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Introduction 
What impact can augmented reality (AR) and/or 
virtual reality (VR) technologies have on your 
library and community now and into the future? 
This report investigates the impact of these 
technologies in a range of Victorian public 
libraries and offers observations on future trends 
and potentialities. The report has been 
developed in line with the Victorian Public 
Libraries 2030 Strategic Framework (VPL 2030) 
[1].  
  

VR has been around since the 1950s, [2] 
however you can’t go online these days without 
hearing about the latest developments in the 
technology. There has been massive investment 
in AR and VR over the last year or two from some 
major companies and many other smaller 
players.  

Some of the hype is around the technology being 
the next big thing since the introduction of the 
smartphone [3]. What isn’t clear, however, is the 
practical application of the technology beyond 
gaming or flight simulation. Even more unclear is 
how the technology may be implemented 
effectively in public libraries. 

VPL 2030 scenarios 

Two scenarios are explored in the VPL 2030 
report depicting future Victorian lifestyles: 
 
 The Creative scenario in which the desire to 

consume declines and a creative culture 
emerges 

 The Community scenario where there is a 
need to reconnect with the local community. 

 

VPL 2030 social trends 

Within the two scenarios, five prominent future 
social trends are identified: 
 
●      Creativity - the desire to unlock, express, 

develop and record creative interests 
●      Collaboration - the willingness to partner, 

cooperate and share with others 
●      Brain health - the need for lifelong mental 

engagement, stimulation and care 
●      Dynamic learning - the need to continually 

learn new knowledge and skills to participate 
fully in a rapidly changing environment 

 Community connection - the desire for stable 
and trusted relationships with people and 
places of common interest. 

Context 

AR and VR technologies are explored in the 
context of the Creative and Community 
Scenarios, and the five prominent social trends. 
 
 
Three levels of practice were identified - 
Introductory, Intermediate, and Advanced based 
on each organisation’s available funding and 
resourcing.  
 
 
Brief case studies from selected libraries were 
chosen to represent the breadth of current 
programming, organisational contexts, and 
community needs across Victoria.  
 
 
The findings have been outlined, corresponding 
with the three levels of practice, the range of 
funding and resourcing. 

Prominent future social trends 

Creative Scenario Community Scenario 

Creativity 
The desire to 
unlock, 
express, 
develop and 
record creative 
interests 

Collaboration 
The willingness to 
partner, cooperate 
and share with 
others 

Brain health 
The need for 
lifelong mental 
engagement, 
stimulation and 
care 

Dynamic learning 
The need to continually 
learn new knowledge 
and skills to participate 
fully in a rapidly changing 
environment 

Community connection 
The desire for stable 
and trusted 
relationships with 
people and places of 
common interest  
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Definitions 

For the purpose of the report, these 
technologies are defined as: 
 
 Augmented reality (AR)  - the blending of 

digital with the physical world via a device or 
headset 

 Virtual reality (VR)  - the experience of full 
immersion into a 3D world. 

 

 

Augmented Reality Virtual Reality 

Computer generated 
content overlaid the 
real world 

Computer generated 3D 
environment 

Enhanced experience Immersive experience 

Experience is 
dependent on real 
world markers being 
identified. 

Experience is 
independent of the real 
world. 

  

Examples 
 Pokémon GO  
 Mythical Maze 

Examples 
 VR Rollercoaster 
 360° City Tour 

Uses a  Smart Phone  

Uses VR headset 

Figure 1 - Pokemon Go! by Niantic (2016) 
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Observations 

Commonalities 

There are a range of commonalities across the 
five libraries chosen for case studies: 
 
 Greater VR product availability 
 More prevalent understanding of VR 
 Teens were commonly identified as the 

optimum target audience for pilot programs 
 Focus on introductory or discovery 

experiences 
 VR programming was occurring in existing 

spaces 
 Creative and collaborative approaches 
 Financial considerations, such as return on 

investment and revenue streams, were not 
actively pursued  

 Broad spectrum of staff skill levels and 
interest exist across the sector 

 

Drivers 

Predominantly VR programs were driven and 
developed by an interested staff member as the 
initiator, with strong advocacy from management 
teams. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Potential challenges 

