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Experience on Demand: What Virtual Reality Is, How It Works, and What It Can Do Jeremy Bailenson 2018-01-30 “If
you want to understand the most immersive new communications medium to come along since cinema… I’d suggest
starting with Mr. Bailenson’s [book].” —Wall Street Journal Virtual reality is able to effectively blur the line
between reality and illusion, granting us access to any experience imaginable. These experiences, ones that the brain is
convinced are real, will soon be available everywhere. In Experience on Demand, Jeremy Bailenson draws upon two
decades spent researching the psychological effects of VR to help readers understand its upsides and possible
downsides. He offers expert guidelines for interacting with VR, and describes the profound ways this technology can be
put to use to hone our performance, help us recover from trauma, improve our learning, and even enhance our empathic
and imaginative capacities so that we treat others and ourselves better.
Augmented and Mixed Reality for Communities Joshua A. Fisher 2021-07-14 Using mixed and augmented reality in
communities is an emerging media practice that is reshaping how we interact with our cities and neighbors. From the
politics of city hall to crosswalks and playgrounds, mixed and augmented reality will offer a diverse range of new
ways to interact with our communities. In 2016, apps for augmented reality politics began to appear in app stores.
Similarly, the blockbuster success of Pok mon Go illustrated how even forgotten street corners can become a
magical space for play. In 2019, a court case in Milwaukee, Wisconsin, extended first amendment rights to augmented
reality. For all the good that these emerging media provide, there will and have been consequences. Augmented and Mixed
Reality for Communities will help students and practitioners navigate the ethical design and development of these kinds
of experiences to transform their cities. As one of the first books of its kind, each chapter in the book prepares readers
to contribute to the Augmented City. By providing insight into how these emerging media work, the book seeks to
democratize the augmented and mixed reality space. Authors within this volume represent some of the leading scholars
and practitioners working in the augmented and mixed reality space for civic media, cultural heritage, civic games,
ethical design, and social justice. Readers will find practical insights for the design and development to create their
own compelling experiences. Teachers will find that the text provides in-depth, critical analyses for thoughtprovoking classroom discussions.
Virtual Reality Blueprints Charles Palmer 2018-02-27 Join the virtual reality revolution by creating immersive 3D
games and applications with Cardboard VR, Gear VR, OculusVR, and HTC Vive Key Features Develop robust, immersive
VR experiences that are easy on the eye. Code 3D games and applications using Unity 3D game engine. Learn the basic
principles of virtual reality applications Book Description Are you new to virtual reality? Do you want to create
exciting interactive VR applications? There's no need to be daunted by the thought of creating interactive VR
applications, it's much easier than you think with this hands-on, project-based guide that will take you through VR
development essentials for desktop and mobile-based games and applications. Explore the three top platforms-Cardboard VR, Gear VR, and OculusVR --to design immersive experiences from scratch. You'll start by understanding
the science-fiction roots of virtual reality and then build your first VR experience using Cardboard VR. You'll then
delve into user interactions in virtual space for the Google Cardboard then move on to creating a virtual gallery
with Gear VR. Then you will learn all about virtual movements, state machines, and spawning while you shoot
zombies in the Oculus Rift headset. Next, you'll construct a Carnival Midway, complete with two common games to
entertain players. Along the way, you will explore the best practices for VR development, review game design tips,
discuss methods for combating motion sickness and identify alternate uses for VR applications What you will learn
Use Unity assets to create object simulation. Implement simple touch controls in your application. Apply artificial
intelligence to achieve player and character interaction. Add scripts for movement, tracking, grasping, and spawning.
Create animated walkthroughs, use 360-degree media, and build engaging VR experiences. Deploy your games on multiple
VR platforms. Who this book is for If you are a game developer and a VR enthusiast now looking to get stuck into the
VR app development process by creating VR apps for different platforms, then this is the book for you. Familiarity with
the Unity game engine and the C# language is key to getting the most from this book.
Student-focused Learning Darrel W. Staat 2020 This book gives educators a view into the kinds of methods to use in
the twenty-first century. Higher Education will need to make a transition from what is accepted practice today, to
what will become successful methods in the near future. The new emphasis places the student in the center of the
educational process.
Augmented Reality Dieter Schmalstieg 2016-06-01 Augmented reality (AR) is one of today's most fascinating and
future-oriented areas of computer science and technology. By overlaying computer-generated information on views of
the real world, AR amplifies human perception and cognition in remarkable new ways. Do you like the virtual first-down
line in football games on TV? That's AR. And AR apps are rapidly coming to billions of smartphones, too. Working in
AR requires knowledge from diverse disciplines, including computer vision, computer graphics, and human-computer
interaction (HCI). Augmented Reality: Principles and Practice integrates all this knowledge into a single-source
reference, presenting the most significant AR work with scrupulous accuracy. Dieter Schmalstieg, a pioneer of both AR
foundation and application, is drawing from his two decades of AR experience to clearly present the field. Together
with mobile AR pioneer and research colleague Tobias H llerer, the authors address all aspects of the field,
illuminating AR from both technical and HCI perspectives. The authors review AR's technical foundations, including
display and tracking technologies, show how AR emerges from the symbiosis of computer vision and computer graphics,
introduce AR-specific visualization and 3D interaction techniques, and showcase applications from diverse industries.
They conclude with an outlook on trends and emerging technologies, including practical pointers for beginning
practitioners. This book is an indispensable resource for everyone interested in AR, including software and app
developers, engineers, students and instructors, researchers, and hobbyists. For use in educational environments, the
authors will provide a companion website containing slides, code examples, and other source materials.
Augmented Reality with Unity AR Foundation Jonathan Linowes 2021-08-16 Explore the world of augmented reality
development with the latest features of Unity and step-by-step tutorial-style examples with easy-to-understand
explanations Key FeaturesBuild functional and interactive augmented reality applications using the Unity 3D game
engineLearn to use Unity's XR and AR components, including AR Foundation and other standard Unity featuresImplement
common AR application user experiences needed to build engaging applicationsBook Description Augmented reality
applications allow people to interact meaningfully with the real world through digitally enhanced content. The book
starts by helping you set up for AR development, installing the Unity 3D game engine, required packages, and other
tools to develop for Android (ARCore) and/or iOS (ARKit) mobile devices. Then we jump right into the building and
running AR scenes, learning about AR Foundation components, other Unity features, C# coding, troubleshooting, and
testing. We create a framework for building AR applications that manages user interaction modes, user interface
panels, and AR onboarding graphics that you will save as a template for reuse in other projects in this book. Using this
framework, you will build multiple projects, starting with a virtual photo gallery that lets you place your favorite
framed photos on your real-world walls, and interactively edit these virtual objects. Other projects include an
educational image tracking app for exploring the solar system, and a fun selfie app to put masks and accessories on
your face. The book provides practical advice and best practices that will have you up and running quickly. By the end
of this AR book, you will be able to build your own AR applications, engaging your users in new and innovative ways.
