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Soon be a lot of VR Devices
And AR Expected to Surpase VR!
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Virtual Reality Headsets
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VR Use By Enterprise

Share of demand-side firms using VR across key segments, Q4 2018
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Mixture of AR and VR Training
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Need Easy Integration with Existing Content Ecosystem

Enterprise a Mix of Saas, On
Premise Systems, Client
Applications and Web Clients
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Need Easy Integration with Existing Content Ecosystem
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The Web Model Becomes Increasingly Important w/ XR

e Privacy/Security

e Distribution/updates

e [P Rights/Content Protection

e Adapting to different device capabilities
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Progressive Refinement, AR/VR as "one possible mode”

https://blog.mozvr.com/progressive-webxr-ar-store/
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Problem: Tools (esp. for VR) Aimed At Game Devs

Unity, Unreal, Sumerian, etc. targeted at low level custom authoring and creation
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Add in multiple users, heterogeneous devices, adaptive training, etc
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Need Tools to Enable Existing Devs to Create Content
That Integrates with Enterprise-Scale System

B Transform

Al-based / Scriptable Avatars

Automatic Generation of
“unimportant detail”

Pervasive support for
networked / multi-user

Domain specific high level
languages based on
semantic knowledge
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Rethink Pedagogy in XR Supported Learning Environments

How do we generate environments on the fly to support training and learning

Using Projection AR to Add Design Studio Pedagogy to a CS Classroom
Amber Solomon, Blair MacIntyre, Betsy DiSalvo, Mark Guzdial, Ryan Jones, Ashwin Kachhara

Using hubs for
Online Learning
Community
Support

David Joyner,
Blair MacIntyre
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