 High start-up costs 
 Staff buy-in and assumptions 
 Audience expectations 
 Knowledge bank and succession planning 
 Identifying measurable outcomes 

 

Considerations 

 Age range – the VR industry typically 
recommends users be aged 13 plus, due to 
potential health risks 

  Security –  supervision and storage of 
equipment 

 Maintenance – hygiene, cleanliness, 
charging, software purchases and updates 

 Policies and procedures – integrate into pre-
existing documentation 

 Future proofing – commitment to ensuring 
ongoing budget and resourcing  
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Community benefits 

AR and VR can contribute greatly to community 
engagement [4], and there is an expectation that 
the library will provide access to new 
technologies.  

This assumption is not unfair as there is a long 
and storied history of libraries connecting the 
public with computers, the internet and more 
recently, Wi-Fi and 3D printing [5]. 

Skill sharing and development are intrinsically 
linked to community connection [6]. Providing 
these technologies gives the public a place to 
connect whilst sharing and developing their skills.  

Libraries are uniquely placed to capitalise on the 
intersection of disparate sectors such as 
business, education and health [7].   These 
technologies provide opportunities for dynamic 
learning in areas such as acquiring new skills, 
collaborating with colleagues, or addressing 
mental health issues. 
  
‘[AR/VR] are stories, we are the repository of 
stories’.  
 
Gerrard Daniels, Geelong Regional Library 
Corporation. 

 

 

Library benefits 

But why invest in these technologies? Libraries 
are leaders in learning, literacy and technology, 
and are early adopters of new technologies 
valuable to the public. This raises the profile of 
the library within the community, and serves to 
challenge the preconception that libraries are 
only about books.  
  
In diversifying the way libraries serve the public, 
the integration of new technologies into the 
programming provides an opportunity to entice 
non-library users, and expose them to broader 
services. In particular, disengaged audiences such 
as youth, will be attracted to non-traditional 
library programming. 
  
More specifically, AR/VR can be a catalyst for 
collaboration between digital, programming and 
customer services teams. This allows for co-
ownership of projects, and the creation of a 
cohesive digital service offering that reflects 
community needs.  
  
Early adoption of new technologies across the 
sector enables libraries to effectively and 
efficiently respond to inevitable technological 
change [8]. It also equips libraries to anticipate 
future audience needs, and potential partnership 
opportunities (e.g. universities, commercial 
enterprise and community content creators etc.). 
  

‘We were keen about the technologies, especially 
the VR headsets [and this]... gave us an 
understanding of the range of resources provided 
by the library to the Greater Dandenong 
community’.  

Work experience students, Greater Dandenong 
Libraries. 
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Case studies 

Wodonga Library  
Wodonga Library offered three VR workshops as 
a school holiday program. 
 
The program consisted of an introduction to VR, 
assembling and decorating Google Cardboard 
headsets, and downloading and viewing selected 
VR apps. 
 
The VR workshop entitled ‘Modern day 
storytelling through virtual reality’ had a target 
audience ages 10 plus, however many parents 
also joined in the fun and learning. 
Three weekday sessions of ninety minutes were 
run with 16 attendees each. 
 
 
Collaborative programming consisted of engaging 
a guest speaker who delivered an introduction to 
VR outlining the technology and showcasing 
selected apps to get started. 
 
Creative elements included assembling the 
Google Cardboard headsets and decorating them 
as a craft activity while waiting their turn to 
install apps. Children were able to take the 
headsets home after the program. 
 
Dynamic learning involved the installation of 
selected free VR apps on attendees’ 
smartphones and then immersing themselves in 
a range of experiences. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Observations 
 Low budget entry level VR 
 Collaborative approach leveraging expertise 

from outside the organisation 
 Creative aspect with craft activity integrated 
 Easily replicated in other libraries as low 

funding and resourcing required 
 
‘Overall it was a fantastic program that we will 
consider for future school holidays’.  
 
Tania Quick- Library Information Technology 
Coordinator 
 
Hardware: Google Cardboard, Smartphones 
 
Software: Google Cardboard app, Jaunt VR, 
Within, Orbulus, YouTube, Cardboard Camera. 
 