What you will learnDiscover Unity engine features for building AR applications and gamesGet up to speed with Unity
AR Foundation components and the Unity APIBuild a variety of AR projects using best practices and important AR user
experiencesUnderstand the core concepts of augmented reality technology and development for real-world projectsSet
up your system for AR development and learn to improve your development workflowCreate an AR user framework
with interaction modes and UI, saved as a template for new projectsWho this book is for This augmented reality book
is for game developers interested in adding AR capabilities to their games and apps. The book assumes beginner-level
knowledge of Unity development and C# programming, familiarity with 3D graphics, and experience in using existing AR
applications. Beginner-level experience in developing mobile applications will be helpful to get the most out of this AR
Unity book.
Getting Started with React VR John Gwinner 2017-11-30 Create amazing 360 and virtual reality content that runs
directly in your browsers with JavaScript and React VR 2.0 About This Book A practical guide to developing virtual
reality experiences targeting web and mobile browsers Create customized 3D graphics for your virtual reality
experiences with Three.js Explore the ReactVR library to create objects that seem real and see how they move in the
Virtual world Import free models into VR and include those in your code Who This Book Is For This book is for web
developers who want to use their existing skill set of HTML, CSS, and JavaScript to create virtual reality
experiences. What You Will Learn Use Blender 2.79 to make virtual reality objects for Web VR. Import free models
into VR and how to include those in your code Build a Virtual Museum with interactive art pieces Create your first
VR App and customizing it Build animations by procedurally changing an object's position, using timers and Animated
APIs Incorporate React Native code and JavaScript code in your VR world In Detail This book takes you on a journey
to create intuitive and interactive Virtual Reality experiences by creating your first VR application using React VR
2.0.0. It starts by getting you up to speed with Virtual Reality (VR) and React VR components. It teaches you what
Virtual Reality (VR) really is, why it works, how to describe 3D objects, the installation of Node.js (version 9.2.0)
and WebVR browser. You will learn 3D polygon modeling, texturing, animating virtual objects and adding sound to
your VR world. You will also discover ways to extend React VR with new features and native Three.js. You will
learn how to include existing high-performance web code into your VR app. This book will also take you through
upgrading and publishing your app. By the end of this book, you'll have a deep knowledge of Virtual Reality and a fullfledged working VR app to add to your profile! Style and approach A step-by-step practical guide to help readers
build their first VR application.
Unreal Engine Virtual Reality Quick Start Guide Jessica Plowman 2019-02-28
Virtual Reality for Beginners! Murray Ramirez 2016-11-26 Virtual Reality for Beginners! How to Understand, Use &
learning-virtual-reality-developing-immersive-experiences-and-applications-for-desktop-web-and-le

Create with VR Are You Ready To Learn All About VR? If So You've Come To The Right Place... Here's A Preview Of
What This Virtual Reality Book Contains... An Introduction To Virtual Reality VR Through Time - The History And
Growth Of Virtual Reality Getting Started With VR - What You'll Need To Get Going The Science of VR Trends In
The VR Industry Google Cardboard Explored Sony PlayStation VR Explored HTC Vive Explored Oculus Rift Explored
Samsung Gear VR Explored Bonus: Google Daydream View Explored VR And Beyond! 2016+ Verdict The Next Big Thing
And Much, Much More! Download Your Copy Now And Get Started Now!
Practical Augmented Reality Steve Aukstakalnis 2016-09-08 The most comprehensive and up-to-date guide to the
technologies, applications and human factors considerations of Augmented Reality (AR) and Virtual Reality (VR)
systems and wearable computing devices. Practical Augmented Reality is ideal for practitioners and students
concerned with any application, from gaming to medicine. It brings together comprehensive coverage of both theory and
practice, emphasizing leading-edge displays, sensors, and DIY tools that are already available commercially or will be
soon. Beginning with a Foreword by NASA research scientist Victor Luo, this guide begins by explaining the mechanics of
human sight, hearing and touch, showing how these perceptual mechanisms (and their performance ranges) directly
dictate the design and use of wearable displays, 3-D audio systems, and tactile/force feedback devices. Steve
Aukstakalnis presents revealing case studies of real-world applications from gaming, entertainment, science,
engineering, aeronautics and aerospace, defense, medicine, telerobotics, architecture, law enforcement, and geophysics.
Readers will find clear, easy-to-understand explanations, photos, and illustrations of devices including the Atheer
AiR, HTC Vive, DAQRI Smart Helmet, Oculus (Facebook) CV1, Sony PlayStation VR, Vuzix M300, Google Glass, and
many more. Functional diagrams and photographs clearly explain how these devices operate, and link directly to
relevant theoretical and practical content. Practical Augmented Reality thoroughly considers the human factors of
these systems, including sensory and motor physiology constraints, monocular and binocular depth cues, elements
contributing to visually-induced motion sickness and nausea, and vergence–accommodation conflicts. It concludes by
assessing both the legal and societal implications of new and emerging AR, VR, and wearable technologies as well as
provides a look next generation systems.
The Immersive Classroom Jaime Donally 2020-11-03 Discover the possibilities of immersive technology to deepen
student engagement; activate learning through hunts, breakouts and labs; and explore global collaboration. Our
classrooms are full of individuals who learn in diverse ways, and educators need creative teaching approaches to
enrich learning for struggling students. When applied effectively, immersive technology in teaching can target students'
interests, provide flexibility for a range of skill levels and empower students' choice in their learning. The Immersive
Classroom highlights the possibilities of immersive technology to make a greater impact and reach all student
populations. The book: Provides step-by step instructions for how to mix individual tools to create an ecosystem of
immersive technology. Offers examples from leading educators who have implemented the tools and techniques
discussed, giving readers easy-to-implement takeaways they can incorporate in their classrooms right away. Features
robust case studies from leaders in the field as well as student examples of immersive technology to support the
topics discussed. With this book, readers gain insights into customizing tools through app hacking and app smashing,
and discover how pushing the use of augmented reality (AR) and virtual reality (VR) tools beyond their intended
purpose can maximize their benefits, helping meet the needs of all students.
