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5.1.1 Unity (C#) : & X vl (2EY, Y2E, O]2[27], 48 S), AR
Foundation 22 AR 7|5 (HiX|, E2iZ, 2t0|E = ), Shader/HLSL 2 X,

=X 24t

5.1.2 Python : 2D — 3DGS A+ LiO|Z2tQl, Unity 0A REST API £

Y=E/ET eRE

52 A 2] U Y =7 . Git, Github

5.3 2|8 2l0|H2{2| /SDK/ &

5.3.1 3DGS / NeRF A|¥: 7|E 37 F2(et&s/AH10E) - TfO| =2t XXzt = Af



5.3.2 COLMAP: 7t0i|2t m2t0|E/z=7] SIM(ERA).
5.3.3 PyTorch: St&5/0[MZEER Al).
5.3.4 OpenCV: £7% FZ(ORB), Oi#&, RANSAC, Homography.

5.3.5 Unity AR Foundation, ARKit, ARCore: AR ali&l =.

5.3.6 Database/Storage: PostgreSQL, S3 22t AE 2| X|(E H/asset).
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