Level of 
Practice 

Introductory 

Cost $ 

Staffing 

 

VR devices 

           

2030 
Scenarios 
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Wyndham Library Service 
Wyndham Library Service ran a one-off event 
called “Relax with VR” in October 2016 to 
coincide with Mental Health Week. The aim of 
the event was to engage teens at a time of high 
stress in a relaxing activity to take their minds off 
their studies.  
  
Participants were 12 to 19 years of age, and they 
used Samsung Gear VR headsets with content 
from ecovr.world to view a number of virtual 
experiences. Many were moved to tears, and all 
participants recorded themselves and shared 
these videos via their social media networks.  
 
The staff member who ran the program had a 
connection with ecovr.world, and was able to 
have the content provided for free. This can 
prove to be a beneficial partnership, if the library 
service considers future programming with VR.  
  

The activity focused on Brain Health, coinciding 
with Mental Health Week, and targeting the 
secondary-aged population during exams.  
  
It also created a Community Connection by 
establishing a safe place where the young people 
could try a solo VR experience in a group setting. 
This forged a connection between participants, 
and also led them to request that this become a 
regular event.  
  
This event demonstrated the Collaboration that 
libraries can undertake by focusing on mental 
health. The partnership showed that the library 
can provide a social space to try new 
technologies, whilst addressing important issues 
in our current or future societies.   
 
Wyndham expressed interest in partnering with 
local schools to create educational programs. 
These could run over several weeks, and 
showcase how 360Cities can enhance students’ 
understanding of geography and history by 
virtually travelling the world. 
  
 
 
 
 
 
 
 

Observations 
 Initiated and led by one staff member 
 Relaxed program style with staff member 

approaching teens in the library, rather than 
offering a formal session.  

 Potential for future programming but does 
require wider staff buy-in.  

  

Hardware: Samsung Gear VR headset 
  
Software: ecovr.world 
 

Level of 
Practice 

Introductory 

Cost $$ 

Staffing 

 

VR devices 

        

2030 
Scenarios 
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Greater Dandenong Libraries 
Dandenong Library hosts a youth program called 
Makerspace Tech Tuesdays which showcases 
technology and gadgets such as 3D printing, 
coding and lab kits and, more recently, VR. 
  
The first session to explore VR used Google 
Cardboard, a mobile phone and free apps. This 
included a few games, a virtual museum and 
Google Earth to view cities from an aerial view. 
 
The sessions were immediately well-received, 
however the limitations of using this technology 
soon became apparent. Only the participant 
using the Google Cardboard was able to view the 
VR environment preventing it from being a 
shared experience. 
 
Google Cardboard provided the necessary entry 
point to gauge community interest, identify the 
library’s needs, and most importantly, develop a 
business case for management to invest in more 
high-end equipment. 
 
For the most recent series, the library purchased 
HTC Vive and the requisite high powered laptop 
to provide a high-end experience. Content is 
viewed simultaneously through the head 
mounted device, and on a large TV screen so 
others could share the experience. 
  
The community has been a vocal champion, with 
each series supported by a core participatory 
group, who in turn encourage their friends to 
attend the sessions. One of the most rewarding 
outcomes of the program has been its ability to 
foster a collaborative and supportive 
environment, with older participants mentoring 
younger ones. 
  
In response to this interest, the library has 
created a new Digital Work Experience program. 
As well as learning the basics of library work, 
students deliver Makerspace Tech Tuesdays and 
a new Peer 2 Peer Homework Help club. The 
students were given access to the equipment to 
enable them to identify future programming 
opportunities.  
 
 
 
 
 
 
 
 
 
 
 
 
 

Observations 
 Entry level cardboard used to gauge 

community interest 
 Successful transition to a high-end 

experience 
 High level engagement resulted in 

community advocacy 
 Outstanding community and library benefits 

such as the Digital Work Experience 
program. 