New Perspectives on Virtual and Augmented Reality Linda Daniela 2020-05-31 New Perspectives on Virtual and
Augmented Reality discusses the possibilities of using virtual and augmented reality in the role of innovative pedagogy,
where there is an urgent need to find ways to teach and support learning in a transformed learning environment.
Technology creates opportunities to learn differently and presents challenges for education. Virtual reality
solutions can be exciting, create interest in learning, make learning more accessible and make learning faster. This book
analyses the capabilities of virtual, augmented and mixed reality by providing ideas on how to make learning more
effective, how existing VR/AR solutions can be used as learning tools and how a learning process can be structured.
The virtual reality (VR) solutions can be used successfully for educational purposes as their use can contribute to
the construction of knowledge and the development of metacognitive processes. They also contribute to inclusive
education by providing access to knowledge that would not otherwise be available. This book will be of great
interest to academics, researchers and post-graduate students in the field of educational technology.
Virtual Reality with VRTK4 Rakesh Baruah 2019-12-06 Virtual reality is quickly becoming the next medium to
communicate your ideas. Once siloed in make-believe world of science fiction, virtual reality can now touch any aspect
of your life. This book shows you how to create original virtual reality content using the Unity game engine and the
Virtual Reality Tool Kit. By the end of the book you'll be creating your own virtual reality experience using the
fundamental building blocks within. You'll start by reviewing spatial computing, an emerging field that encompasses
self-driving cars to space exploration. You'll also create your own virtual reality environments for use on headsets
such as those from Oculus and HTC. Using the Unity3D game engine and the Virtual Reality Toolkit on a computer or
laptop, you will walk through the fundamentals of virtual reality with as little code as possible. That is the beauty
of Unity and the Virtual Reality Toolkit. You will discover how to use buttons in a virtual space, gaze-tracking for
user input, and physics for enabling interaction between a human and a virtual space. From game design to education to
healthcare to human resources, virtual reality offers new and creative ways to engage users, students, patients,
customers, and more. Not a coding book, Virtual Reality with VRTK4 shows that you don't need to be a computer or
graphics whiz to begin creating your own virtual reality experiences. What You'll Learn Grasp Virtual Reality
Toolkit and its interaction with Unity3DExplore the fundamental science of virtual realityReview the inner workings
of Unity3D and its integration with VRTKUnderstand the big picture of C# coding in Unity3DIncorporate head and hand
movement into virtual experiences Who This Book Is For Creative professionals or students who are familiar with
computer design programs and want to begin prototyping their own original virtual reality work as quickly as
possible.
Unity Virtual Reality Projects Jonathan Linowes 2015-08-31 Explore the world of Virtual Reality by building
immersive and fun VR projects using Unity 3DAbout This Book• Learn the basic principles of virtual reality
applications and get to know how they differ from games and desktop apps• Build various types of VR experiences,
including diorama, first-person characters, riding on rails, 360 degree projections, and social VR• A project-based guide
that teaches you to use Unity to develop VR applications, which can be experienced with devices such as the Oculus
Rift or Google CardboardWho This Book Is ForIf you're a non-programmer unfamiliar with 3D computer graphics, or
experienced in both but new to virtual reality, and are interested in building your own VR games or applications then
this book is for you. Any experience in Unity is an advantage.What You Will Learn• Create 3D scenes with Unity and
Blender while learning about world space and scale• Build and run VR applications for consumer headsets including
Oculus Rift and Google Cardboard• Build interactive environments with physics, gravity, animations, and lighting using
the Unity engine• Experiment with various user interface (UI) techniques that you can use in your VR applications•
Implement the first-person and third-person experiences that use only head motion gestures for input• Create animated
walkthroughs, use 360-degree media, and build multi-user social VR experiences• Learn about the technology and
psychology of VR including rendering, performance and VR motion sickness• Gain introductory and advanced experience
in Unity programming with the C# languageIn DetailWhat is consumer “virtual reality”? Wearing a head-mounted
display you view stereoscopic 3D scenes. You can look around by moving your head, and walk around using hand
controls or motion sensors. You are engaged in a fully immersive experience. On the other hand, Unity is a powerful
game development engine that provides a rich set of features such as visual lighting, materials, physics, audio, special
effects, and animation for creating 2D and 3D games. Unity 5 has become the leading platform for building virtual
reality games, applications and experiences for this new generation of consumer VR devices.Using a practical and
project-based approach, this book will educate you about the specifics of virtual reality development in Unity.You
will learn how to use Unity to develop VR applications which can be experienced with devices such as the Oculus Rift
or Google Cardboard. We will then learn how to engage with virtual worlds from a third person and first person
character point of view. Furthermore, you will explore the technical considerations especially important and possibly
unique to VR. The projects in the book will demonstrate how to build a variety of VR experiences. You will be diving
into the Unity 3D game engine via the interactive Unity Editor as well as C-Sharp programming.By the end of the book,
you will be equipped to develop rich, interactive virtual reality experiences using Unity.So, let's get to it!Style and
approachThis book takes a practical, project-based approach to teach specifics of virtual reality development in
Unity. Using a reader-friendly approach, this book will not only provide detailed step-by-step instructions but also
discuss the broader context and applications covered within.
WebGL: Up and Running Tony Parisi 2012-08-15 Presents an introduction to WebGL development and production
concepts to create full 3D applications.
Virtual and Augmented Reality in Education, Art, and Museums Guazzaroni, Giuliana 2019-11-22 Due to the growing
prevalence of artificial intelligence technologies, schools, museums, and art galleries will need to change traditional
ways of working and conventional thought processes to fully embrace their potential. Integrating virtual and
augmented reality technologies and wearable devices into these fields can promote higher engagement in an increasingly
digital world. Virtual and Augmented Reality in Education, Art, and Museums is an essential research book that
explores the strategic role and use of virtual and augmented reality in shaping visitor experiences at art galleries and
museums and their ability to enhance education. Highlighting a range of topics such as online learning, digital heritage,
and gaming, this book is ideal for museum directors, tour developers, educational software designers, 3D artists,
designers, curators, preservationists, conservationists, education coordinators, academicians, researchers, and
students.
