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Becomes reality.

Google Cardboard

| Oculus Rift
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Enhances reality.

Microsoft Hololens
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Manipulates reality.

Hololens used to analyze anatomy
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Virtual Tour of Egyptian tombs
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NearPod allows teachers to purchase virtual reality field tripkfor students
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MOCK-UPS IN PRACTICE

VIRTUAL MOCK-UP
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Simulated faucet selection mock-up Simulgted material selection mock-up at a univgrsity project -
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Virtual Walk-throughl of a classroom Navigating a virtual mockup in a work area
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ENGAGEMENT

a Virtual photo tour used on a university construction project
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Dagri Helmet interactive environment to analyze overhead MEP installation
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Blood Elow Heart

Circulatory System

Heart to Eye Pathway
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Conferance Hall ASSEIDLy. s

Cerevrum’s Speech Center VR app for learning public speaking
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Best Practices of Implementation

Immersion
Facilitate immersion process for a new user.

Navigation
Narrate the user through the virtual environment.

Facilitation
Guide the user what to look for in the environment.
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