   
Hardware: Google Cardboard, ‘Cheap’ headset, 
HTC Vive, Alienware laptop 
  

Software: Google Cardboard, Steam store apps 

 

Level of 
Practice 

Intermediate 

Cost $$$ 

Staffing 

 

VR devices 

    

2030 
Scenarios 
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Geelong Regional Library 
Corporation 
Geelong Regional Library Corporation offers VR 
programming via a MakerSpace Road Show, with 
the predominant programming centred at the 
Geelong branch.  
 
The new technology has been incorporated into 
pre-existing program offers via MakerSpace 
Monday format allowing VR to be programmed 
alongside 3D printing, gaming and other dynamic 
learning activities. This program was strongly 
driven by the Geelong Library redevelopment 
and the community expectations of the new 
space. Geelong’s Digital Services Manager was 
motivated by a presentation at an ALIA 
conference demonstrating VR integration into 
pre-existing programming.   
 
The project driver has a strong customer service 
background and has chosen to prioritise how 
AR/VR can be a tool for community engagement 
and discovery. The Digital Services team works 
with other library staff to support programming 
and drop-ins by developing their skills and 
introducing them to VR technologies.  
Geelong has incorporated recommendations 
from VPL 2030 into its policies and procedures 
for its VR offerings. 
 
Dynamic learning and creativity were exhibited in 
an initial project where Geelong digitised 
historical stereoscopic images using Abode 
Photoshop and turned them into VR 
experiences. Interestingly, a complementary 
activity where attendees went on a virtual 
journey through outer space proved to be 
equally, if not more popular. 
 
Geelong recognises that their role is to provide a 
safe, accessible space for the community to 
discover and engage with the technology. 
  
Community connections were forged when 
Geelong hosted the technology summit, Pivot, 
working in collaboration with Deakin University 
and local vendors. This involvement has created 
a foundation for future partnerships. 
 
 
 
 
 
 
 
 
 
 
 
 

Observations 
 Leverages community enthusiasm and 

expectation of the newly developed space 
within familiar ongoing programming 

 Good skills sharing approach offering one-
on-one sessions for staff 

 Audience accessibility was prioritised over 
potential loss of equipment with the 
implementation of minimal security 

 VR can be rolled out to any space in the 
library allowing for a targeted audience 
approach e.g. Heritage Centre, teens, etc. 

 Great potential for partnerships with local 
universities, arts and cultural organisations, 
and local business 
 

Hardware: Oculus Rift, HTC Vive 
 

Level of 
Practice 

Intermediate 

Cost $$$ 

Staffing 

 

VR devices 

   

2030 
Scenarios 
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City of Melbourne 
City of Melbourne offers a wide range of VR 
opportunities across three programming 
streams. 
  
Dynamic learning programming provides VR 
activities such as introduction to VR, content 
creation workshops, and casual ‘on the floor’ 
experiences.  
  
Community connection programming offers VR 
skills development sharing through formal 
programs, workshops and drop-in sessions. 
  
Community exhibitions oversee the creation of 
collaborative VR projects in partnership with 
tertiary institutions and the private sector. 
  
Driven strongly by senior management and 
scoped from existing studies, an Emerging 
Technologies team was created consisting of one 
team leader, four full-time and two part-time 
staff. 
  
Since their formation the team has focused 
strongly on integrating VR and emerging 
technologies across the library. 
 
Private sector recruitment has resulted in a skills 
sharing program where colleagues are taught to 
create AR content in exchange for traditional 
library skills training. 
   
City of Melbourne has well documented policies 
and procedures for its VR offerings. This makes 
the Emerging Technologies team well positioned 
to handle team movement or restructuring.  
  
VR programming evaluation has been difficult to 
quantify with two exceptions. VR programming 
has seen a rise in female participation in STEAM 
activities up from 28% to 50%. When asked, 90% 
to 95% of participants of VR workshops, 
indicated they were new to library programs, 
building library participation. The high profile and 
visibility of VR community exhibitions has 
enabled City of Melbourne to showcase their 
libraries, raising awareness and exposure within 
the broader community. 
 
 
 
 
 
 
 
 
 
 

Observations 
 Highly funded and well integrated approach 

to VR programming 
 Strong support from management 
 Good skills sharing approach  
 Well positioned to handle team movement, 

budget reallocations and organisational 
restructuring 

  
Hardware: HTC Vive, Oculus Rift, Google 
Cardboard, Sony VR (PlayStation 4 Pro), 
Acousticom Sound Eggs. 
  