Virtual Reality and Its Application in Education Dragan Cvetkovi 2021-01-14 Virtual reality is a set of
technologies that enables two-way communication, from computer to user and vice versa. In one direction,
technologies are used to synthesize visual, auditory, tactile, and sometimes other sensory experiences in order to
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provide the illusion that practically non-existent things can be seen, heard, touched, or otherwise felt. In the other
direction, technologies are used to adequately record human movements, sounds, or other potential input data that
computers can process and use. This book contains six chapters that cover topics including definitions and principles of
VR, devices, educational design principles for effective use of VR, technology education, and use of VR in technical and
natural sciences.
Unity Virtual Reality Projects Jonathan Linowes 2015-09-01 Explore the world of Virtual Reality by building
immersive and fun VR projects using Unity 3D About This Book Learn the basic principles of virtual reality applications
and get to know how they differ from games and desktop apps Build various types of VR experiences, including diorama,
first-person characters, riding on rails, 360 degree projections, and social VR A project-based guide that teaches you
to use Unity to develop VR applications, which can be experienced with devices such as the Oculus Rift or Google
Cardboard Who This Book Is For If you're a non-programmer unfamiliar with 3D computer graphics, or experienced in
both but new to virtual reality, and are interested in building your own VR games or applications then this book is for
you. Any experience in Unity is an advantage. What You Will Learn Create 3D scenes with Unity and Blender while
learning about world space and scale Build and run VR applications for consumer headsets including Oculus Rift and
Google Cardboard Build interactive environments with physics, gravity, animations, and lighting using the Unity engine
Experiment with various user interface (UI) techniques that you can use in your VR applications Implement the firstperson and third-person experiences that use only head motion gestures for input Create animated walkthroughs, use
360-degree media, and build multi-user social VR experiences Learn about the technology and psychology of VR
including rendering, performance and VR motion sickness Gain introductory and advanced experience in Unity programming
with the C# language In Detail What is consumer “virtual reality”? Wearing a head-mounted display you view
stereoscopic 3D scenes. You can look around by moving your head, and walk around using hand controls or motion
sensors. You are engaged in a fully immersive experience. On the other hand, Unity is a powerful game development engine
that provides a rich set of features such as visual lighting, materials, physics, audio, special effects, and animation
for creating 2D and 3D games. Unity 5 has become the leading platform for building virtual reality games, applications
and experiences for this new generation of consumer VR devices. Using a practical and project-based approach, this
book will educate you about the specifics of virtual reality development in Unity. You will learn how to use Unity
to develop VR applications which can be experienced with devices such as the Oculus Rift or Google Cardboard. We
will then learn how to engage with virtual worlds from a third person and first person character point of view.
Furthermore, you will explore the technical considerations especially important and possibly unique to VR. The
projects in the book will demonstrate how to build a variety of VR experiences. You will be diving into the Unity 3D
game engine via the interactive Unity Editor as well as C-Sharp programming. By the end of the book, you will be
equipped to develop rich, interactive virtual reality experiences using Unity. So, let's get to it! Style and approach
This book takes a practical, project-based approach to teach specifics of virtual reality development in Unity. Using a
reader-friendly approach, this book will not only provide detailed step-by-step instructions but also discuss the
broader context and applications covered within.
Reality Check Jeremy Dalton 2021-01-03 Discover THE next big competitive advantage in business: learn how
augmented and virtual reality can put your business ahead. Augmented reality (AR) and virtual reality (VR) are part
of a new wave of immersive technologies that offer huge opportunities for businesses, across industries and regardless
of their size. Most people think of AR or VR as a new development in video gaming like Pok mon GO, or an expensive
marketing campaign by the Nikes of the world. The truth is, businesses of any size can put these new technologies to
immediate use in areas that include: - Learning and development - Remote collaboration and assistance - Visualization
of remote assets and environments - Sales and marketing - Consumer behaviour research Reality Check dispels the
common misconceptions of AR and VR, such as them being too expensive or not easily scalable, and details how business
leaders can integrate them into their business to deliver more efficient, impactful and cost-effective business solutions.
The up and coming voice of AR and VR for businesses, Jeremy Dalton, uses case studies from organizations all over the
world including Cisco, Ford, GlaxoSmithKline, La Liga and Vodafone to showcase the practical uses of immersive
technologies. Reality Check makes cutting-edge technology accessible and grounds them into the everyday workings of
normal businesses. It is your one-stop non-technical guide to incredibly exciting new technologies that will deliver
results.
Complete Virtual Reality and Augmented Reality Development with Unity Jesse Glover 2019-04-17 Get close and
comfortable with Unity and build applications that run on HoloLens, Daydream, and Oculus Rift Key Features Build
fun augmented reality applications using ARKit, ARCore, and Vuforia Explore virtual reality by developing more than
10 engaging projects Learn how to integrate AR and VR concepts together in a single application Book Description
Unity is the leading platform to develop mixed reality experiences because it provides a great pipeline for working with
3D assets. Using a practical and project-based approach, this Learning Path educates you about the specifics of AR
and VR development using Unity 2018 and Unity 3D. You’ll learn to integrate, animate, and overlay 3D objects on
your camera feed, before moving on to implement sensor-based AR applications. You’ll explore various concepts by
creating an AR application using Vuforia for both macOS and Windows for Android and iOS devices. Next, you’ll
learn how to develop VR applications that can be experienced with devices, such as Oculus and Vive. You’ll also
explore various tools for VR development: gaze-based versus hand controller input, world space UI canvases,
locomotion and teleportation, timeline animation, and multiplayer networking. You’ll learn the Unity 3D game engine
via the interactive Unity Editor and C# programming. By the end of this Learning Path, you’ll be fully equipped to
develop rich, interactive mixed reality experiences using Unity. This Learning Path includes content from the following
Packt products: Unity Virtual Reality Projects - Second Edition by Jonathan Linowes Unity 2018 Augmented Reality
Projects by Jesse Glover What you will learn Create 3D scenes to learn about world space and scale Move around
your scenes using locomotion and teleportation Create filters or overlays that work with facial recognition
software Interact with virtual objects using eye gaze, hand controllers, and user input events Design and build a VR
storytelling animation with a soundtrack and timelines Create social VR experiences with Unity networking Who this
book is for If you are a game developer familiar with 3D computer graphics and interested in building your own AR and
VR games or applications, then this Learning Path is for you. Any prior experience in Unity and C# will be an advantage.
In all, this course teaches you the tools and techniques to develop engaging mixed reality applications.
