZOMEEB Z T &, RERICIIROMEIZITE &
2%, AlIZE SO GRE) 2HiT 22N TEDHTH
A9 D

OB, HEL< 0L EFsnTnh. FA RO,
Roger Penrose |2 & 2 —# Dk Cd 2 73[28][29], HEHT
X, Max Tegmark % BHE 3 2 %im 2 B L T\ 5[30][31].
ENLE R OF AL TR, SESE sl Tla
VEa—HIEWREEM LV LT D (EEIED
DOERICERT D).

5. BhYIC
AFaTIE, EHD 30 £ EORBRMNS, VR & Al O

DOICONTIRAE. L SomRg (E73%E2) %
525 LBTERLTIIE, HAOEVTHS.

B AWEHETIICHIZY, EELaAC MRV
77% % L7, URCF-URI-WG A > D73 X FITRGENT-
LE7.
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