Software: Unity, Unreal Engine 4, PlayStation 
Store, Adobe Photoshop, Scann3D, VuForia and 
more.  

Level of 
Practice 

High 

Cost $$$$ 

Staffing 

     

VR devices 
    

      

2030 
Scenarios 
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Future predictions 
 
As evidenced in the case studies, some Victorian 
public libraries are programming using AR and VR 
technologies, but what potential is there to 
expand on this? 
 
In the discussions conducted across the sector 
there was a reticence to charge patrons for AR or 
VR services. As a result, a robust conversation 
regarding private/public partnerships needs to 
occur. This will require a cultural shift across the 
sector, especially pertaining to government 
funding. 
 
When considering possible future applications 
for these technologies, the focus will remain on 
the prominent future social trends highlighted 
for each scenario of VPL 2030 [9]. 

 

Creativity 

In Canada, Toronto Public Library is using AR to 
enhance its gallery spaces [10]. Libraries have 
potential to make their spaces more interactive 
through the use of technologies like Aurasma. 
Library patrons can learn more about a particular 
item, or find hidden gems as they explore the 
library space. This app can also provide a creative 
approach to wayfinding in public libraries, 
providing an accessible and informative means to 
navigate the library space. 
 
Geelong Regional Library Corporation and 
Heritage Centre used stereoscopic images to 
bring historical photographs of Geelong into 3D. 
This AR technology could be utilised to bring 
story times to life, allowing book characters to 
literally jump off the page. 
 
SensiLab, a research laboratory based within the 
Faculty of Information Technology at Monash 
University also demonstrated the ability to use 
AR to allow patrons to view fragile and rare 
collection items.  
 

This could prove useful when dealing with local 
or family history documents or other protected 
collections. 

Facebook is developing applications for AR from 
a smartphone [11], which could open further 
doors for creating a common space where 
patrons can create, share and edit their AR 
content in a collaborative environment.  
 
This can be run as a Makerspace program, or 
slotted into existing school holiday programs. By 
creating a dynamic and creative space, library 
patrons may feel encouraged to follow their own 
creative endeavours. 
 

Collaboration 

AR and VR technology has the potential to create 
a variety of collaborative environments within 
public libraries. 
 
Internal collaboration 
There is an opportunity to partner with council 
departments such as Youth Services or Aged & 
Disability to share costs in running programs that 
are beneficial to the needs and interests of these 
groups. Benefits include providing access to 
generate more quality programs by sharing costs. 
 
Community engagement collaboration 
Existing library MakerSpaces are a space where 
people can create AR and VR content. 
 
Partnership collaboration - with new sectors 
Elliott Wilson from SensiLab suggested “…it could 
be possible to partner with a library to pilot 
something for research purposes.”  With the 
exciting potential for the benefits of VR in mental 
health [12], libraries can partner with research 
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organisations or community groups to develop 
programs utilising VR software that aid in 
improving the mental health of our community. 
This would benefit library patrons by providing a 
more accessible space for people suffering from 
mental illness to visit, and also by providing an 
alternative organisation with an understanding of 
the impact and importance of treating mental 
illnesses. 
 
Sponsorship opportunities 

The Community library scenario discusses a 
future increase in telecommuting [13], and 
although AR technologies at present are about 
five years behind VR (14), there is scope for 
providing spaces where patrons can meet with 
colleagues virtually, investigate items that are not 
physically present, and work collaboratively. 

Brain health 

With a focus on the predicted future of Victorian 
Public Libraries as outlined in VPL 2030, both the 
Creative and Community Library scenarios 
emphasised the importance of brain health [15]. 
This speaks not only of the mental health of our 
community, but - particularly in the Community 
scenario – also of their rapid learning 
requirements.  

Libraries can play a role in this by providing safe 
spaces for patrons to learn about the world 
through VR, or experiential scenarios that can 
distract the mind from current stresses or 
anxieties for improved mental health, as 
demonstrated with Wyndham’s case study. 