Extended Reality in Practice Bernard Marr 2021-04-21 EXTENDED REALITY IN PRACTICE As one of the leading
business trends today, extended reality (XR) promises to revolutionize the way consumers experience their encounters
with brands and products of all kinds. Top brands from Pepsi and Uber to Boeing and the U.S. Army are creating
immersive digital experiences that capture the interest and imaginations of their target markets. In Extended Reality in
Practice: 100+ Amazing Ways Virtual, Augmented and Mixed Reality are Changing Business and Society, celebrated
futurist, technologist, speaker, and author Bernard Marr delivers a robust and accessible explanation of how all
kinds of firms are developing innovative XR solutions to business problems. You’ll discover the new ways that
companies are harnessing virtual, augmented, and mixed reality to improve consumers’ perception of their brands. You’ll
also find out why there are likely to be no industries that will remain untouched by the use of XR, and why these
technologies are popular across the commercial, governmental, and non‐profit spectrums. Perfect for Chief Executive
Officers, business owners, leaders, managers, and professionals working in business development, Extended Reality in
Practice will also earn a place in the libraries of professionals working within innovation teams seeking an accessible
resource on the possibilities and potential created by augmented, virtual, and mixed reality technologies. An insightful
exploration of extended reality from a renowned thought leader, technologist, and futurist Extended Reality in
Practice: 100+ Amazing Ways Virtual, Augmented and Mixed Reality are Changing Business and Society offers readers
a front-row seat to one of the most exciting and impactful business trends to find traction in years. Celebrated
futurist and author Bernard Marr walks you through the ins and outs of XR, or extended reality, and how it promises
to revolutionize everything from the experience of walking through an airport or shopping mall to grabbing a burger at
a fast-food restaurant. Discover insightful and illuminating case studies from businesses and organizations in a
variety of industries, including Burger King, BMW, Boeing, and the U.S. Army, and see how they’re turning virtual, mixed,
and augmented reality experiences into big wins for their stakeholders. You’ll also find out about how XR can help
businesses tackle the problems of lackluster engagement and lukewarm customer loyalty with reinvigorated consumer
experiences. Ideal for executives, founders, business leaders and owners, and professionals of all sorts, Extended
Reality in Practice is an indispensable guide to an indispensable new technology. The book is the leading resource for
anyone seeking a one-stop reference for augmented, virtual, and mixed reality tech and their limitless potential for
enterprise.
Implementing Augmented Reality Into Immersive Virtual Learning Environments Donna Russell 2020-12-18 "This book
provides a comprehensive review of educational programs that are integrating augmented reality into immersive virtual
learning environments"-Virtual, Augmented, and Mixed Realities in Education Dejian Liu 2017-11-13 This book describes the current state of
the art of various types of immersive learning: in research, in practice, and in the marketplace. It discusses advanced
approaches in the design and development for various forms of immersive learning environments, and also the emerging
innovations in assessment and research in the field. In addition, it demonstrates the opportunities and challenges in
implementing advances in VR and immersion at scale in formal and informal learning. We are living in a time of rapid
advances in terms of both the capabilities and the cost of virtual reality, multi-user virtual environments, and
various forms of mixed reality. These new media potentially offer extraordinary opportunities for enhancing both
motivation and learning across a range of subject areas, student developmental levels, and educational settings.
With the development of practical and affordable virtual reality and mixed reality, people now have the chance to
experience immersive learning both in classrooms and informally in homes, libraries, and community centers. The book
appeals to a broad readership including teachers, administrators, scholars, policy makers, instructional designers,
evaluators and industry leaders.
The VR Book Jason Jerald 2015-09-01 Virtual reality (VR) potentially provides our minds with direct access to
digital media in a way that at first seems to have no limits.However, creating compelling VR experiences is an incredibly
complex challenge.When VR is done well, the results are brilliant and pleasurable experiences that go beyond what we
can do in the real world.When VR is done badly, not only is the system frustrating to use, but sickness can
result.Reasons for bad VR are numerous; some failures come from the limitations of technology, but many come from a
lack of understanding perception, interaction, design principles, and real users. This book discusses such issues, focusing
upon the human element of VR rather than technical implementation, for if we do not get the human element correct,
then no amount of technology will make VR anything more than an interesting tool confined to research laboratories.
Even when VR principles are fully understood, first implementations are rarely novel and never ideal due to the complex
nature of VR and the countless possibilities. However, the VR principles discussed within enable us to intelligently
experiment with the rules and iteratively design towards innovative experiences.
Unity 2020 Virtual Reality Projects Jonathan Linowes 2020-07-30 Explore the latest features of Unity and build
VR experiences including first-person interactions, audio fireball games, 360-degree media, art gallery tours, and VR
storytelling Key FeaturesDiscover step-by-step instructions and best practices to begin your VR development
journeyExplore Unity features such as URP rendering, XR Interaction Toolkit, and ProBuilderBuild impressive VR-based
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apps and games that can be experienced using modern devices like Oculus Rift and Oculus QuestBook Description This
third edition of the Unity Virtual Reality (VR) development guide is updated to cover the latest features of Unity
2019.4 or later versions - the leading platform for building VR games, applications, and immersive experiences for
contemporary VR devices. Enhanced with more focus on growing components, such as Universal Render Pipeline (URP),
extended reality (XR) plugins, the XR Interaction Toolkit package, and the latest VR devices, this edition will help
you to get up to date with the current state of VR. With its practical and project-based approach, this book covers
the specifics of virtual reality development in Unity. You'll learn how to build VR apps that can be experienced with
modern devices from Oculus, VIVE, and others. This virtual reality book presents lighting and rendering strategies to
help you build cutting-edge graphics, and explains URP and rendering concepts that will enable you to achieve realism
for your apps. You'll build real-world VR experiences using world space user interface canvases, locomotion and
teleportation, 360-degree media, and timeline animation, as well as learn about important VR development concepts,
best practices, and performance optimization and user experience strategies. By the end of this Unity book, you'll be
fully equipped to use Unity to develop rich, interactive virtual reality experiences. What you will learnUnderstand
the current state of virtual reality and VR consumer productsGet started with Unity by building a simple diorama
scene using Unity Editor and imported assetsConfigure your Unity VR projects to run on VR platforms such as
Oculus, SteamVR, and Windows immersive MRDesign and build a VR storytelling animation with a soundtrack and
timelinesImplement an audio fireball game using game physics and particle systemsUse various software patterns to
design Unity events and interactable componentsDiscover best practices for lighting, rendering, and postprocessingWho this book is for Whether you're a non-programmer unfamiliar with 3D computer graphics or experienced
in both but new to virtual reality, if you're interested in building your own VR games or applications, this Unity book
is for you. Any experience in Unity will be useful but is not necessary.