Guardian news [16] recently reported on a study 
using VR to treat people experiencing paranoia, 
and discovered remarkably positive results. 
People were able to safely experience scenarios 
in the virtual world which could help them come 
to terms with facing the same scenarios in the 
real world. It has also been linked to aiding in 
dealing with chronic pain, where participants 
experience an immersive world that reduces the 
amount of pain felt during this experience [17]. 

With the existence of content such as 360Cities 
and Google Earth, it is possible to be immersed 
in parts of the world from the comfort of a 
lounge chair – or even a public library!  This 
could be an important educational tool for 
students, but it could also be a wonderful 

opportunity to provide access to those who may 
not be physically able to travel, such as seniors, 
or people with illnesses or disabilities. Returned 
soldiers could visit historic memorials thousands 
of kilometres away [18] and frail seniors could 
visit cities they once lived in. Physical limitations 
will no longer be a barrier to accessing 
experiences.  

Wyndham’s case study is a good example of VR 
for meditative purposes. There is scope to 
collaborate with organisations to work with 
groups with diverse needs. A virtual space, 
inviting and immersive, could be generated to 
help patrons to reset and revitalise. 

Integrating VR into existing library programs 
allows for further engagement of current users, 
and the opportunity to entice future library 
patrons. VR can be used for gaming programs, 
for example the creation of an immersive world 
to game in. There may even be future scope to 
create 3D versions of book characters to enhance 
a book club experience – work is currently 
underway on adapting TV shows and characters 
into VR experiences [19]. The potential for these 
technologies provide scope for libraries to offer a 
broad range of intergenerational programs that 
engage in AR or VR technology. 

Dynamic learning 

ISTE [20] has released a list of educational 
resources that help integrate VR into the 
classroom. If libraries choose to engage with 
these resources, they can create an informal 
learning environment for patrons to acquire 
knowledge in a unique way. VPL 2030 predicts a 
future where literacy will cover many more 
facets than it does today [21], so bringing these 
technologies into a space where people can 
utilise them for little or no cost means libraries 
will foster 21st Century literate [22] communities. 
 
There is also scope for staff training 
opportunities. For example,  Ambulance Victoria 
utilises VR to train staff on encountering difficult 
situations [23]. This could be used to facilitate 
training on dealing with difficult customers, or AR 
could be used for OHS training where virtual 
threats could be placed throughout the library 
space, and staff will have to respond accordingly. 
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Community Connection 

Through collaborative learning, patrons can 
connect with each other by sharing their 
knowledge and experiences in open programs 
such as MakerSpaces, or more structured 
programs where AR/VR is a shared experience.  
  
Libraries can become a conduit for people to 
build connections with like-minded individuals, 
and interact with new technologies.  
  
If public libraries embrace AR/VR early, they can 
position themselves as industry leaders in 
facilitating community connections. This 
leadership provides scope for strong partnerships 
in new and unexpected directions, and potential 
revenue streams. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Closing statement 
 
These exciting technologies have unlimited 
potential for libraries. As libraries continue to 
evolve, embracing Creative and Community 
scenarios, there will be the need to expand staff 
training, explore revenue streams, forge new 
partnerships, and imagine outside the realm of 
the current library experience.  
  
Technology continues to propel forward with or 
without us. If libraries don’t capitalise on this 
innovation and generate ways to augment the 
patron experience, we will have lost a valuable 
opportunity.  
  
NOTE: This report has a BEST BEFORE date of 
December 2017! 
  
Recommendations: 
 Be brave – it’s safe to fail - you can enter the 

fray with NO BUDGET 
 Ensure investment in staff interest and 

training 
 Conduct audience engagement research 
 Recruit staff with emerging tech skills and 

understanding 
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Pricing guide 
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VR devices and specifications 
 

HTC Vive  Oculus Rift 

Resolutions 2160 x 1200  Resolutions 1920cRGBx1080 

Refresh rate 90 Hz  Refresh rate 120 Hz, 90 Hz 

Field of View 110 degrees  Field of View Approx. 100 degrees 

Sensors gyroscope, laser position sensor, 
front-facing camera 

 Sensors Accelerometer, gyroscope, PlayStation 
Eye tracking system 

Connections HDMI, USB 2.0, USB 3.0  Connections HDMI + USB 

Audio Built-in audio, built-in mic  Audio 3D audio 

Input Dual Steam VR Controllers  Input PlayStation Move, DualShock 4 
controller 

Platform Steam VR  Platform PlayStation 4 

Release date Available Now  Release date Available now 
  

  
 