Unity® Virtual Reality Development with VRTK4 Christopher Coutinho 2022-03-31 Get hands-on practical
knowledge of concepts and techniques for VR development using Unity® and VRTK version 4. This book is a step-bystep guide to learning VRTK 4 for developing immersive VR experiences.Unity is a powerful game engine for developing VR
experiences. With its built-in support for all major VR headsets, it's the perfect tool for developers to realize their
vision in VR. VRTK is a battle-tested VR solution for Unity; VRTK 4, in conjunction with Unity, has changed the
dynamics of VR development.This book focuses on creating deep understanding of how advanced VR mechanics and
techniques are built and utilized as a part of a VR framework. You will start off by setting up your devices for VR
development and learn about the advantages of using VRTK 4 over alternate SDKs. You will learn to setup your
very own custom VRTK Rig, find out how to setup various advanced VR mechanics and locomotion techniques, how
to create several spatial UI objects, and how to setup Unity 2D UI controls. You will also cover advanced topics
such as using angular and linear drives, setting up a VR Simulator to work with a XBox Controller, and realistic
physics VR hands. By the end of this book, you will know how to create advanced VR mechanics that can be used within
any VR experience, game, or App and deployed across several platforms and hardware. What You Will Learn
Understand how to develop Immersive VR experiences Create a VR simulator to test your project Generate advanced
Spatial UI that you can interact with physically using your hands Who This Book Is For?Unity game developers
conversant with Unity's Editor. Basic knowledge of how Unity Prefabs function, how events work in general, and
programming logic would be beneficial.
Creating Augmented and Virtual Realities Erin Pangilinan 2019-03-18 Despite popular forays into augmented and
virtual reality in recent years, spatial computing still sits on the cusp of mainstream use. Developers, artists, and
designers looking to enter this field today have few places to turn for expert guidance. In this book, Erin Pangilinan,
Steve Lukas, and Vasanth Mohan examine the AR and VR development pipeline and provide hands-on practice to help you
hone your skills. Through step-by-step tutorials, you’ll learn how to build practical applications and experiences
grounded in theory and backed by industry use cases. In each section of the book, industry specialists, including Timoni
West, Victor Prisacariu, and Nicolas Meuleau, join the authors to explain the technology behind spatial computing. In
three parts, this book covers: Art and design: Explore spatial computing and design interactions, human-centered
interaction and sensory design, and content creation tools for digital art Technical development: Examine differences
between ARKit, ARCore, and spatial mapping-based systems; learn approaches to cross-platform development on headmounted displays Use cases: Learn how data and machine learning visualization and AI work in spatial computing,
training, sports, health, and other enterprise applications
Emerging Tools and Applications of Virtual Reality in Education Choi, Dong Hwa 2016-01-18 Virtual reality is the
next frontier of communication. As technology exponentially evolves, so do the ways in which humans interact and
depend upon it. It only follows that to educate and stimulate the next generation of industry leaders, one must use
the most innovative tools available. By coupling education with the most immersive technology available, teachers
may inspire students in exciting new ways. Emerging Tools and Applications of Virtual Reality in Education explores
the potential and practical uses of virtual reality in classrooms with a focus on pedagogical and instructional
outcomes and strategies. This title features current experiments in the use of augmented reality in teaching and
highlights the effects it had on students. The authors also illustrate the use of technology in teaching the humanities,
as students well-rounded in the fields of technology and communication are covetable in the workforce. This book will
inspire educators, administrators, librarians, students of education, and virtual reality software developers to push
the limits of their craft.
Learning Virtual Reality Tony Parisi 2015-10-26 As virtual reality approaches mainstream consumer use, a vibrant
development ecosystem has emerged in the past few years. This hands-on guide takes you through VR development
essentials for desktop, mobile, and browser-based applications. You’ll explore the three go-to platforms—OculusVR,
Gear VR, and Cardboard VR—as well as several VR development environments, programming tools, and techniques. If
you’re an experienced programmer familiar with mobile development, this book will help you gain a working knowledge of
VR development through clear and simple examples. Once you create a complete application in the final chapter, you’ll
have a jumpstart on the next major entertainment medium. Learn VR basics for UI design, 3D graphics, and stereo
rendering Explore Unity3D, the current development choice among game engines Create native applications for desktop
computers with the Oculus Rift Develop mobile applications for Samsung’s Gear VR with the Android and Oculus
Mobile SDKs Build browser-based applications with the WebVR Javascript API and WebGL Create simple and affordable
mobile apps for any smartphone with Google’s Cardboard VR Bring everything together to build a 360-degree
panoramic photo viewer
Designing Immersive 3D Experiences Renee Stevens 2021-06-30 Designing Immersive 3D Experiences can help any visual
designer move into the fast-growing fields of 3D and extended reality (XR) design. Leading designer Ren e Stevens (
Powered by Design) introduces a proven approach and an effective design thinking process you can use to create
outstanding, immersive user experiences. Stevens guides you through creating your first XR project - and improving
every project after that. Drawing on her experience building a major university's first course in Augmented Reality, she
prepares visual designers to succeed with 3D and XR design in environments from mobile and web to wearables. Stevens
begins by exploring what XR and 3D immersive design are, how they're evolving, and how you may already be using them.
Next, she explores core concepts and technologies, from computer-human interaction to projection mapping and headmounted displays. Then, you'll walk through projects from start to finish, learning how to: Perform upfront ideation
for new XR/3D projects: set "why" goals, balance innovation with practicality, and keep it all human Build seamless
and approachable user experiences and interfaces Prototype XR experiences Account for perception and other human
factors Augment typography, color, audio, and voice Take your next steps with XR design, and more
Human 4.0 Yves Rybarczyk 2021-01-07 Information technology is becoming ingrained in our everyday life. The
consequence of this is that the line between humans and technology is more and more blurred, and tends to transform
the human being into a cyber-organism. This transformation, accompanied by the emergence of Industry 4.0, brings us to
define a new term: Human 4.0. This new generation of individuals has to deal with smart interconnected pervasive
environments supported by the internet of things. Nevertheless, this merge between humans and technology is not
straight-forward and requires an additional effort to reduce the gap between the human being and the machine. Such
research implies a multidisciplinary approach to the interaction between biological organisms and artificial artefacts.