  

Sony PS VR  Samsung VR 

Resolutions 1920cRGBx1080  Resolutions 60 Hz 

Refresh rate 120 Hz, 90 Hz  Refresh rate 96 degrees 

Field of View Approx. 100 degrees  Field of View Accelerometer, gyrometer, 
geomagnetic, proximity 

Sensors Accelerometer, gyroscope, 
PlayStation Eye tracking system 

 Sensors Focus adjustment wheel 

Connections HDMI + USB  Connections Micro USB connection to Galaxy Note 
5, S6, S6 Edge, S6 Edge+, S7, S7 Edge 

Audio 3D audio  Audio Built-in audio, built-in mic 

Input PlayStation Move, DualShock 4 
controller 

 Input Touchpad, back button, volume key 

Platform PlayStation 4 Pro  Platform Samsung Phones (i.e. Galaxy Note 5, 
S6, S6 Edge, S6 Edge+) 

Release date Available now  Release date Available Now 
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Appendix 

Further readings 

Articles 
Tour London's Natural History Museum in VR 
with David Attenborough (Live Science) 
http://www.livescience.com/58784-david-
attenborough-hologram-museum-
tour.html?utm_source=twitter&utm_medium=s
ocial#?utm_source=twitter&utm_medium=socia
l&utm_campaign=2016twitterdlvrit 

 
VR Was the 'Next Big Thing' 20 Years Ago. What's 
Different Now? (Motherboard) - 
https://motherboard.vice.com/en_us/article/vr-
was-the-next-big-thing-20-years-ago-whats-
different-now?utm_source=mbtwitter 
 
Why Virtual Reality could be a mental health 
game changer (Guardian)- 
https://www.theguardian.com/science/blog/201
7/mar/22/why-virtual-reality-could-be-a-mental-
health-
gamechanger?ref=quuu&utm_content=buffera0
099&utm_medium=social&utm_source=twitter.
com&utm_campaign=buffer 
 
6 Apps for Virtual Reality Field Trips Including 
Google Expeditions (Avatar Generation) - 
http://www.avatargeneration.com/2017/03/virtu
al-reality-field-trips-google-expeditions/ 

 

 
 
25 resources for bringing AR and VR to the 
classroom (ISTE) – 
https://www.iste.org/explore/articleDetail?article
id=883&category=In-the-
classroom&article=25+resources+for+bringing+A
R+and+VR+to+the+classroom&_utm_source=1-
2-2 
 

Newsletters 
Inside AR & VR newsletter 
https://inside.com/vrar?ref=newsletter - bi-
weekly summarises the most recent the media 
and research from the industry 

Research 
Horizon Reports https://www.nmc.org/nmc-
horizon/ - research explore adoption of emerging 
technologies in education and library settings 
 
 
Virtual and Augmented Reality: Understanding 
the race for the next computing platform 
http://www.goldmansachs.com/our-
thinking/pages/technology-driving-innovation-
folder/virtual-and-augmented-reality/report.pdf 

  

http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
http://www.livescience.com/58784-david-attenborough-hologram-museum-tour.html?utm_source=twitter&utm_medium=social#?utm_source=twitter&utm_medium=social&utm_campaign=2016twitterdlvrit
https://motherboard.vice.com/en_us/article/vr-was-the-next-big-thing-20-years-ago-whats-different-now?utm_source=mbtwitter
https://motherboard.vice.com/en_us/article/vr-was-the-next-big-thing-20-years-ago-whats-different-now?utm_source=mbtwitter
https://motherboard.vice.com/en_us/article/vr-was-the-next-big-thing-20-years-ago-whats-different-now?utm_source=mbtwitter
https://motherboard.vice.com/en_us/article/vr-was-the-next-big-thing-20-years-ago-whats-different-now?utm_source=mbtwitter
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
https://www.theguardian.com/science/blog/2017/mar/22/why-virtual-reality-could-be-a-mental-health-gamechanger?ref=quuu&utm_content=buffera0099&utm_medium=social&utm_source=twitter.com&utm_campaign=buffer
http://www.avatargeneration.com/2017/03/virtual-reality-field-trips-google-expeditions/
http://www.avatargeneration.com/2017/03/virtual-reality-field-trips-google-expeditions/
http://www.avatargeneration.com/2017/03/virtual-reality-field-trips-google-expeditions/
https://www.iste.org/explore/articleDetail?articleid=883&category=In-the-classroom&article=25+resources+for+bringing+AR+and+VR+to+the+classroom&_utm_source=1-2-2
https://www.iste.org/explore/articleDetail?articleid=883&category=In-the-classroom&article=25+resources+for+bringing+AR+and+VR+to+the+classroom&_utm_source=1-2-2
https://www.iste.org/explore/articleDetail?articleid=883&category=In-the-classroom&article=25+resources+for+bringing+AR+and+VR+to+the+classroom&_utm_source=1-2-2
https://www.iste.org/explore/articleDetail?articleid=883&category=In-the-classroom&article=25+resources+for+bringing+AR+and+VR+to+the+classroom&_utm_source=1-2-2
https://www.iste.org/explore/articleDetail?articleid=883&category=In-the-classroom&article=25+resources+for+bringing+AR+and+VR+to+the+classroom&_utm_source=1-2-2
https://inside.com/vrar?ref=newsletter
https://inside.com/vrar?ref=newsletter
https://www.nmc.org/nmc-horizon/
https://www.nmc.org/nmc-horizon/
http://www.goldmansachs.com/our-thinking/pages/technology-driving-innovation-folder/virtual-and-augmented-reality/report.pdf
http://www.goldmansachs.com/our-thinking/pages/technology-driving-innovation-folder/virtual-and-augmented-reality/report.pdf
http://www.goldmansachs.com/our-thinking/pages/technology-driving-innovation-folder/virtual-and-augmented-reality/report.pdf
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Glossary of terms 
  

Acronym  Term  URL Definition  

  360Cities 

  

https://www.360citi
es.net  

360cities.net is the web's largest collection 
of stunning, geo-referenced, interactive 
panoramic photos 

  Aurasma https://www.aurasm
a.com 

An AR app which transforms every day, 
objects, images and places into interactive 
content 

  ECOVR.World 

  

http://www.ecovr.w
orld 

A Melbourne-based company using VR to 
explore ways to reduce reliance on 
medication and improve quality of life 

  

ISTE 

  

International 
Society for 
Technology in 
Education 

https://www.iste.org  An advocacy network group which provides 
information about policy and tools to learn 
about the digital age 

  MakerSpace   A creative space for dynamic learning  

  Mythical Maze 

  

http://sol.us/mythic
al/  

AR app used to promote the Summer 
Reading Challenge. Stickers issued as a 
reward for every two books a child has read. 
These can be scanned with a smartphone 
or tablet to launch games and animations  

  Pivot Summit http://pivotsummit.c
om.au 

Pivot Summit was a one-day conference 
exploring new and emerging technologies, 
held in Geelong in December 2016 

STEAM Science, 
Technology, 
Engineering, Arts 
and Maths 

 http://www.educati
on.vic.gov.au/about/
programs/learningd
ev/vicstem/Pages/d
efault.aspx?Redirect
=1 

Science Technology, Engineering Arts and 
Maths 

Also known as STEM 

  Telecommuting   Using the phone or internet to work from 
home 

 

 

  

https://www.360cities.net/
https://www.360cities.net/
https://www.iste.org/
http://sol.us/mythical/
http://sol.us/mythical/
https://readingagency.org.uk/children/quick-guides/summer-reading-challenge/
https://readingagency.org.uk/children/quick-guides/summer-reading-challenge/
http://pivotsummit.com.au/
http://pivotsummit.com.au/
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
http://www.education.vic.gov.au/about/programs/learningdev/vicstem/Pages/default.aspx?Redirect=1
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