This book intends to provide the reader with an insight into the new relationship with the technology brought about by
Industry 4.0, and how it can make the human-machine interaction more efficient.
Unity Virtual Reality Projects Jonathan Linowes 2018-05-24 Explore the latest features of Unity 2018 to create
immersive VR projects for Oculus Rift, HTC Vive, Daydream and Gear VR Key Features A project-based guide to teach
you how to develop immersive and fun VR applications using Unity 3D Build experiences with interactable objects,
physics, UI, animations, C# scripting, and other Unity features Explore the world of VR by building experiences such as
diorama, first-person characters, 360-degree projections, social VR, audio fireball game, and VR storytelling Book
Description Unity has become the leading platform for building virtual reality games, applications, and experiences for
this new generation of consumer VR devices. Unity Virtual Reality Projects walks you through a series of hands-on
tutorials and in-depth discussions on using the Unity game engine to develop VR applications. With its practical and
project-based approach, this book will get you up to speed with the specifics of VR development in Unity. You will
learn how to use Unity to develop VR applications that can be experienced with devices such as Oculus, Daydream,
and Vive. Among the many topics and projects, you will explore gaze-based versus hand-controller input, world space
UI canvases, locomotion and teleportation, software design patterns, 360-degree media, timeline animation, and
multiplayer networking. You will learn about the Unity 3D game engine via the interactive Unity Editor, and you will
also learn about C# programming. By the end of the book, you will be fully equipped to develop rich, interactive VR
experiences using Unity. What you will learn Create 3D scenes with Unity and other 3D tools while learning about
world space and scale Build and run VR applications for specific headsets, including Oculus, Vive, and Daydream
Interact with virtual objects using eye gaze, hand controllers, and user input events Move around your VR scenes
using locomotion and teleportation Implement an audio fireball game using physics and particle systems Implement an
art gallery tour with teleportation and data info Design and build a VR storytelling animation with a soundtrack
and timelines Create social VR experiences with Unity networking Who this book is for If you're a non-programmer
unfamiliar with 3D computer graphics, or experienced in both but new to virtual reality, and are interested in building
your own VR games or applications, then this book is for you. Any experience in Unity is an advantage.
Immersive Learning Craig Frehlich 2020-10-01 Most people want to reach their maximum potential; and the use of
tools are no different. Some say power is influence. If this is true, then virtual reality has “superpowers” because of
its ability to make the unreal viscerally real, engaging and immersive. Thanks to these powers VR can influence and
affect education in ways that no technology tool has in the past. This book will help people understand the power
and true potential of virtual reality (or VR). The prime directive of this book is to provide educators with a way of
thinking about how to use virtual reality in education in order to reveal its true superpowers. And, to arm educators
with several hands-on lessons to get them started on implementing VR as a tool to enhance learning outcomes.
Ultimately, the book aims to have educators clearly understand VR’s role in transforming education, thus reaching
its maximum potential.
AR and VR Using the WebXR API Rakesh Baruah 2020-12-01 Gain an in-depth knowledge in immersive web development
to create augmented reality (AR) and virtual reality (VR) applications inside web browsers using WebXR API, WebGL,
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Three.js, and A-Frame. This project-based book will provide the practice and portfolio content to make the most of
what the futures of spatial computing and immersive technology have to offer. Beginning with technical analysis of
how web browsers function, the book covers programming languages such as WebGL, JavaScript, and HTML, with an
eye on a complete understanding of the WebXR lifecycle. You'll then explore how contemporary web browsers work at
the code level and see how to set up a local development server and use it with the Visual Studio Code IDE to create
3D animation in the WebGL programming language. With a familiarity of the web-rendering pipeline in place, you’ll
venture on to WebGL abstractions such as the Three.js JavaScript library and Mozilla’s A-Frame XR Framework,
which use WebXR to create high-end visual effects. In the final projects of the book, you’ll create an augmented
reality web session for an Android phone device, and create a VR scene in A-Frame (built on Three.js) to demo essential
components of the WebXR API pertaining to user positioning and interaction. Game engines have become common-place
for the creation of mixed reality content. However, developers not interested in learning entirely new workflows may
be better suited to work within a medium almost universally open to all—the web; AR and VR Using the WebXR API
will show you the way. What You'll Learn Master the creation of virtual reality and augmented reality features
for web page Prepare to work as an immersive web developer with a portfolio of projects in sought-after technologies
Review the fundamentals of writing shaders in WebGL Experience the unity between client, server, and cloud
architecture as it applies to location-based AR Who This Book Is For Aspiring immersive web developers and developers
already familiar with the fundamentals of web development who want to further explore topics such as spatial
computing, computer vision, spatial anchors, and cloud-computing for multi-user social experiences.
Virtual & Augmented Reality For Dummies Paul Mealy 2018-06-08 An easy-to-understand primer on Virtual Reality
and Augmented Reality Virtual Reality (VR) and Augmented Reality (AR) are driving the next technological
revolution. If you want to get in on the action, this book helps you understand what these technologies are, their
history, how they’re being used, and how they’ll affect consumers both personally and professionally in the very near
future. With VR and AR poised to become mainstream within the next few years, an accessible book to bring users up to
speed on the subject is sorely needed—and that’s where this handy reference comes in! Rather than focusing on a specific
piece of hardware (HTC Vive, Oculus Rift, iOS ARKit) or software (Unity, Unreal Engine), Virtual & Augmented
Reality For Dummies offers a broad look at both VR and AR, giving you a bird’s eye view of what you can expect as
they continue to take the world by storm. * Keeps you up-to-date on the pulse of this fast-changing technology *
Explores the many ways AR/VR are being used in fields such as healthcare, education, and entertainment * Includes
interviews with designers, developers, and technologists currently working in the fields of VR and AR Perfect for both
potential content creators and content consumers, this book will change the way you approach and contribute to
these emerging technologies.
Developing Virtual Reality Applications Alan B. Craig 2009-06-02 Virtual Reality systems enable organizations to
cut costs and time, maintain financial and organizational control over the development process, digitally evaluate
products before having them created, and allow for greater creative exploration. In this book, VR developers Alan
Craig, William Sherman, and Jeffrey Will examine a comprehensive collection of current,unique, and foundational VR
applications in a multitude of fields, such as business, science, medicine, art, entertainment, and public safety among
others. An insider’s view of what works, what doesn’t work, and why, Developing Virtual Reality Applications
explores core technical information and background theory as well as the evolution of key applications from their
genesis to their most current form. Developmental techniques are cross-referenced between different applications linking
information to describe overall VR trends and fundamental best practices. This synergy, coupled with the most up to
date research being conducted, provides a hands-on guide for building applications, and an enhanced, panoramic view of
VR development. Developing Virtual Reality Applications is an indispensable one-stop reference for anyone working in
this burgeoning field. Dozens of detailed application descriptions provide practical ideas for VR development in ALL
areas of interest! Development techniques are cross referenced between different application areas, providing
fundamental best practices!
Augmented Reality in Education Vladimir Geroimenko 2020-05-26 This is the first comprehensive research monograph
devoted to the use of augmented reality in education. It is written by a team of 58 world-leading researchers,
practitioners and artists from 15 countries, pioneering in employing augmented reality as a new teaching and learning
technology and tool. The authors explore the state of the art in educational augmented reality and its usage in a
large variety of particular areas, such as medical education and training, English language education, chemistry
learning, environmental and special education, dental training, mining engineering teaching, historical and fine art
education. Augmented Reality in Education: A New Technology for Teaching and Learning is essential reading not only
for educators of all types and levels, educational researchers and technology developers, but also for students
(both graduates and undergraduates) and anyone who is interested in the educational use of emerging augmented reality
technology.
Unreal Engine 4 Virtual Reality Projects Kevin Mack 2019-04-30 Learn to design and build Virtual Reality
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experiences, applications, and games in Unreal Engine 4 through a series of practical, hands-on projects that teach you
to create controllable avatars, user interfaces, and more. Key Features Learn about effective VR design and develop
virtual reality games and applications for every VR platform Build essential features for VR such as player
locomotion and interaction, 3D user interfaces, and 360 media players Learn about multiplayer networking and how
to extend the engine using plugins and asset packs Book Description Unreal Engine 4 (UE4) is a powerful tool for
developing VR games and applications. With its visual scripting language, Blueprint, and built-in support for all major
VR headsets, it's a perfect tool for designers, artists, and engineers to realize their visions in VR. This book will guide
you step-by-step through a series of projects that teach essential concepts and techniques for VR development in UE4.
You will begin by learning how to think about (and design for) VR and then proceed to set up a development
environment. A series of practical projects follows, taking you through essential VR concepts. Through these
exercises, you'll learn how to set up UE4 projects that run effectively in VR, how to build player locomotion
schemes, and how to use hand controllers to interact with the world. You'll then move on to create user interfaces in
3D space, use the editor's VR mode to build environments directly in VR, and profile/optimize worlds you've built.
Finally, you'll explore more advanced topics, such as displaying stereo media in VR, networking in Unreal, and using
plugins to extend the engine. Throughout, this book focuses on creating a deeper understanding of why the relevant
tools and techniques work as they do, so you can use the techniques and concepts learned here as a springboard for
further learning and exploration in VR. What you will learn Understand design principles and concepts for building VR
applications Set up your development environment with Unreal Blueprints and C++ Create a player character with
several locomotion schemes Evaluate and solve performance problems in VR to maintain high frame rates Display mono
and stereo videos in VR Extend Unreal Engine's capabilities using various plugins Who this book is for This book is for
anyone interested in learning to develop Virtual Reality games and applications using UE4. Developers new to UE4 will
benefit from hands-on projects that guide readers through clearly-explained steps, while both new and experienced
developers will learn crucial principles and techniques for VR development in UE4.
Current and Prospective Applications of Virtual Reality in Higher Education Choi, Dong Hwa 2020-07-31 For the
last decade, virtual reality has been utilized in diverse fields such as entertainment, medicine, and industry. Recently,
virtual reality has been applied in educational settings in order to transform student learning and experiences through
such methods as building prototypes using digital devices or exploring new cultures through immersive interactions.
Teachers who can incorporate virtual reality into their classrooms can provide their students with more meaningful
learning experiences and can witness higher engagement. Current and Prospective Applications of Virtual Reality in
Higher Education is a cutting-edge academic research book that provides comprehensive research on the integration of
virtual reality in education programs and establishes foundations for course design, program development, and
institutional strategic planning. The book covers an overall understanding and approach to virtual reality in
education, specific applications of using virtual reality in higher education, and prospects and issues of virtual reality
in the future. Highlighting a wide range of topics such as gamification, teacher training, and virtual reality, this book is
ideal for teachers, instructional designers, curriculum developers, academicians, program developers, administrators,
educational software developers, policymakers, researchers, education professionals, and students.
Reality Bytes Jesse Lubinsky 2020-01-14 Transform teaching and learning with AR and VR in your classroom. We're
at the dawn of an incredible transformation in education. Augmented reality and virtual reality--technologies that
were once the province of science fiction and fantasy--are faster, better, and more affordable than ever. These tools
have the potential to not only inspire students but to redefine how we teach and collaborate. But widespread
adoption of AR and VR in K-12 classrooms requires taking risks, investing money and time, and training educators.
Reality Bytes makes the case for taking this leap by showing how educators are using these amazing technologies, and
it provides a powerful framework to help anyone, in any school, join them. The innovative educators profiled are
already designing learning experiences using AR and VR that supercharge student motivation, encourage creativity, and
make otherwise impossible educational adventures accessible to all. You can do the same, using easy-to-implement
resources that will revolutionize how you approach instruction. Equip your students with the skills they'll need in
the future--today. Reality Bytes opens the doors to tools for meeting every student no matter where they are. This
book outlines the power that AR and VR have in building empathy and growing critical worldviews and perspectives.
Christine, Jesse, and Micah cast an exciting vision for the future of education! --Ken Shelton, educational strategist,
equity and inclusion consultant Creating engaging lessons that successfully integrate technology can be challenging.
Reality Bytes is here to help with tons of images, classroom stories, and ideas that will help you create studentcentered lessons that allow your students to experience content in a whole new way. No matter the grade level, there
is something for everyone in this wonderfully immersive book. --Alice Keeler, teacher, edtech expert, Google Certified
Innovator While you won't see Winona Ryder's name on the cover of this book, you will find some star power in it-the power to create star learners in our classrooms using cutting-edge tools! Reality Bytes will you give you the
tools, the pedagogy, and a practical framework to bring the new reality of learning into your classroom. --Kasey
Bell, author of Shake Up Learning: Practical Ideas to Move Learning from Static to Dynamic
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